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Preface 

It’s probably easier to explain what this book isn’t, rather than go into detail about what it is. If you are 
looking for a book that will teach you exactly how to write Android programs, this is not that book.  

This is not to say that I won’t be discussing how to construct an Android app, but I just won’t go 
into great detail. My purpose is to make certain that you, the successful Android developer, are pointed 
in the right direction. If help in programming Android apps is the type of help you need, then you might 
want to check out some other books from Apress, such as the following:  

Android Apps for Absolute Beginners, by Wallace Jackson (Apress 2011) 

Beginning Android 3, by Mark Murphy (Apress 2011) 

Pro Android 3, by Satya Komatineni, Sayed Hashimi, and Dave MacLean (Apress 
2011) 

Pro Android Web Apps, by Damon Oehlman and Sébastien Blanc (Apress 2011) 

Android Essentials, by Chris Haseman (Apress, 2008) 

Learn Java for Android Development, by Jeff Friesen (Apress 2010) (note that this 
book is only about the subset of Java you need to program on Android; it says 
nothing about Android itself) 

It is of course essential that the Android developer learn as much about programming as 
possible to pursue a career in original application development. However, what is almost as important is 
what to do once that incredible mobile program has been created. That’s where this book comes in. 
Proper marketing, promotion, and advertising could be the difference between major and minor profits 
for your application. If you are in the business to make money from your Android mobile software, then 
the information contained within these pages is going to make a significant difference.  

Much of the focus of this book is geared toward the marketing of an Android application, but I 
touch on specific aspects of programming and app creation.  

Chapters 1 through 3 discuss how to conceive the idea of a well-marketed application, and what 
tools you will need to build this application. Chapters 4 through 9 are all about what marketing steps you 
need to take as you are building the application, in anticipation for the launch date. Chapters 10 and 11 
discuss what to do after the launch date and how to keep momentum going on your application so it will 
continue to make you money for years to come. Chapter 12 talks about how to program with Android 
and the Eclipse IDE. The following lists details what’s covered in each chapter.  
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Chapter 1: This chapter introduces Android in general and talks about  its origins and 
development as a platform.  

Chapter 2: As you well know, the Android Market is flooded with applications, so you 
need to find out what sets yours apart. Chapter 2 discusses what you can do to 
produce a work that will be in demand, how to analyze the competition, where to 
find your target audience, and even how to name your application. Chapter 2 also 
discusses what you need to do to protect the intellectual property of your 
application.  

Chapter 3: Chapter 3 discusses how to narrow your target audience by introducing 
culture into everything your application does. This includes making the user 
interface, the icon, the logo, and the web site follow a specific theme.  

Chapter 4: Once you have decided on a look and theme for your application, it’s time 
to create a marketing plan for when it is released. You should determine your 
marketing strategy based on what media outlets you want to report on your Android 
application. This includes blogs, printed media, social networks, and other methods 
of spreading the word about your application, including word-of-mouth (the best 
and worst marketing method).  

Chapter 5: As a developer, you might want to create several applications. Chapter 5 
shows how you can use one app to promote other apps you have developed. It also 
shows how to promote applications on social networks like Twitter and Facebook, as 
well as how to prompt users to review your applications, which will lead to more 
downloads.  

Chapter 6: Just because you are giving away an app for free on the Android Market 
doesn’t mean that you can’t get something out of it. This chapter will discuss 
creating a lite version of your app along with a paid version. Chapter 6 also discusses 
ad revenue, as well as affiliate programs to maximize profits.  

Chapter 7: The initial price of your app isn’t the only way to make money from an 
application; there are several other methods, including in-app billing. This is when 
the application sets up a store for selling virtual goods, such as rewards within a 
game. This chapter shows how to put it in your program.  

Chapter 8: At this point, you should be just about ready to publish the application to 
the Android Market. In order to avoid work after your prerelease date, you should 
prepare a press release and get the word out on social networks and your 
application’s website.  

