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 1.  Introduction

Ifyou’veeverthoughtaboutbuildingamobileapp,butdidn’t
knowwheretostartorwhatquestionstoask,thenthisebook
isforyou.

Afterbuildingmorethan10,000apps,we’velearnedthatmost
peopledon’thaveanyideaofhowcomplexitistoactually
plananddevelopamobileapp,sowecreatedthisebookto
guideyoualongtheaverageprocess,thebestpractices,and
howyoucangetaheadofthecompetition.

Butdon’tworry;thisisn’tsomeboringbookfilledwithcoding
or programming or complex business plan diagrams. It’s 
;averybroadoverviewofthestepsyourappdevelopersand
designersuse,soyouwon’thavetobotherthemwithbasic
questions.

Sonowthat’soutoftheway,yourfirstquestionisprobably
howdoweevenstart?

Let’sstartattheVERYbeginning.

Therearetwophasesofanymobileappdesign:

Firstthingsfirst:PlanningandStrategy.

Planning and 
Strategy

1. 2. Development and 
Publication
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2.  Part I: Planning and Strategy

Thefirstthingyouneedtodowhenyouwanttobuildamobile
appismakeaplan.

 2.0.1.  Warning: What a mobile strategy is NOT!

Beforeyougettooexcitedabouthowbuildingamobileapp
isgoingtomakeallyourwildestbusinessdreamscometrue,
let’slookatwhatamobilestrategyisNOT:

• BuildingamobileappshouldNOTtaketheplaceof,noris
itanextensionofyourotheronlinestrategies.

• Yourmobileappstrategy ispartofyouroverallbusiness
strategy.Theappthatyoubuildisatool,atooltoengage
users,establishrapport,andkeepthemwantingtheproduct
or serviceyouprovide inaneasy,quick, andconvenient
way.

Nowthat that’soutof theway, let’s startputtingtheplan
together.
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2.1.  Step 1: Look in the Mirror

“
If you know the enemy and know yourself, you need not fear 
the result of a hundred battles. If you know yourself but not 
the enemy, for every victory gained you will also suffer a 
defeat. If you know neither the enemy nor yourself, you will 
succumb in every battle. ”

 → SunTzu,TheArtofWar

It’snotterriblyclichetosaythatyoucan’tknowwhereyou’re
goinguntilyouknowwhereyou’vebeen.Selfreflectionisone
ofthecriticalcomponentsofsuccessforanyendeavor,not
justasceticgurusintheirmountaintopperchescontemplat-
ingtheuniverse.

Only onceyou truly evaluate the identity of your company
canlookbeyondjustyourselfandseehowyouplaceinthe
businessworld,andwhatyoucanreallyachieveifyousetout
tryingtocreateamobiledesignstrategy.

 2.1.1.  Know Thy Enemy

Wellmaybenotyourenemy,butyourcompetitors.Theseare
thebusinesseswhoareinthesameindustry,providesimilar
products,andappealtothesameusers.Competitiveanalysis
isoneof,ifnotTHEmostcriticalpartsofabusinessstrategy.
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Lookingatwhatotherbusinessesaredoing,andwhatthey
areNOTdoing,providesimmeasurableandactionableinsight
thatyoucandirectlyturnintoaneffectivemobilestrategy.

Oneoftheeasiestwaystoanalyzeacompetitoristocreate
a“CompetitionGrid”.Here’swhatonelookslike:

Competition Grid

Listthenamesoffiveorsixproductssimilartoyourdown
theleftsideofapieceofpaper,andacrossthetopwritetheir
definingcharacteristics(price,distribution,market,etc).That
wayyoucaneasilyreferenceandcompareyourproductto
othersinyourvertical,andquicklydeterminethefactorsthat
makeyourcompetitorssuccessfulorfailures.

Forexample,sayyouwanttobuildanappwherepeoplecan
upload,shareandtagphotosofthemselves.(Thisisjustan
example,Instagramhasthatfeatureprettymuchcovered.)

Competitors Target Market Marketing Strategy 
(e.g. price, quality, 
location

Advantages Disadvantages

Direct

Indirect

Future
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Start by conducting in-depth market research to analyze
the existing apps that provide that service. Even themost
successful examples have areaswhere they fail to deliver,
andusersthattheydon’t serviceadequately, sonomatter
whatthesizeofyourcompetitorstherewillalwaysbeoppor-
tunities.

Whetheryouwanttopursuethoseopportunities isentirely
uptoyou,yourresources,andyourgoals,whichbringsusto
ournextstep.

 2.1.2.  Know Thyself

SWOT-Whatisit,andwhatcanitdoforyou?
Onethefirstthingsyouneedtodowhenyoustartplanning
yourstrategyisdoaselfassessmentofyourcompany.While
sometimes painful, itwill be ultimately rewarding because
onceyouknowwhoyouare,andwhatyouareupagainst,you
cancreateanauthentic,effectivestrategy.

