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1. What Is Mobile Application Development?

e Definition — The process of creating software applications that run on mobile devices

(smartphones, tablets, wearables).

e Target Platforms — Primarily iOS (Apple) and Android (Google); also emerging platforms

such as HarmonyQOS, KaiOS, and cross?platform solutions.

e Delivery Channels — App stores (Apple App Store, Google Play), enterprise distribution,

web?based progressive web apps (PWAS).

2. Core Concepts & Terminology

Term

Native App

Hybrid App

Cross?Platform

SDK (Software Development
Kit)

API (Application
Programming Interface)

Responsive Ul

Lifecycle

App Store Optimization
(ASO)

Meaning
Built with platform?specific SDKs and languages (Swift/Objective
?C for iOS, Kotlin/Java for Android).
Uses web technologies (HTML, CSS, JavaScript) wrapped in a
native container (e.g., Cordova, lonic).
Single codebase compiled to native binaries (e.g., Flutter, React
Native, Xamarin).
Set of tools, libraries, and documentation for building apps on a
specific platform.

Interfaces that let your app communicate with OS services, third?
party services, or hardware.

Layout that adapts to different screen sizes, orientations, and
pixel densities.

Sequence of states an app passes through (launch, foreground,
background, termination).

Techniques to improve visibility and conversion in app
marketplaces.
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3. Development Approaches
Development

Approach Language(s) Pros Cons

Highest performance, full
. ) o . Separate codebases ?
) IOS: Swift / Objective?C  access to device _
Native _ _ higher cost &
Android: Kotlin / Java features, best UI/UX

consistency.

maintenance.

Flutter (Dart) ) May need native bridges
, Shared code, faster time?
Cross? React Native for advanced features;
_ _ to?market, lower _
Platform (JavaScript/TypeScript) occasional Ul
. development cost. .
Xamarin (C#) differences.

Hybrid / Web? HTML, CSS, JavaScript Leverages existing web  Lower performance,

Based (Cordova, lonic) skills; quick prototyping. limited native Ul fidelity.
Progressive _ No app store approval, Limited access to
Web stack + Service ) _
Web App works on any device with hardware (e.g.,
Workers
(PWA) a browser. Bluetooth, sensors).

4. Key Development Stages

1. Idea & Market Research

o ldentify user problem, target audience, competitor analysis.
o Define core features (MVP — Minimum Viable Product).

2. Planning & Specification

o Create user stories & flow diagrams.
o Draft technical requirements (platforms, APIs, third?party services).
o Choose development approach (native vs. cross?platform).

3. Design

o UX (User Experience) — Wireframes, navigation maps, interaction patterns.
o Ul (User Interface) — Visual design, style guide, component library.
o Tools: Sketch, Figma, Adobe XD, Zeplin.
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4. Implementation

Development

o Set up project structure (modules, packages).
o Write code following platform guidelines (Human Interface Guidelines for iOS, Material
Design
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