Chapter 9: The Android Market is a lot simpler to get into than Apple’s App Store, 
because there is no approval process. However, there are a lot of hoops to jump 
through before you can get your application on the Android Market. This chapter 
discusses the process, including digital signing, keystores, and creating an Android 
Market account.  
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Chapter 10: Once your application is out on the market, it is time to let everyone 
know. Chapter 10 shows the easiest way to send out multiple e-mails, as well as how 
to inform potential users via social networks and other methods of promotion. The 
more people that know about your application, the better chance it has of selling. 

Chapter 11: Now that the app is out there, you can take other steps to ensure its 
success. Chapter 11 shows you steps that need to be taken in order to ensure that 
profits increase and the application lives on.  

Chapter 12: This chapter is for those who are using Eclipse IDE for the first time, and 
teaches basic Java SE programming commands. Also included is a sample 
application so you can see these tools in action.  
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The Android Application Business 

The mobile application business model is essentially the new get-rich-quick scheme. There are many 
who put out their app on smartphone platforms, and begin to start receiving profits from users, 
advertisers, and shops within their applications. There is, of course, a lot of work involved before the 
developer can simply sit back and watch the money roll in. 

This was certainly the case for iOS during the big app boom of the iPhone launch of 2007, and there 
is no question that the Android Market has been influenced by Apple’s App Store. I will talk about their 
specific similarities and differences later, but for now, I want to discuss the Android Market in general.  

The State of the Android Market 
Android, with its services on phones and tablets, is a pretty good market to be in right now. In May 2011, 
Google announced that there had been 3 billion applications downloaded from the Android Market. Just 
a few months prior to that, there were approximately 30,000 free and paid applications available to 
Android users. This number grew to 30,000 from 16,000 in exactly three months. By the time that this 
book is published, I am sure that the Android Market will have over 100,000 applications, and I wouldn’t 
be surprised if that growth is even faster than anticipated.  

Dividing the March figure of 3 billion applications downloaded by the figure of 30,000 available 
applications, it means that every Android application, on average, has had 100,000 downloads.  

Sure, that last number looks pretty good, but it is just a statistic. There is no guarantee that your 
brand-new Android application will have that number. Also keep in mind that a lot of these applications 
are free, which is helpful in achieving the greater-than-average number of downloads. I will detail in this 
book later how to have a free application and still make profits, but you should know that there is a paid 
download for every 100 downloads, and some say that figure is as high as 1,000 to 1.    

As an example, Angry Birds, by Rovio, is free for Android users, and it is a mobile game giant that has 
produced massive funds for the company. The mobile game had over 2 million Android downloads in 
the three days after its Android release, and 7 million Android downloads one month after that. These 
stats are over a year old, and Rovio, the game’s developers, are still finding ways to make money on the 
Angry Birds franchise with spin-off applications, merchandise, and more. 

You will soon discover that the massive amount of Android applications on the market can work 
against the developer, as the Android Market is flooded with applications of all types. This means that 
one application, as great as it might be, can get lost in the crowd and become very difficult to be noticed 
by its intended audience. If a developer markets their application so it gets a lot of publicity, Android 
users might pay to download one type of application, even though a similar version with more features is 
readily available for free.  

Go to the Android Market on a web browser. You will see a slideshow that you can browse through 
on your Android’s device touchscreen or your browser (see Figure 1-1). You will also see a list of featured 
apps. On the web version, you’ll see the following lists of apps as well: Top Paid, Top Free, Top Grossing, 
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Top New Paid, and Top New Free. Yes, you can probably make more from your app if you are on these 
lists, as your app will be easier to find by random Android users. However, there are ways of making 
money from your app even if you are not on anyone’s Featured list.  

  

Figure 1-1. A quick peek at the Android Market, from a web browser. Note the Featured section, the Top 

Paid list, and the slideshow of application ads.  

Before we can start talking about how to make money with Android, let’s talk about some Android 
basics.  

The Origins of Android 
Android Inc. was a small startup company that developed its own open source operating system for 
mobile phones. It was bought by Google in August, 2005.   

In November 2007, shortly after Apple introduced the iPhone, Google began working on its 
contribution to the mobile phone business. It announced the start of the Open Handset Alliance (OHA), 
which is a consortium of companies such as HTC, Motorola, Samsung, Sprint, T-Mobile, and other big 
names in the telecommunications industry. On the very same day, OHA unveiled the mobile operating 
system that we know today as Android.  