One of the best tools for an honest self analysis is called 
a SWOT square. SWOT stands for Strength Weaknesses 
OpportunitiesThreats.Anexamplesquarelookslikethis.

STRENGTHS

OPPORTUNITIES

WEAKNESSES

THREATS
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Thisframeworkallowsyoutoinstantlyandhonestlyevaluate
yourcompanyand revealsthepotential roadblocks inyour
path.Onceyouunderstandyourself,yourcompetitors, and
whatyoushouldn’ttryanddowithamobileapp,you’refinally
readytobegintoplanyourapp.

 2.2.  Step 2: Plan Your App

Nowthatyouknowwhoyouare,whoyou’reupagainst,you’re
finallyreadytoputpentopaperandfingerstokeysandstart
planningoutyourapp.

Nowyoujusthavetoaskyourselftheeasiestquestionofall:
whatISyourappgoingtodo,andhowareyougoingtoturnit
intoreality?Whatyouneedtodoisdefinethescopeofyour
mobileappstrategy.

Thescopeiswhatneedstobedone,whatyouwanttoachieve
fromtheapp,andhow large/small ithastobe.Thescope
mayincludeallofthefollowing:

• Objectivesandgoalsoftheapp

• Phasesandsubphases

• Tasksandresources

• Budget

• Schedule
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Twotipstoconsiderthough:

• First,TAKEYOURTIMEwhenyouplanyourapp.Itismuch,
mucheasiertoadjustgoalsduringtheplanningphasethan
itisfixingcodeordesignduringproduction.Eachchange
youmake during development is REALLY expensive and
complicated,andwillmakeyourproductionteamhateyou
fornotbeingconfidentandprepared.

• Second,atthispoint,youalsoneedtoconsiderhowyour
appwilllookandperformsixmonths,ayear,andfiveyears
fromnow.Planforthefutureandtrytobuildthatnotion
intoyourmobileappstrategy.

Keepthesetipsinmindduringeverystepalongtheway.

 2.2.1.  Refine Your Concept First

Thebestwayyoucantrulyvisualizewhatyourappisgoingto
beistoopenupyourtwitteraccountandwriteouttheentire
conceptinonetweet.

Thisexerciseischallengingbecauseitforcesyoutotakeall
yourgrandideas,plans,andhopesforyoumobileappand
boilthemdowntofewerthan300characters.

(Italsohasthesidebenefitthatyou’llknowthatwhenyou
needtopromoteyourappyoucanuseachannelliketwitter,
andyourdescriptionwillfit.)
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Whenwritingyourtweet,askyourselftwobasicquestions,
andbehonest:

1. Whatisyourconcept,anyways?

2. Howissomeonewhoisspendingtheirtime/money/interest
onitgoingtogettheirvaluefromit?

Realeasy,huh?

Well,noonesaidcreatingamobileappstrategywasgoingto
beeasy.Especiallyifyou’regoingatitalone.Ahealthydose
of realitycanhelp,though.You’renotgoingtobethenext
Facebook.

Probably.ProbablynotthenewEbay,either.But,ifyouthink
ofawaytoprovidevaluetoasmallgroupofuserswhoare
underserved by bigger organizations, you have the core of 
agoodidea.

Havingareasonableconceptisthefoundationofasuccessful
app,because itgivesconfidencetoyourstakeholders,and
allows them to easily envision the potential. You can help
narrow that idea down by talking to professionals who’ve
builtthousandsofsuccessfulapps.

So,withyourconceptfirmlyinhand,nowyou’rereadytomap
itout.
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 2.2.2.  Map it Out

Ifyouweregoingtobuildahouse,wouldyoujuststartbygoing
downtotheHomeDepot,loadupatruckwithsomelumber,
grabsomenails,andjuststarthammeringthemtogether?

Ofcoursenot.You’dmakeaplan,adrawing,amap.

Samethingappliestoyourmobileapp.You’dwanttocreate
adevelopmentroadmapthatdefinestheproductlifecycleso
youknowwhichdirectiontotake,whichonestoavoid,and
whereyouwanttoendup.

Anappdevelopmentroadmaphasthreedistinctuses:

1. Clarifieswhatthegoalisofyourapp

2. Alignsthedifferentareasofacompanytoensurethegoal
isachieved

3. Providesawaytoreassesssuccess,addressfailures,and
reviseoverallstrategy
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Astandardappdevelopmentstrategyusuallylookssomething
likethis:

MOBILE APP DEVELOPMENT ROADMAP

Design
 → gatherbusinessrequirements

 → determinescopeofproject

 → investigatealternativeproducts/competitors

 → createactionplan

 → userresearch

 → usabilityresearch

 → graphicdesignandbranddevelopment

Build
 → buildmockupsandprototypes

 → chooseadevelopmentplatform

 → codethedesignedscreensandinteractions

 → integrateU-MauthenticationandAPIs

 → asnecessary

Test
 → testappcomponentsindividually

 → testthecomponentsintegratedtogether

 → testoverallsystemcompliancewith

 → initialrequirements

 → verifythatthesolutionisacceptedbytheuser

Release & Maintain
 → packageanddistributeapplication

 → gathercustomerfeedback

 → debugandreleaseincremental

 → functionalityupdates

 → schedulequalityassurance/automatedtesting

 → accountforoperatingsystemupdates
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Nowthatyouhaveyourmap,it’stimetomakeashoppinglist
beforeyouheadondowntothe(virtual)HomeDepottoget
allthe“stuff”youneedtobuildyourapp.

