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1. Smart world

Tocnclogi
HAnalisi di mercato
Modelli di business
‘Opportunita
Criticita




2.Piattaforme e paradigmi

‘Plattaforme disponibili
Peraonalizzazione
Portabilita

licensing
Caempi



3. Android:
Ecosistema

Ar



4. Android:
Ambiente di sviluppo

dSe



5. Android:
Programmazione base

Inter



6. Android:
Interfaccia grafica



Otili
/. Android:

Programmazione avanzata

dervizi in background e foreground
‘Persistenza e localizzazione

AP di Google Maps

omartphone e tablet

Introduzione alla Support-Tlibrary,



Metodo

Lezioni frontali: presentazione e di aspetti teorici e
concetti basilari di programmazione mobile.

Ogni lezione comprenderd una o pitt dimostrazioni di
utilizzo pratico dei concetti descritti.

Al termine di ogni modulo verranno assegnati esercizi
di approfondimento e verifica dei concetti esposti.

Strumenti
Google Code Google Group

hitpa: / / code.google.com/p /sviluppo-apps-per-dispositivi-smart/
hitps: / /groups.google.com/forum/?hl=it&fromgroups=#!forum/corao-amart-appa
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icato di volta in vc
ncronizzato tramite
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Mercurial



Fare domang
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Ricevere av

Gruppo privato

Per iscriversi compilare 1
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Smart:

In generale:
in’telligente, brillante
—

[n ICT:
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‘Planar integrated circuils U'-)(.»w

Moores law [1965] aees™
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Microproceaser [1971)

‘Mass-markel

personal compuler [1977]

Smart devices

Window-based
GUI1984]

Smart environment

laptop [late 1980s]
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Palmicp (1990 ;\\

——p

Netbook [2007]




‘Planar integrated circuits [19601\ qen'®
Moores law [1965] o




‘Window-based,

Netbock [2007]



Smart devices

Cmart envirnnment




smart Card [1983]

Primo uso di massa come carta telefonica in Francia

L'uso del termine smart card & andato calando




omartPhone [199¢]

[l termine Smart Phone & piu usato in Europa

che in USA e Giappone.

Milestones
*  lealia

Smaprtphon
*  Stati Uniti




Milestones
Touchacreen phone + PDfl [1'BM Simon 1994]

smart Phone | Ericsson G 88 1997
Smaprtphones
symbian Nokia [2000]

‘BlackBerry, [2002]

Apps
UPhOﬂB .l(os [2007] . {Phone Tnataller.app (2007]

\\\ YC\qulu on jailbroken 105 (2008
‘HTCIndroid phone [2008] U

fipple “fipp Stere” [2008]

. findreid Markel - Google ‘Play [2008]
‘Windows ‘Phone [2010] 2
‘BlackBerry flpp ‘Werld [2009] -,
%

Tinux MeeGo [2011] /



Apps

UPhone ‘Inataller.app [2007]
Q&“ X

«g\o"‘a\oQ anw, on jailbroken tOs [2008]

6@
fpple “fipp Store”’ [2008]

Android Market - Google Play, [2008]

N@ //'@

BlackBerry flpp World [2009) = '}

‘&«.
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lpps

[l termine Apps in Italia non & usato quanto in America e Germania

)’ Google play

* ltalia

*  Stati Uniti /I\

*  Glappone ’ .:.;.
Samsung

*  Germania Apps

Indice di minor attenzione al modello di business
piuttosto che di minor mercato

A




omartTV [2011]

[l termine Smart TV é entrato nelluso comune nell'arco di

due anni.

. ntestar | notir
x |talia Intestazioni notizie

Stati Uniti
Giappone

x  Germania




Internet of Things (10T)

['insieme di oggetti smart connessi ad Internet forma

I'Internet delle cose, destinata a superare 'Internet

de“e persone




Smart environment




omaurt city,

[l termine Smart City & piu usato in Europa che nel resto del
mondo. In Italia piu che in Germania.