Android got off to a slow start with the HTC Dream (also known as the T-Mobile G1) in October 
2008. Since then, Android has been gaining popularity with the release of every new version. It is 
important that you know about them when you begin developing Android applications, as newer 
versions contain more features than their predecessors. In terms of programming, these versions have a 
definite numerical designation. I will discuss that when we get into downloading Android development 
tools like the Android SDK (Software Development Kit) and Eclipse.  
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For now, you should know that in addition to a specific number, Android versions also have an 
informal name, which is always named after some sweet treat. This is partly due to tradition and 
Google’s sense of humor. This naming convention is also alphabetical, having begun with  Cupcake, 
followed by Donut,  Éclair, Froyo, Gingerbread, Honeycomb, and most recently Ice Cream Sandwich.   

Here is a very basic summary of the features of the latest versions of Android: 

Version 1.5 (Cupcake): 

Ability for videos to be recorded through camcorder 

Bluetooth enabling 

Widgets on home screen 

Animated screen capabilities 

Uploading of videos to YouTube and pictures to Picasa on the fly  

Version 1.6 (Donut):  

Camcorder, camera, and integrated gallery 

Voice search 

Voice dial 

Bookmark 

History 

Contacts search 

WVGA screen resolution 

Google turn-by-turn navigation 

Version 2.0/2.1 (Éclair): 

HTML5 and Exchange Active Sync 2.5 support 

Improved speed 

Google Maps 3.1.2 

MS Exchange Server integration 

Flash for the camera 

Bluetooth 2.1 integration 

Option of virtual keyboard 

Version 2.2 (Froyo): 

320dpi screen with 720p 

JIT compiler 

Chrome with JS engine version 8 
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Wi-Fi hotspot tethering 

Bluetooth contacts sharing 

Adobe Flash support for version 10.1 

Ability for apps to be installed on expandable memory, such as SD cards 

Version 2.3 (Gingerbread):  

 Improved gaming graphics and audio effects 

SIP VoIP support 

WXGA (extra-large screen size and resolution) 

Near field communication 

Copy/paste feature 

Download manager for large downloads 

Better control of applications 

Support for multiple cameras 

Version 3.0 (Honeycomb):  

The first tablet-only release 

3D desktop with newer widgets 

Tabbed web browsing 

Gtalk video chat 

Hardware acceleration 

Multicore processor  

Multipane navigation 

Version X (Ice Cream Sandwich):  

Streamlined user interface fit for both tablets and smartphones 

Advanced app framework 

You will discover that specific Android devices start out as one particular version of Android, and 
upgrades tend to come out slowly. It depends on the carriers, and often subscribers don’t hear when the 
new updates come out. For example, I updated my Droid X from Froyo to Gingerbread, but Verizon 
didn’t inform that an update was readily available. I only heard about the update because of my work in 
tech blogging, and someone else figured out how to give me the update. If you are curious about 
discovering whether you have the most current version on your Android device, click its Settings icon, 
select About Phone, and then select System Updates.  

You will also discover that knowing about these versions of Android will be helpful when 
programming new applications. Later versions of Android devices are reverse (backward) compatible, 
which means that an Android 2.2 device will play an Android 1.6 program. However, Android apps 
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designed for latter versions may not play on devices on former versions. For example, a version 1.6 
Android device will not be able to use an app programmed for Android 2.2. In fact, if you have a device 
that runs 1.6 and do a search on the Android Market for an application designed for versions 2.2 or 
above, it will not even show up in the results. 

By the way, a lot of low-priced Android phones still run very early versions of Android; for this 
reason, it might be wise to create a program that can run on Android 1.5 or 1.6 rather than only version 
2.0 or above. Unless you have specific tablet-based application in mind, do not program with Android 
3.0. Version 3.0 is optimized for tablets, not for smartphones. Right now, the Honeycomb market is 
limited to a few models, and until more models are made (which could be soon) it could take a while 
before a developer can make money off of it.  