 2.2.3.  Gather your Resources

Andwhatisthatstuff,youask?Money.Theindustryaverage
forbuildingamobileapp issomewherebetween$200,000
and$400,000,dependingonyourotheravailableresources
suchastime,product,etc.

Here’saprotip:whateveryouthinkyourappisgoingtocost
fromanoperational standpoint, takethat amountandadd
30%toit.That’stheindustrystandardaverageforwhatapp
maintenancewillcost

Onceyouhaveworkedouthowmuchyouhavetobuildyour
app, your budget will be spent in two different sections:
OperationsandCapital.

YourOperationsbudgetincludestheresourcesyouneedfor
administration,infrastructure,promotion,andmaintenance.
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TheotherbudgetexpenseisCapital,whicharethetangible
resourcelikeemployees,officespace,databasestacks,and
soon.Thesearegenerallycontrollableexpenses,withregular,
predictableprices,makingthemeasyincludeinyourbudget
estimates and in some instances (like personnel)they will
decreaseovertime.Onceyoucanpredictthemandaccount
forthemonaregularbasis,youcanhaveonefewerthingoff
yourmind.

However, there areways to save a TONofmoney on both
capitalandoperationalexpenses.

 2.2.4.  Pick your Tech

Solet’sreview:youhaveyourappconcept,youdrewupyour
plan,andyouhavetheresourcestobuildit.Sowhat’snext?

Nowcomesthetimetoactuallypick thetechthat’s going
intoyourapp.Forpeoplewithoutabackgroundinsoftware
development, this part is probably the most intimidating.
Technicallyspeaking,inindustryterminology,theyarecalled
“non-functional requirements”,andarethefeaturesbehind
thescenesthatactuallymakeanappoperate.Thegutsofit,
ifyouwill.

https://buildfire.com/get-started/
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Hereisashortlistofwhatthe“guts”ofanappare.Thislist
isbynomeansexhaustive,butratherageneralstandardfor
theaverageappdoingaveragethings:

• Accesspoints
• Networkavailability
• Maintenancecosts
• Architecturalsupport
• Paymentprocessing
• Securitysolutions
• Accesstotools
• CDN

• SLAs

Alloftheseaspectsofanapparecriticallyimportant,though
youprobablywouldn’teverthinkofthemwhileyou’reusing
one. However, when you’re building one, you ABSOLUTELY
havetoconsider them,andmakesurethatyourengineer-
ingteamunderstandshowcriticaltheyaretoproperperfor-
mance.

 2.3.  Step 3: Define Your Strategy

You’ve gotyour plan,you’ve got the tools, you’ve gotyour
budget.Developersarereadytobuildandyou’vegotbuyin
fromstakeholders.You’renotreadyyetthough.

Ifyouwanttobuildanappthattrulysucceeds,it’sgoingto
takeawholelotmoreworktogetitright.Theonlywaytodo
thatistounderstandyourusersandhowtheyaregoingto
useyourapp.Andhowdoyoudothat?
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 2.3.1.  Know Thy User 

Thefirstruleofcreatinganything,whetherthatbeanapp,or
acar,orahouse,orasandwich,istoKNOWTHYUSER.Ifyou
don’tknowwhoyou’remakingyourproductfor,thenwhat’s
thepoint?

However,knowingwhoyourusersareisn’tassimpleasjust
thinkingofyourself,andhowyouwoulduseyourapp,and
goingfromthere.Hereareafewstrategiestohelpconceive
youridealuser.

 2.3.1.1.  Determine Your Use Cases and Journey

Creatingusecaseswillhelpdefineyourcustomerjourney.
Ausecaseisjustadescriptionofthestepsoractionsauser
wouldwouldhave toperformtouseyourmobile appand
achieveitspurpose.

Themostsuccessfulapps,likeWaze,orSkype,orCandyCrush
haveveryspecificusecases.Onegivesdirections,onelets
youtalk,oneisafundistraction.Simpleandeasytodefine.

Havingasimpleusecaseortwoperfectlyexemplifiesthe“less
ismore”philosophy.Ifyoutryandaddmoreandmoreways
peoplecoulduseyourapp,andtrytodesignforeveryone,
you end upwith a complicated, clutteredmess of an app
whosedescriptiondefinitelywon’tfitinatweet.
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So,pick twoor three typesofways touseyour app, then
buildouteverystepalongthewayforsomeonetousethem,
andyou’llbeok.

