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iOS Built From macOS

PX-0880.8

Scott Forstall
Former Apple Senior Vice President of iOS Software

SDK Launch Speech (March 6, 2008)
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Policy Drove Distribution Decision

PX-0877.3
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Safety of Macs/macOS “In Their Own Words” 

Ron Okamoto
VP, Developer Relations

Okamoto Dep. Tr. at 273:15-18

Okamoto Dep. Tr. at 274:2-4

Q. Okay. So it’s fair to say that using a Mac is not insecure, right?

A.   Yes, I believe so.

PX-0461

PX-0741

v

Q. Okay. And Apple doesn’t think its unsafe to use a Mac, does it?

A.   No. We don’t think it’s unsafe to use a Mac.

PX0741
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Ron Okamoto
Vice President, Developer Relations

Q. Have you ever heard anybody at Apple say that the macOS is 

a less secure platform than iOS?

A.   No, I haven’t.

Okamoto Dep. Tr. at 279:7-9

macOS Is No Less Secure Than iOS
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Feature macOS iOS

Malware Removal Tool (MRT) replicable 

XProtect replicable 

Notarization replicable 

Gatekeeper replicable 

Additional MacOS Security Mechanisms Are Replicable on iOS

Craig Federighi
Apple Senior Vice President of Software Engineering

Q. You could implement all the mechanisms that are current -- all the 
layers that are currently in macOS [on iOS]; correct?

A. Yes.
Federighi Dep. Tr. at 80:2-5
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Steve Jobs in 2008

PX-0880.27

Steve Jobs
Former Apple CEO
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Ron Okamoto
Vice President, Developer Relations

Q. Does Apple routinely negotiate the terms of the developer program 
license agreement with developers?

A.   No, they do not.

Q.   In fact, Apple presents the same developer program license agreement 
to all developers who wish to distribute through the App Store, right?

* * *

A.  To my knowledge, yes.

Okamoto Dep. Tr. at 284:7-15

Non-Negotiable Agreements
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App store review Guidelines of Interest

PX-0056

Apple requires developers to use Apple’s payment processing 
interface, known as the In-App Purchase (“IAP”) API, for all 
in-app purchases of digital goods within iOS apps.

PX-0056 (§ 3.1.1)

Contractual Provisions
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Fischer Dep. Tr. at 109:5-9, 109:11-12

No Known Security Issues

Studies Regarding 
Security Issues With 
Alternative Payment 

Processing

Matt Fischer
Vice President, 

App Store at Apple 
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Fischer Dep. Tr. at 112:4-9

No Known Security Issues with Epic’s Payment System

Epic Alternative 
Payment Processing 

System

Matt Fischer
Vice President, 

App Store at Apple 
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Oliver 272:8-17

Carson Oliver
Director of Business Management, App Store at Apple 

Q. Now, during that entire period of time you've just described, when 
you were involved in discussions about changes to the 
commission structure for IAP on the App Store, do you ever 
recall any discussion about the costs associated with 
running the App Store, the costs associated with 
processing IAP or anything like that, any cost 
component in those discussions that you just described for us?

A. Not that I can think of.

Costs Played No Role in Choosing 30%
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Apple Developer Agreement 
establishes certain basic terms governing the developer account’s relationship with Apple. 

Apple’s Termination Provisions

PX-2618 at §§ 2, 10 
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New DPLA Language

PX-2943
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0

App Review Process “In Their Own Words”

PX-0060; PX-0116; PX-0131; PX-0250; PX-0251; PX-0252; PX-0280; PX-0347; PX-2029; PX-2017
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Fraudulent Apps From Beginning To Now 

PX-0436; PX-2053; PX-0063; PX-0367; PX-0065; PX-0373; PX-2084



54



55



56



57



58



59



60



61



62

400,000+ Apps Removed

DX-4399 DX-4399
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Tim Cook
Apple CEO

Sir, we treat every developer the same. We have open and 

transparent rules. It’s a rigorous process because we care so 

deeply about privacy, and security, and quality. We do look at 

every app before it goes on. But those rules apply evenly to 

everyone . . .