Android vs. iOS 
When the iPhone was first unveiled, a new sort of business model was established for consumer 
electronics. While Steve Jobs and his friends at Apple were not the first to invent the touchscreen, they 
were able to create a new type of software enterprise that was personable and utilitarian. Apple’s “there’s 
an app for that” slogan has proven to users that the mobile software that they need should be readily 
available where and when they need it. It works for the smartest engineer and the dumbest consumer, 
and it has created a new type of software market.  

As of this writing, Apple is a monster when it comes to apps. In fact, there is a little bit of a legal suit 
on who has the rights to the word app, and I’m guessing that it won’t be settled by the time this has been 
published. Android may not currently have the high numbers that Apple has, but its market is ever-
growing.  

In February 2011, Google CEO Eric Schmidt stated that Android activations reached about 350,000 
per day. At a recent I/O developer conference last May, it was revealed that there were 400,000 new 
activations per day, not to mention 450,000 developers and 215 carriers. That is about 100 million total 
activations overall as of May 2011. In comparison, Steve Jobs stated in March 2011, during his 
presentation of the iPad 2, that over 100 million iPhones have been activated. It would appear that 
Android’s 100 million devices in May 2011 means that Android is catching up quickly.  In short, the 
Android market is presently booming, and if any software has a chance to eclipse Apple’s huge 
dominance over the app industry, it’s Android.  

When Steve Jobs announced the iPad 2, he ribbed that Honeycomb only had 100 applications while 
the iPad had hundreds of thousands. That figure was slightly biased, as Honeycomb had been around for 
only one month. Also, many Android smartphone applications work on Honeycomb.   

As a developer, you should know how Android compares to iOS at least at some level. Apple iOS is a 
proprietary operating system, while Android is open source, which means it gives users the right to use, 
study, change, and improve design through ready availability of the source code. It uses the Linux kernel 
software for all of its versions. This is different from iOS, which works only on Mac products. This is one 
of the reasons why the Android operating system is so popular on smartphones and tablets, and will 
probably have a significant presence in televisions in the near future: it is not required to be tied to any 
particular device manufacturer. 

Another way that Android differs from Apple is that Android has no approval process when it comes 
to apps. Once the user has signed up, uploading and publishing becomes a relatively simple process. 
(This is different for when you submit to Amazon’s Android market, and we will discuss Amazon’s 
approval process in later chapters.)  

Also, you should know that Google reserves the right to yank your application off Android Market, 
even after you are already on it. A lot of applications are removed due to NSFW (not-suitable-for-work) 
content, but they can easily be yanked for other reasons as well.  
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Porting Difficulties 
For those who want to turn their iOS app into a full-fledged Android application (or vice versa), I want to 
let you know the process and pitfalls.  

If you haven’t written an app for iOS, you might want to skip this section if you are thinking that you 
just want to market your application for the Android Market. However, I’m going under the assumption 
that you are trying to monetize as much as possible, so you might consider turning your Android 
application into an iOS application. I will cover how to do that by the end of this chapter.  

Let’s say you’ve written an iOS app that is out right now, or perhaps waiting in the app approval 
process. To turn it into an Android application, you will have to adapt your software so that an 
executable program can be created for a computing environment that is different from the one that it 
was originally designed for. This is known as porting.  

Most of the iOS apps on the iTunes Store are written in Objective-C, while Android is specifically 
Java and XML. Although the logic of these programming languages is quite similar, as they are both 
linear, procedural, and use notions of object orientation (OO), they are very different with respect to OS 
support, GUI objects, and application life cycle. Sadly, Objective-C is not supported on Android.  

As far as I can tell, there doesn’t seem to be some magical program that will allow you to insert 
iPhone apps in and get Android applications out (unless you use development tools that have this in 
mind from the beginning). I will take a moment to talk about cross-platform development tools later, but 
let me discuss what you can do for both Android and iOS.  

Your iOS coding cannot be reused for Android coding, but it does not mean that you have to rewrite 
all your Android code from scratch. For example, you can completely reuse the icons and images, as well 
as any SQLite database code.  