 2.3.1.2.  Create Personas of Your Ideal Users

Thequestionafteryou’vedeterminedwhatyourappisgoing
tobeusedfor,youhavetoask,whoisthatuser?

Thebestwaytodetermineyourusersistocreate“personas”.
Personasaretheconceptoftheideauser,andofteninclude
thingslikeage,race,educationalbackground,family,basically
everythingthatmakesapersonaperson.
Onceyoufleshouttheseidealpeople,youcantryandthink
howeachdifferentgroupsofpeoplewillapplytheirdifferent
needs,wants,desires,andexperiencestousingyourapp.

For example, if you aremaking a driving directionmap for
anelderlyaudience,butyoucreatepersonasofpeoplefrom
ages18-30,youwillprobablymissthinkingaboutthingsyour
targetgroupneeds,likesimplifieddirections,largerbuttons
with longer latency actions, andbrighter displays, because
theaudienceyoudesignedfordoesn’tneedthatlevelofflex-
ibilityintheirinteraction.

Plus,sometimesduringthecourseofapplyingpersonasyou
canevendiscover anewdirectionyour appcould take, or
focusmore on a specific feature or factor that you didn’t
initiallyconsiderasimportant.
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 2.3.2.  Conduct User and Market Research

During this phase, User Experience and User Interface
designerswill start researchingwhat visual style and best
practiceswillworkbasedonthescopeoftheappandonthe
typesofdemographicsthatwilluseit.

The user research will reveal colors and themes that will
help you develop an emotional connectionwith the target
audience,aswellasthecurrenttrends indesign.Common
strategiesandmethodstocollectthisdataincludesurveys,
focusgroups,designworkshops,andcompetitiveanalysis.

Awordofwarning:Don’t letyourusersdictate everything.
There’sanoldsayingthatacamelwasahorsedesignedby
committee.Ifyougivethemtoomuchpower,well,theyaren’t
designersordevelopers,sojustbepreparedthatwithevery
brilliantinsighttherewillbe10bafflingideas.

 2.3.3.  Set Goals and Standards

Oneofthemostimportantquestionsstakeholdersfrequently
askis:howcanyouprovethatyourappactuallysucceedsin
whatitplanstodo?

If a stakeholder asks you this, you better not be caught
flat-footed, and have a detailed, comprehensive answer to
explainthatyes,thisveryexpensiveandelaboratepieceof
softwareisn’tagiantmoneypit,andeithermakesmoneyfor
thecompanyorsavesthecompanymoney.
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Theonlywayyoucanprovidethisanswer is ifduringyour
strategysessionyoudeterminedthevariablesandconditions
andmilestonesintotheroadmapofyourapp.Theseinstances
arecalledKeyPerformanceIndicator(KPI)s,anddefiningthem
allowsyoutomonitortheperformanceofyourdevelopment,
andasyoumeet themyoucanmeasureagainstwhatyou
expectedtohappenandwhen.

AsidebenefitofyourKPIsaretheywillhelpyousetrealistic
goalsfortheapptoachieveyearafteryear.

The best way to determine KPIs is the “SMART” method.
SMARTstandsfor:Specific,Measurable,Attainable/Achievable,
Relevant,andTimely.

But,settingKPIsisnotenough.Inordertobetrulyeffective,
youmustputthemintoactionbylinkingandaligningtheapp
performancemetricstotheoverallstrategyofthebusiness.
For example, if the goals for your business are increase
revenue, reduce costs, and improvemarket share, to truly
addvalue(andimpressyourboss)thentheKPIsfortheapp
mustleadtooneofthebusiness’sKPIs,elsetheappwillnot
addanysignificantvalue.

Smart

S M A R T

Measurable Attainable
Achievable

Relevant Timely
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Thetypeofmetricsyoumeasuredependgreatlyonthetype
ofappyou’rebuilding,whoit’sfor,andwhatit’sgoingtobe
usedfor.

Metricscanincludenewusers,apprating,anincreaseinusage
andsessions,customerretention,repeatcustomers,session
length,customerlifetimevalue,activeusers,anddownloads.

 2.3.4.  Determine the Type of App you Need

Afteryouknowyouraudienceandknowhowyou’regoingto
tracksuccess,younowhavetoaskyourselfoneofthemost
fundamental development questions:what type of app do
youwanttobuild,anative,hybrid,orprogressivewebapp
(PWA).

