Chapter 15  Monetizing Apps
15.1  True/False Questions

1. Google takes 30% of the app sales price for apps in the Play Store. 
    Answer: True
2. After buying an app, the user will get free updates as long as the app stays in the app store. 
    Answer: True
3. Developers can make money from apps without selling the apps. 
    Answer: True
4. Ads on Android devices pay for both clicks and impressions. 
    Answer: False

5. Certain features in an app can be unlocked after it’s purchased. 
    Answer: True
6. Google Play Billing Library is needed for ad-supported apps on Android. 
    Answer: False

7. To avoid having Apple or Google take a cut of a developer's revenue, users can buy subscriptions on the developer’s website. 
    Answer: True
8. Apps developed for one mobile platform can be recompiled to work on other platforms. 
    Answer: False

9. All the necessary development tools to create iOS apps are free. 
    Answer: True
10. Freelancing is a viable approach to making money developing apps. 
    Answer: True
15.2  Multiple Choice Questions
1. If an app developer raises the price of an app in the app store, what is likely to happen to the number of purchases of the app?

A. It would go down.
B. It would go up.
C. It would stay roughly the same.
D. Impossible to say without knowing more about the app.
Answer: A
2. Which type of app is likely to be able to command a price premium?

A. High-graphic games
B. Contact List apps
C. Apps that take advantage of most of the sensors on the device
D. Apps that solve business problems
Answer: D
3. Which of the following is NOT required to launch an ad-supported app?

A. Submitting bank information to Apple or Google
B. Design ads
C. Submitting a W-9 tax form to Apple or Google
D. Adding functionality to the app to serve up ads 
Answer: B
4. Which framework allows for serving up ads on Android devices?

A. AdMob
B. iAd
C. gAd
D. AdSense
Answer: A
5. Which framework allows for serving up ads on iOS devices?

A. AdWorld

B. iAd

C. gAd

D. AdSense

Answer: B
6. What percentage do Apple and Google take on app purchases?

A. 5%
B. 10%
C. 30%
D. 50%
Answer: C
7. What percentage do Apple and Google take on in-app purchases?

A. 5%

B. 10%

C. 30%

D. 50%

Answer: C
8. Which of the following generates the most revenue for developers?

A. Paid apps
B. In-app purchasing
C. Ad-supported apps
D. Subscription
Answer: B
9. Which framework is needed to support in-app purchases on Android?

A. Google StoreKit
B. Google Purchasing API
C. Google Play Billing Library
D. AdMob
Answer: C
10. Which framework is needed to support in-app purchases on iOS?

A. Google Play Billing Library
B. iAd
C. InAppKit
D. StoreKit
Answer: D
11. Which of the following is a significant reason to set up a company for selling apps?

A. Clean separation of personal and business assets. 
B. It’s required by Apple and Google.
C. It’s required by the Internal Revenue Service.
D. Potential for making more money.
Answer: A
12. Which is the surest way to make money for creating apps?

A. Paid apps
B. In-app purchasing
C. Freelancing
D. Contract development
Answer: D
13. Which mobile platform has the largest market share in terms of devices sold?

A. iOS
B. Android
C. Blackberry 
D. Windows Phone
Answer: B
14. Which mobile platform has the largest potential for generating revenue for developers?

A. iOS

B. Android

C. Blackberry 

D. Windows Phone

Answer: A
15. Which of these do NOT involve extra work when developing an app for multiple platforms compared to a single platform?

A. Programming the business logic
B. Keeping apps updated in multiple marketplaces
C. Designing user experience and interface
D. Learning multiple development environments
Answer: C
15.3  Matching Questions

1. Match the term to the best definition.

Android   

   
Subscription  
 
   
LLC   

   
Monetization   

   
iOS  
 
   
Paid apps  
 
   
Platform  
 
   
Ad supported  
 
   
Freemium   

   
In-app purchase  
 
   
A. Making money from apps.
B. A small percentage of users finance free service for everyone else.
C. Mobile platform with the largest number of devices.
D. Users pay for an app before starting to use it.
E. Business model where customers pay the same amount on a regular basis.
F. Type of business that shields your personal assets.
G. Mobile platform with potential for highest per-user revenue.
H. Free apps financed by third-party companies.
I. Users can buy upgrades to an app.
J. A description of a group of similar type of devices.

Answer: A, B, C, D, E, F, G, H, I, J