Generally, it usually takes the same amount of effort to port an iOS app to Android as it does to 
create it. Hopefully it will take less time, but I can’t guarantee that. It really depends on how big the 
application is, as well as the complexity of the code, reliance on GUI tools, and the ability of the 
developer.  

By the way, there are people who make it their business to program apps, and that could lighten 
your workload. The same case exists for those who are into porting iOS apps to Android applications.  

If you have written your iOS app in ANSI C or C++, such as in the many gaming engines that come 
out for such a purpose, then you are in luck. Android has the Native Development Kit (NDK), which 
allows for ANSI C or C++ code to be used with a Java layer for interface. If you go with the NDK, you will 
not have to use the Android SDK, which I will describe later.  

Examples of Cross-Platform Development Tools 
Chances are you want your application to be downloaded as much as possible, which means that you 
probably want it to be on many devices as possible. If you want to have your application on both iOS and 
Android, as well as other mobile platforms, you are going to have to do this from the beginning with 
certain cross-platform development kits.  

Allow me to explain that I cannot testify to the success of such programs as these. I believe that the 
application market is headed in the direction where one developer’s toolkit will work for all platforms, 
but, as explained before, we are not quite there yet. For the sake of the subject matter of this book, I only 
discuss how to use the Java JDK (Java Development Kit), the Android SDK, and the Eclipse IDE 
(integrated development environment) to construct Android applications. I will explain these programs 
later, but I wanted to discuss a few cross-platforms development kits, just so you know that there are 
alternatives.  
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Livecode 

Livecode is the work of RunRev, a company that creates development tools. In the words of Ben 
Beaumont, product manager for RunRev, Livecode is “a multi-platform element environment that [has] 
now been moved to the mobile space.” Livecode was originally made for Mac, Windows, and Linux, and 
it boasts “compile-free coding.” Compile-free coding means that when you make a change to your 
program, you will see it as you are programming. This is different then the usual method of editing, 
compiling, running, and debugging.  

Livecode also has a visual development environment, where the user can drag and drop the objects 
and images that will make up the final interface. The user can then attach scripts to these objects to 
really bring them to life, as well as lend them speed. Livecode uses a very high-level language, which 
allows the user to write in code that is very close to English. This allows you to write in this code easily, 
and the code will be easier to read. All this allows for the creation of live prototypes that actually run on 
the device, and promises to make it easy to work with clients, as you can more directly show them what 
you want, rather than showing them stagnant code.  

Appcelerator 
Titanium has created a free and open source application development platform that allows the user to 
create native mobile, tablet, and desktop application experiences. Their Appcelerator program allows 
the user to build applications full of features, as if they were written in Objective-C or Java. The end 
results are native apps that are customizable with a lot of features, all built with the web technology of 
JavaScript.  

They allow developers to concentrate on building the application and provide a toolset for many 
platforms.  

appMobi XDK 
appMobi’s mobile app development XDK is made for web developers. appMobi’s claim is that if you can 
build an application for the web using HTML, CSS, and JavaScript, then you can build it as an 
application on the iPhone, the iPad, and Android smartphones and pads. According to their appMobi, 
developers can develop robust, 100 percent native API–compliant mobile applications in hours using 
preferred editors, and write once to deploy for all target platforms.  

XDK includes an onscreen emulator with simple, approachable tool palettes to simulate user 
interaction with a testing device. It also allows you to send your application project over a local Wi-Fi 
connection or upload to the cloud to test it from anywhere. As a warning, you will need Java 6 and 
Google Chrome 6.0 to even begin running this program.  

appMobi also offers a service known as MobiUs, which allows any app publisher to offer its app 
from anywhere on the Web, which could mean the end of frustrating and complicated processes of 
submission and approval to traditional app distributors (and also the end of developers needing to share 
their profits with these distributors). It is also cloud-based, which means it is possible to create iPhone 
apps on a Windows PC and Android applications on a Mac.  

PhoneGap 
According to its web site, PhoneGap allows users to build apps with web standards based on HTML 5. 
PhoneGap users can also access native APIs in order to create applications for multiple platforms, 
including iOS, Android, Windows, BlackBerry, webOS, and more. PhoneGap is currently in version 1.0.0. 