Eachoneofthesetypeshasitsbenefitsanddrawbacks:

• Nativeappsworkononlyoneoperatingsystem,butmay
havebetterfunctionality

• Hybridappsworkonmultipleoperatingsystems,arefaster
todevelop,butaren’tastailored

• PWAscanbedelivereddirectlytoauserthroughaURL,
butrelyonasmartphone’sbrowserforfunctionality,and
canincreasepowerconsumption

Youcandeterminewhattypeofappyouneedbybalancingthe
deliverablesitmustprovide,yourbudget,andtheresources
available.Ifyouneedmoreinsightintowhichtypewouldwork
bestforyou,youcansimplyaskaprofessionalforadvice.

https://buildfire.com/get-started/
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 2.3.5.  Spread the Word

Actually,eventhoughthis is listed last inthestrategy,you
shouldn’tleaveituntileverythingelsehasbeencompleted.
Just because your app isn’t finished doesn’t mean you
shouldn’t start formulating your marketing and promotion
strategytolast.

 2.3.5.1.  Pre-launch Strategies

At every step of the way while you’re building your app,
designing it, getting all of the parts together, you need to
alwaysbethinkingabouthowyouaregoingtoletpeopleknow
thatyouhavethiswonderfulprogramthatisthesolutionto
alloftheirlife’sproblems.Getpeopleonboardtouseit.

Whiletherearemanywaystogetpeopleonboardwithyour
app,oneofthemosteffectivestrategiesistoofferanopen
betatoearlyadoptersintheappcommunity.

Anopenbetaiswhenyouofferyourunfinishedappinitsfinal
stagestoagroupofpeoplewhowillgiveyoufeedbackonits
performance,andhowyoucanmakeitbetter.Oncetheydo
that,youcanincorporatetheirideasintoyourfinalversion,
making it thatmuchmore polished and ready for awider
varietyofusers.

Formoreideasonhowtopromoteyourapp,checkoutthis
blogandseehoweasyitcanbe!

https://buildfire.com/mobile-app-design/
https://buildfire.com/mobile-app-design/
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 2.3.5.2.  Post-launch Strategies

Afteryourbetatestingandyoulaunchyourfinalversion,you
candothreemainthingstopromoteyourapp:

• Banneradsonsocialmedianetworkstogetpeopleaware
ofit

• Paiduserstodownloadyourappfromtheappropriateapp
storestogetyourrankingup

• Haveyourfriendsandfamilytestitoutandgiveyoukind
reviews to help potential users know they are getting 
agoodproduct

Thesestrategiestakeefforttoinitiateandmaintain,butare
absolutely critical to ensuring you have a successful and
popularmobileapp.Don’tthinkthatjustbecauseyourappis
liveandbeingusedthatyoucanjustsitbackandwatchthe
moneyrollin.

Stayhungry,andyou’llstaysuccessful.

 2.4.  Step 4: Making it all Work

Let’sreview:youhaveyourstrategy,yourroadmap,andyour
resources. You’ve planned how to use them, how you are
goingtomeasuretheirsuccess,andhowyouaregoingtoget
thewordoutaboutit.

Soyouthinkyou’reFINALLYreadytobuildit.
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Well…notsofast.There’sonelaststepbeforeyouenterone
lineofcode,beforeyoucansay“HelloWorld!”,youneedto
finallydefinejustwhatitisyou’regoingtobuild,howyou’re
goingtomakesureitworks,andwhatyou’regoingtodoafter
itescapesintothewild.

 2.4.1.  Pick the MVP

First thing you need to do is define your MinimumViable
Product,orMVP.TheMVPis,asitsounds,thebarestminimum
versionofyourappthatpeoplewillbeabletoaccomplishthe
goalsoftheusecasesasyoupreviouslydefined.

TodetermineyourMVP,simplyworkbackwardsfromallthe
featuresyou’ve included inyourapproadmap.Thencreate 
ahierarchyofprioritiesyoumusthave,couldhaveifresources
areavailable,andnicetohaveifeverythinggoestoplan.

Thatway,whenthingsdon’tgotoplan(andtheyusuallydon’t),
andyouhavetoeliminateafeatureorfunctionbecauseof
timeorbudgetconstraints,youdon’thavetostressandfight
overwhatfeaturetoremove.

PuttingtogetheracomprehensiveMVPcantakealotoftime,
but it’sbesttothinkof itasan investmentratherthanan
expense.Alittlebitofworkearlyoncansaveyoucountless
thousandsofdollarsoverthelongrun.
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 2.4.2.  Define Your Test Strategy

Yes,youneedtotestyourapp.Everyapphasbugs–yours
willtoo.

Yourusersareexpectingyourapptofunctionaspromised,
and it is imperativethatyouminimizeanypotential issues
by creating a comprehensive testing strategy BEFOREyour
developersstartlayingdowncode.

A Test Strategy is a document that clearly outlines the
testingapproach,establishesbenchmarksforsuccess,and
definesproceduresforcommunicationbetweentestersand
developers.

CommonTestStrategyfeaturesinclude:

• Whatisthescopeoftheapp?

• Whatisnotinthescope?

• Appfeatures

• Specificcasestotest

• Outcome

• Appversionsandintegration
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 2.4.3.  Formulate Post-release Strategy

Ifyou’vefollowedallthesesteps,you’vemadetowherefew
peoplehave:readytoactuallystartbuildingyourmobileapp!
Allofyourplanningandstrategyisreadytobeputintoaction.