*  lalia
*  Stati Uniti
< Glappone

*  Germania




smart buildinga

Domotica, building automation e persino bio-edilizia e
risparmio energetico hanno assunto il prefisso "smart"




‘Wireleaa Senaor Networka

[e reti di sensorl senza fili sOono 1c1 principo]e

ercnologio adottata per rendere smart l'ambiente




otate of the art

Potenza di calcolo

Exynos 4 Quad 14 GHz

ARM Cortex A9 Samsung -
Mali 400 GPU FEviimAane
, hl\yl IV
Memoria PROCESSOR
IGB RAM
Fino a 128GB di storage
Comunicazione

4G e precedenti
USB, Bluetooth, Irda, WiFi, NFC

Peso
133g TE
Autonomia o &

220h s’tondby / 8h conversazione o e

Senaori integrali




GPS

Bussola
Giroscopio
Accelerometro triassiale

Sensore i prossimitd

Sensore di luminosita

Barometro

Schermo multi-touch capacitivo
Microfono Seftware
Fotocamera 8Mpx

Videoecamera full HD
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Software

Usabilita
Multi touch

Riconoscimen’to VOCO.].Q

Au{o-consopevolezza

Multimedia
Display 4.8" 720x1280 16.7M colori .
Audio stereo (tutti i formati) AW LeD
Radio FM . L
Sistema operativo
Android OS AT,
Versatilita . '
Google Play

API aperta an->01>



Cloud

In genera

nuvola

In ICT:

simbolo utilizzato per rappresentare la rete

Cloud computing:

risorse di calcolo (HW e SW) offerte in rete come un

Servizio

)f\f\hlf\ A\



ARPANCT [1969
i3 S ot ‘Operateravs OTT
F'CP |Vinton Cerf 1974

: L
CS Nelwork [1981 m =

Internet (TCP/1P) 1982 f P

18P [1990] ‘iL>EI iﬁiﬁi

Commercial Internet [19951
A SR P A Da Internel al cloud
TEEEB02.11 [1997] \ %
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The caue A New paradigms



ARPANET [1969]
TCP [Vinton Cerf 1972
CS Network [1981]
Internet (TCP/1P) [1982]

1P [1990]
Commercial Internet [1999]



Commercial ‘Internet [1999]




‘World'Wide'Web [Tim Berners 1ee 1990 |

Commercial ‘Web browaer [1993]

OMS [1993]

dearch engine and new economuy, 1995}
Common Gateway ‘Interface [1993]
‘Web mail [1995]

‘Web-based interfaces [1990]

‘



The case of oogle

Search engine [1998]

Google Ads [2000]
AdSense [2003]
Gmail [2007]

Google Accounts [2007]
Google Apps [2007]
Google Docs [2007]

Google Chrome [2008]
Android [2008]

Google Chrome OS [2009]

Chromebook [2011]

Google Now [2012]
Google Glass [2013]



‘Operatora va OTT
L

Server
Google Drive OTTS
Internet
Backhauli
Operatori
Accesso

Ultimo miglio (local loop)

Terminale-utente ‘E




‘Da Internet al cloud

Navigazione a tariffa piatta
Reti mobili

Smartphone "indossabili"

[L.a connessione ad Internet ¢ data per scontata

L'innovazione & affidata agli OTT

Diventa piu comodo avere dati e applicazioni in

rete che sul proprio terminale



New paradigms

Software as a Service (oaad)
‘Platform as a Service (Paad)
Injrastructure as a Service (‘laad)



Servizio

People.

[e persone sono piu' che utenti:
End-user, Consumer, Customer

PQQI’, USQI’, PIOSquI

31a




Online social networks
Usenel newagroups [1980
Walles garden scfware |10 1980
" (‘ ‘ I" (
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Sharing

Wiki ‘Web [1995]

Peer-lo-peer [ile sharing [1999
‘Bleg (1999

Wikipedia [2001]
Flickr [2004
Youlube [2005]

User-centric networking

Development
High-level programming
‘Upen aource
cneapasulation
SDHR
Mobile app atores [2008]

Inclusion
Nelwork ¢ffect
Posilive externalily
Critical maas

‘Digital divide




Online social networks
‘Usenet newagroups [1980]

Walled garden software [A01.1980s)



Sharing

‘Wiki ‘Web [1995]
‘Peer-to-peer file sharing, [1999]
‘Blog, [1999]
‘Wikipedia [2001}
Flickr [2004]

Youtube [2009]
‘User-centric networking,



Development

‘High-level programming,
‘Open aource
cneapaulation <
AP

dDh
Mobile app stores [2008]



Inclusion
‘Network effect
‘Positive externality,
Critical masa
‘Digital divide



omart devices help to bridge digital divide
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I E‘.:’*““m Internet traffic
m OVER# o

Yearly growth rate:
29% glebal

v 100% non-PC

Sl - 26% PC

"*Qo@ APPLE .