Big Tech Antitrust Hearing Full Tr. at 01:15:46
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From the Developer Surveys

DX-4626.25



68

From the Developer Surveys

DX-3563

* * *
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Apple Does Not Know or Estimate Consumers’ Lifecycle Spend

Eddy Cue
Apple’s Senior Vice President of Internet Software and Services

Cue at 188:15-22

Q. And if I remove the word "iPhone" and just ask you, are you aware of any information, which 
indicates how much the average consumer spends over the life cycle of a phone, does that 
change your answer?

A. No. Again, I mean, it may have been. I just don't recall anything like that.
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Apple Does Not Know or Estimate Consumers’ Lifecycle Spend

Matt Fischer
Vice President, App Store at Apple 

Fischer at 133:2-5; 8-11, 136:9-17 

Q. Are you familiar with any work that's done within Apple to determine the amount that a consumer 
spends on apps over the life cycle of an iPhone?

A. No. Not over the life cycle of an iPhone.
* * *

Q. Are you familiar with any work that's done within Apple that looks at how much the average 
consumer spends on apps on an annual basis?
A. No, not on an annual basis.

* * *

Q. Are there any -- are you aware of any information that Apple provides to customers, estimating for 
them what they are likely to spend on apps on any kind of periodic basis?

A. I believe I answered that before, but again. No. We don't publish forward looking 
things, we don't -- we don't read people’s minds.
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95% Confidence Interval

Statistic
[A]

Observed
[B]

-95 Cl
[C]

+95 Cl
[D]

[1] Number of Deciders 2,338

[2] Share of Stickers 80.6% 
(1,884 Deciders)

79.0% 82.2%

[3] Share of Switchers 1.3% 
(30 Deciders)

0.9% 1.8%

[4] Overall Spending 
Reduction -11.0%

[5] Overall Elasticity -2.19 -2.85 -1.65

Rossi Survey Results Overview

(30 of 2,338 Deciders)
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Epic Games Store

Music
App

Digital
Storefront

Radio
App

3D Model
App

Painting
App

Web
Browser
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Epic Business Overview

Apps

Gaming Apps

Non-Gaming Apps

Software and Tools 

Gaming Apps

Non-Gaming Apps

App Distribution

Gaming Apps

Non-Gaming Apps
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Fortnite Modes

Party Royale
social gathering

Creative
user content creation

Battle Royale
competitive gameplay
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Fortnite: “Metaverse”

Fortnite
Concerts
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Fortnite: “Metaverse”

Fortnite
Films
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Fortnite: “Metaverse”

Fortnite
Events
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Cue Dep. Tr. at 248:13-20

Eddy Cue
Apple’s Senior Vice 

President of Internet 
Software and Services

Apple Executives Aren’t Aware of Customer Switching to Android Due to Prices
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Fischer Dep. Tr. at 130:3-6, 8-9, 
14-19,

Matt Fischer
Vice President, 

App Store at Apple 

Apple Executives Aren’t Aware of Customer Switching to Android Due to Prices
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Latency Is Problematic

Eddy Cue
Apple’s Senior Vice President of Internet Software and Services

Cue Dep. Tr. at 180:15-181:7

On Latency:

Q.   [W]hat's your understanding of that term?
A.   It's basically the -- to put it in layman’s terms, if I click a button, how long does it take for the response to 

come back from the server. Usually measured in milliseconds.  And so for things like gaming, it's 
really important because obviously if you're moving around in a game, if it's delayed, it can 
significantly impact the experience of the game.

Q.   And are you aware of any studies within Apple that have looked at latency issues in connection with 
streamed apps particularly with regard to game play?

A. Again, I don't recall any.
Q.   Are you aware of any studies within Apple that have looked at any functional – functionality differences 

between streamed apps and native apps?
A.   Again, I don't recall.
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Native Apps Provide a Better Experience than Web Apps

Forstall Dep. Tr. at
81:2-10, 81:17-82:1

Scott Forstall
Former Apple Senior 

Vice President 
of iOS Software
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What Our Case Is About

Pay Pay Pay
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Pay

What Our Case Is About

Alternative
Payment 
Option #1

Alternative
Payment 
Option #2



94



95



96



97



98