You’vedoneitall,andthoughtofeverything,right?

Sort of. Onceyourmobile app is on themarketplace, and 
atechnicaloroperationalissueoccurs,whatthen?Delaying
theupdatesorfixeswilldrasticallyaffectyour relationship
withyouruserbaseandmakeithardforthemtotrustyouor
yourproduct.

That’swhyyouHAVEtohaveapost-launchstrategythatwill
enableyoutocontendwithissueslike:

• Testingitafterpeopleuseit

• Updatingdifferentversionsandhowtheyaredistributed

• Fallbackplansincasenewreleasesdon’tgoquiteashow
youplan

• Whowill update it and ensure that itmeets thequality
usersexpect
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Aswithanythingwithbuildinganapp,havingaplanaheadof
timewillsaveyoulotsoftroubledowntheroad.Yourrelease
strategyisascriticalasyourdevelopmentstrategy,because
ifyouprovideyourusersabadproduct,gettingbackintheir
goodgracesisnearlyimpossible.

Defineyourpost-launchstrategyBEFOREyoustartbuilding
anddevelopingyourapp,butbeflexibleenoughtoincludehow
newconditionsaffectyourpost-launchstrategyroadmap.

Knowingwhattoaskispartofit,butalsohavingsomeone
toaskwhohasdoneitthousandsoftimesbeforealsohelps
immensely.

 3.  Part II: Development and 
Publication

Thetimeforplanningisover.Thetimeforactionisnow!You’re
finallyreadytobuildyourapp.You’vedefinedyourstrategy,
assembledyourresources,andhaveascopeofwork.

Youhaveeverythingyouneedtobuildyourapp,sodon’twait
anylonger.

https://buildfire.com/get-started/
https://buildfire.com/get-started/
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Thebasicappdesignprocessconsistsofthefollowingsteps:

1. Settingthescope/strategy/budget

2. CreateaUserExperience(UX)Wireframe

3. CreateaPrototype

4.CreateaUIDesign

5.DesigntheInterfaceAnimation

6.InitiateAppDevelopment

7. Test,Test,andTestAgain

8.Publish,Release,andMonitor

So,let’sgetstarted.

 3.1.  Develop a User Experience (UX) 
Wireframe

Inordertoturnyourabstractplansandideasintosomething
(relatively)tangible,youneedtocreatewhat’scalledauser
experience(UX)wireframe.TheUXwireframeprovidesavisual
representationofvariousstructures,screens,andtransitions
ofyourapp,andhowthey interactwitheachother,and is
based on market/user research, competitive analysis, and
overallstrategicgoals.

ThepurposeofUXwireframingistodefinetheflowoftheapp
suchasthenumberofwindows,buttons,whereeachbutton
leadstheuser,theregistrationprocess,theloginscreen,and
everythingrelatedtothefront-endofyourapp.
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Therearenumberofpopularwireframingsoftwareprograms
availableonline,oryoucandoittheold-fashionedwayand
createasimpleoutlineonapieceofpaperorwhiteboard.

Justdon’tforget:simpleisALWAYSbetterthancomplicated.
Thesimpleryourwireframeappears,theeasieritisforusers,
andthebetteritwillbe.

 3.2.  Build a Prototype

OnceyouhaveyourUXwireframe,youcannowcreateabasic
prototypeofyourapp.Aprototypeletsyouinteractwithyour
appinawaythatsimplyseeingitonadiagramorwhiteboard
can’t.
Plus,afteryouactuallystartusingyourapp insteadof just
thinkingabout itasanabstractconceptyou’llprobablybe
surprisedbyhowitreallyworks.

Duringthisphaseyou’lloftendiscoverissuesandideasthat
youinitiallydidn’tconceive,andyou’llneedenoughtimeto
reviseyourroadmaporsecureadditionalresources.

Awordofadvice:It’stemptingtowanttobuildasophisticat-
edandelaborateprototype,butresist it.Saveyourbudget
andspendmoneyonappfunctions,features,andoncoding.

Allyourprototypeneedstobeatthisstageisafunctioning
proofofconcepttohityourdevelopmentKPImilestonesand
demonstrateprogresstoyourstakeholders.
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Onegreatexampleofabigcompanyusingsimpleprototypes
isMozilla,thecreatorsofthepopularwebbrowserFirefox.
Even though they are a sophisticated tech giant, Mozilla
usedlow-fidelityPAPERprototypestoimprovetheirsupport
website.
 

Giveitatry.It’saloteasierthanyouthink.

 3.3.  Create a UI Design

It’sreallyeasytoconfuseUXwireframeandprototypingwith
theuserinterface(UI)design.DON’TDOIT!

TheUXresearch,wireframing,andprototypingareabouthow
the appworks,while the UI design is about how the app
looksandfeels.