2505:15 uogm 1~000 In 2016:

3,600 21178 3 m-" - 110 exabyte/month “‘ Y
>

S e B 0 BN FOR " :
devices 3X population
Omillicn years of videcs exchnaged. every month

New paradigms
Collective intelligence
‘hinowledge-based computation
Google now [2011-2012]
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. 47,000

3,600

NEW PHOTOS.
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Neil Spenser, Visual News, 09-2012




Internet traffic

Yearly growth rate:
- 29% global
-100% non-PC
- 26% PC
In 2016:
- 110 exabyte/month
- devices 3X population
GMwngwaojUMMwQdeaqmonm

IS ual networkin ng i ndex, 2012



MOBILE SHARE OF WEB TRAFFIC
ALLACROSS THE WORLD

D10 12012 § 2010 | 2012

AFRICA

1 ..



Google now [2011-2012]







Mobile Payments

Y M- baaed
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‘Digital goods
Virtwal worlda
Virtual currency,




Mobile Payments

OMS-based.

‘Direct mobile billing,
Credit carda
‘Online web /cloud payments
‘Online walleta
QRcodes

‘Proximity, payments
NFC

, Tokena
Mobile phones as
‘Wallets



US M-COMMERCE SALES STATISTICS

US M-COMMERCE 10

SALES(NBILLIONS) & o1 jon I BiLLION

2012 2013 2014 2015

nR=R=R>=




TOP REASONS WHY
CONSUMER PREFER
M-COMMERCE

63%

‘W 0N THE 60 CONVENIENCE

921

SPECIAL DISCOUNTS/
COUPONS

4875

BOI‘PARE PRICES

417

PRODUCT NOT
AVAILABLE IN-STORE

MOBILE SHOPPING ACTIVITIES
OF SMARTPHONE OWNERS




MOBILE SHOPPING ACTIVITIES
OF SMARTPHONE OWNERS

o %k ©2mELTS
QMmMEETED  m26% LD
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i 28% PRODUCTS/PHCES

AT SPECIFIC STORE

TOP MOBILE COMMERCE
PURCHASE CATEGORIES



TOP MOBILE COMMERCE
PURCHASE CATEGORIES
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Dall'idea all'/App

‘1o acopo-del corao e offrire gli strumenti per individuare il 8%
percorac piw efficiente ed. efficace per tradurre urvidea in unflpp ' ggesece,
e ricavarne profitte

1 dati dimostranc che Lofferta di{ipp creace piw in fretta di
qualsiasi altra offerta

I time-to-market e un fattore di successo determinante

In queat ambito il modo migliore per proteggere unidea e
wsarla e diffonderla con un modello di business adequato

E-Y. Jung et al, Product survival analysis for the App Store, Marketing Letters, 2012
Brian Hurley, The Business of Mobile Apps, TIM Lecture Series, 2012 et



There are currently more than 6 billion mobile subscribers,
equating to more than 87% of the world population. Growth
is led by China and India which now account for over 30%

of world subscriptions.

i*i*i*ﬁ*#**ii*ittﬂ*i
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Mobile device sales rose in 2011, with smartphones
showing the strongest growth. Nokia remains the number
one handset manufacturer, but Samsung is the leading
smartphone hardware vendor. Android is now the top
smartphone operating system.

CINDROID'#®




In the US, 25% of intemet

users are mobile only.

8 trillion text messages
were sent in 201 1.

TRILLION

Google accumulates $2.5 billion in

annual revenue from mobile advertising.
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D o

Mobile ad spending amounted to $3.3 billion in 2011
and is predicted to be $20.6 billion in 2015.

Paypal expects to see $7 billion in

©
©

©

mobile payment volume in 2012.

WHAT DO CONSUMERS
USE THEIR MOBILE PHONES FOR?

Jopanese consumers are still more advanced in mobile




Mobile searches have
quadrupled in the last
year. For many items, 1 in
7 searches is now sent
from a mobile device.

71% ot smartphone users that see
a captivating TV, press, or mobile
advertisement will immediately do
a mobile search.




Over 300,000 apps have been developed in the past 3
years. Apps have been downloaded 10.9 billion times.