ONLY after the UX has been tested, tweaked, and several
prototypeshavebeentestedandfinalized,onlythencanyou
movetotheUIdesigningphase.

UserInterfacedesignerscanthencreatethevisualrepresen-
tationoftheconcepts,colorschemes,fonts,shapes,buttons,
fontsize,images,forms,illustrations,andanimations.

Aswitheveryotherpartofyourapp,youhavetotestmultiple
designstoseewhatworksbestforyourusers.Justbecause
youhaveareallygreatideaforwhattheappshouldlooklike,
thatdoesn’talwaystranslatetoarealproduct.
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Thecolorschemes,skins,themes,andallthevisualelements
have to be tweaked several times to findwhatworks. It’s
somewhat similar toA/B testingwith the difference being
that incaseofUIdesign,youhavetomakethe judgments
yourself.

Youmightbetemptedtoshowyourearlydesignstocustomers,
justtogettheiropinionsandseewhattheythink.Resistthis
urge.NEVERshowthepublicaworkinprogress.YouCANNOT
bringcustomersonboardatthisstage.

Youhaveaplan,youhaveagoal.Sticktoyourroadmapand
don’tgetsidetracked.

Just like prototyping, the UI designs can be sketched on
paper,orbuiltoutelectronicallywithanumberofappsor
onlinesolutions.

Picktheonethatfeelsright,andgetcreative!Justremember
youruserresearch,yourroadmap,andyourendgoal.

 3.4.  Design the Interface Animation

InterfaceAnimationincludesusingmotion,color,interactiv-
ity,toenhancetheuserexperiencebyprovidingfeedbackto
theuser,andguidetheuserthroughtheirentirejourney.

PerhapsthemostimportantstrengthofInterfaceAnimation
is its power to grab user attention, as stated in Google’s
materialdesignprinciples:
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“Motiondesigncaneffectivelyguidetheuser’sattention in
waysthatbothinformanddelight.Usemotiontosmoothly
transport users between navigational contexts, explain
changes in the arrangement of elements on a screen, and
reinforceelementhierarchy.”

Therearesevenbasictypesofmobileappanimation:

• Visualfeedback-Sincemobileappshavenotangibleway
to interactwithauser, they relyonshowingtheirusers
thathaveaccomplishedtheirgoals.

• Functionchange-Thistypeofchangeinvolveselemental
changesduringuserinteractions,likewheniconschanges
shapeasausertapsthem.

• Element hierarchy -These animations demonstrate how
theelementsofanappareconnectedand interactwith
eachother.

• Orientationinspace-Findingwhereelementsarewithin 
amobileappismucheasierwhenaclearanimationdemon-
strateswheretheyfitintotheoverallhierarchy

• Systemconditions-Mobileappsuseanumberofprocesses
like sound,power, anddata, andanimating themmakes
themrealtoauser

• Visualprompt-Animationpromptsgiveusersacueinhow
tointeractwiththedesignandfunctionalelementsofan
app

• Funanimations-Havealittlefun,beabitsilly.Justdon’t
overdoit.
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Although virtually anything can be animated, from splash
screenstomenuscreenstosigninscreens,itisREALLYeasy
togooverboard.

AnimationshouldbeappliedandtestedwiththeUIdesign
phase,soastotestdifferentstylesofanimationinreal-time.

ALWAYS remember, animation should be improve the user
experience, rather than distracting from it. Take your app
seriously,andsticktoyourroadmap.

 3.5.  Initiate App Development

All your planning, designing, and focus has come to this
moment. Now is the time to turn everything over to your
developers,andletthemworktheirmagic.It’sthetimewhere
planningendsandcodingbegins.

The specifics of app development cannot be described at
anylengthinthislimitedspace,butyouneedtoensurethat
yourteammeetsyourdevelopmentmilestoneswithdeliver-
ableoutlinedbyyourroadmapandlinkedtoyourbusiness
strategyKPIs.

Asyourdevelopmentteamproducesdeliverablesandyour
projectmanagersdistributeworkload,youcanbegintotrack
andmeasurethesuccessorchallengesofyourapp.Yourapp
willcontinuetoimproveanddevelop,andwillbesooncloser
toreachingyourendgoal.
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 3.6.  Test, Test, and Test Again

Beforeyoucanreleaseyourapp,you’regoingtoneedtotest
it.Thankfullyyou’veoutlinedyourtestingstrategylongbefore
thispoint,soyouhaveaclearsetofguidelinesandrulesto
follow.

Apptestingprocessincludesseveralstages,eachoneensures
adifferentpartofyourappworkstoyourpredefinedspecifi-
cations.Theyinclude:

• Functionaltesting

• Memorytesting

• Performancetest

• Securitytest

• Interruptiontest

• Usabilitytest

Each one of these stages can be conducted in-house,
outsourced,orthedeveloperscandothepreliminarytesting.
Awordofwarningthough:developersortheirpartnersshould
NOTconductanythingotherthanpreliminarytesting.

Thereasonwhyisbecausetheyaretooclosetotheproject;
intheirexposuretodesigningandbuildingyourapp,theycan
glossoverprocessesandresultsthatanewsetofeyeswould
easilypickup.Whiletheycanbeusefulearlyon, it isbest
practicetohaveindependentteamsconducttrulythorough
testing.
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 3.7.  Publish, Release, and Monitor

TestingisDONE.Now,aftereverything,alltheplanningand
developingandrevisingandsettinguppromotionalchannels,
it’sfinally,FINALLYtimetoreleaseyourapp.

Dependingonthetypeofappyoubuilt,andforwhichplatform,
youmustsubmitittotheappropriateappstore.

Thisprocesscantakesometime,sometimesuptoaweekor
longer,asmostappsarereviewedbeforetheyarepublished.
Planyourreleaseaccordingly.

Afteryourmobile app is ready for download fromthe app
stores, you can now employ your Post-release strategy to
ensure that your app continues to grow, provides value to
users,andoperatesaccordingtoyourroadmap.

You’vedoneit.Takefiveminutesandappreciateyouraccom-
plishment.

Now get back tomonitoringyourmetrics! Remember, stay
hungry,andyou’llstaysuccessful.
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 4.  Critical Takeaways

Let’sreviewsomeofthemostimportantthingsyouneedto
rememberifyou’regoingtobuildamobileappstrategy:

PartI:PlanningandStrategy

• Step1Evaluate

 ɠ UnderstandwhatamobilestrategyisNOT!
 ɠ KnowthyEnemy
 ɠ KnowThyself

• Step2:PlanyourApp

 ɠ RefineYourConceptFirst
 ɠ MapitOut
 ɠ GatheryourResources
 ɠ Pickyourtech

• Stage3:DefineYourStrategy

 ɠ KnowthyUser
 ɠ ConductUserandMarketResearch
 ɠ Setgoalsandstandardstomeet(KPIs)
 ɠ DeterminetheTypeofAppyouNeed
 ɠ SpreadtheWord

• Step4:MakingitAllWork

 ɠ PicktheMVP
 ɠ DefineYourTestStrategy
 ɠ FormulatePost-releaseStrategy
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PartII:DevelopmentandProduction

• CreateaUserExperience(UX)Wireframe

• CreateaPrototype

• CreateaUIDesign

• DesigntheInterfaceAnimation

• InitiateAppDevelopment

• Test,Test,andTestAgain

• Publish,Release,andMonitor

5.  Conclusion

Planning,designing,developing,andlaunchingamobileapp
design isacomplextaskthatneedstime, resources,tools,
andtherightexpertise.

This book has outlined in very broad strokes a systematic
approachtomobileappdesignanddevelopment,butthere
aremany,manystepsthatwecouldn’tcover.

However,ifyoufollowthesesteps,youwillbefaraheadof
yourcompetitorswhohaven’tlearnedtheselessons,andyou
willsucceed.
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Ifyouwanttolearnmoreaboutthebestwaystodesignand
developyourmobileapp,oneofthebestthingsyoucandois
talktosomeonewhohashelpedbuildtensofthousandsof
successful,revenue-generatingapps.
BuildFire’s App Geniuses are ready to help you plan your
strategy,defineyourvision,andturnyourmobileappideas
intoreality.

Clickheretoscheduleyourfree60minuteconsultation.Let’s
buildsomethinggreattogether.

https://buildfire.com/get-started/

	1. Introduction
	2. Part I: Planning and Strategy
	2.0.1. Warning: What a mobile strategy is NOT!
	2.1. Step 1: Look in the Mirror
	2.1.1. Know Thy Enemy
	2.1.2. Know Thyself

	2.2. Step 2: Plan Your App
	2.2.1. Refine Your Concept First
	2.2.2. Map it Out
	2.2.3. Gather your Resources
	2.2.4. Pick your Tech

	2.3. Step 3: Define Your Strategy
	2.3.1. Know Thy User 
	2.3.1.1. Determine Your Use Cases and Journey
	2.3.1.2. Create Personas of Your Ideal Users

	2.3.2. Conduct User and Market Research
	2.3.3. Set Goals and Standards
	2.3.4. Determine the Type of App you Need
	2.3.5. Spread the Word
	2.3.5.1. Pre-launch Strategies
	2.3.5.2. Post-launch Strategies


	2.4. Step 4: Making it all Work
	2.4.1. Pick the MVP
	2.4.2. Define Your Test Strategy
	2.4.3. Formulate Post-release Strategy


	3. Part II: Development and Publication
	3.1. Develop a User Experience (UX) Wireframe
	3.2. Build a Prototype
	3.3. Create a UI Design
	3.4. Design the Interface Animation
	3.5. Initiate App Development
	3.6. Test, Test, and Test Again
	3.7. Publish, Release, and Monitor

	4. Critical Takeaways
	5. Conclusion