300,000

Sources:
http://news.cnet.com  http://techcrunchcom http://mobithinking.com
: . Contact us:
Infographic designed by: Website: www.trinitydigitalmarketing.com

w X .I Phone: 1-866-671-7576
rinity,... , Email: info@trinitydigitalmarketing.com
ym Marketrg Twitter: TrinityDM




Smartphones + cloud as a platform

Infrastruttura esistente

Terminall gicL in poasesso degli utenti
Clevatissima integrazione funzionale
Context awareness (senaori integrati)
‘Interfaccia nota e usabile

1P e piattaforme di sviluppo

Canale di distribuzione globale a. coato nulle
Mercato globale



2 | Mobile devices are used throughout the day
P [ o) Social Media
b~ O O W :
2 § ntertainment
67% 47% 39% 25% Games

lying In bed walting for while watching TV commuting
something

i ¥ O Ak -

. Shopping
BN
22% 19% 15% 15% Local Search
m’n:“t‘zn i the bathroom whie shopping o social gatherings M =1 F

4 | Comfort with mobile advertising is already greater than TV or online advertising

Which forms of media most impact your purchasing decisions?

D d are more or equally
comfortable with mobile

48% 47% 46% advertising vs. TV or online ads

5 ] Mobile impacts consumer behaviors throughout the purchase path

Caused you to reconsider a

product
- ot [ Pl =
2 x 13% influenced you to buy
s s via your mobile
5 .-
'l V . / . 1’4}
42% , Provided you with better “ 26% 3 ‘ \ % ‘\\
— Introduced youto option 1 Helped you find ] § p— -
S somethingnew 23% \‘ something nearby \ " $
\ U / \ ‘ WGP T—
\
\ ’ ’
v\ O ’ % S 11%
‘\ 1’ Voo Influenced your
S 7 in-store purchase
p . -7

. SOurce MODL, DeCision Ful & On Devide Resaarch. MODie Medha (o MOLOn Resedrch Feb 2012
INAS / O . . / ~ 1
Inl I .OBI www.inmobi.com / research@inmobi.com / 3 @InMobi



Social network e comunita online

Cercare gli utenti dove sono gia

Sfruttare il senac di appartenenza

‘Non pretendere di cambiare le abitudini altrui
Cvitare la proliferazione di identita digitali
Semplificare la registrazione

‘Proteggere le identita

fldottare strategie di marketing inclusive
‘Raggiungere la massa critica




Informazioni condivise e intelligenza collettiva

‘Usare e rendere disponibili L dati esistenti
Sfruttare la naturale tendenza alla condivisione
‘Non creare sistemi (completamente) chiust

‘Non duplicare informazioni

{ittingere automaticamente da fonti autoritative
Casere autoritativl per i dati originall



Mobile payments come motore di sviluppo

Sfruttare sistemi di pagamento esistenti

Sfruttare AP di piattaforme note

Garantire la sicurezza e la riservatezza,

Cvitare barriere d'ingresso quando non necessarie
Cvitare meccanismi di registrazione complessi
Offrire soluzioni graduali per vincere la diffidenza
‘Usare denaro virtuale quando possibile
{lumentare il potere d acquisto degli utenti



Where
is the value?

Value

Criticita’
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Where
Is the value?



Case 1
The App is the product

lidea € nellflpp
tipplicazione innovativa
: chi
Interfaccia innovativa e sistemi noti
online aocial networka
cloud aervices
controllo-di apparali




The App sells the product

1fpp deve attrarre Lutente e indurlo
all acquisto del servizio o del prodotio

Lflpp € un canale di vendita/erogazione
del prodotto/servizio che rappresenta il core
business dell azienda

1App crea Lesigenza (il mercato) virtuale




Case 3
The App is a
complementary good

1App € il bene complementare al
prodotio/servizic che ai vuole vendere
dispositivo Smart
(LCCeAOT Lo

contenuto multimediale




The App is a mass medium

Tflpp e utilizzata solo per attrarre gli
utenti e cattwrare la loro attenzione

{inche i contenuti/aervizi che veicola
sono utilizzati aolo a questo acopo



Which business model?

In-flpp




In-flpp




How to sell the App

Resellers (30%-60%) ‘What workis
‘Partners (complementary goods)  App Store featured fIpps
‘Direct (reference customera) Ipp Store What's ‘Hot
stores (30% 1pp Store New & Noteworthy,
Tipp stores ( ) . \b($(0 {ipp Store Top ...
Q,Q‘Q’ Online News
&OQQ ‘&W Traditional media coverage

¥ o A
: {Ipp cross-selling,
Tarqdmﬁm ‘Press releases
Google Prominent websites

TFacebook flwards



e Il mercato
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Internet value chain

Consumer

Prosumer

[ULOOP consortium, 2012]
Value

5

Access
Network
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