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  i 

Abstract 
 
 
The goals of this thesis are to showcase the creation of a method for scraping and 

cataloging data on smartphone applications that were accumulated under a set criteria of 

individual religion search parameters.  It is through the analysis of this data in tandem 

with establishing demographics for smartphone use that this thesis explores the 

relationship between religious community and space and internet communication 

technologies. 

To establish this connection this thesis begins by dedicating the first chapter to 

outlining current scholarship on religious space and community in context of the 

internet.  By creating a baseline for researching religion in the digital sphere this thesis 

builds an approach to studying the relationship between religion, smartphones, and 

smartphone applications.  In addition, this thesis continues to build on notions of 

religious community and space and how these notions function on smartphones and 

with smartphone users. 

This thesis continues by dedicating the second chapter to creating a historical 

outline for smartphones and smartphone platforms as well as establishing user 

demographics and adoption rates based on age, ethnicity, gender, socio-economic 

position, and education.  This is accomplished first by tracing the evolution of the 

internet from the telegraph to the World Wide Web and secondly by establishing the 

technological evolution of the smartphone and the smartphone application.  By using 

research data from sources such as Pew Research Center the author illustrates how not 

all smartphone platforms are created equally and that there is a socio-economic element 
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to these divisions.  These statistics demonstrate how as a society our social 

behaviorisms are becoming increasingly digital in nature.  That it is not unreasonable to 

hypothesize that this same digitization is happening to institutionalized religious beliefs 

and practices in relation to religious space and community. 

The proposed method for data collection and the author’s initial findings are 

outlined in chapter three of this thesis.  By organizing and sanitizing the findings for the 

pre-established search criteria in Microsoft Excel, the author categorizes comparable 

data from one platform against another and by one religion against another.  Using this 

approach allowed the author to compare findings in regards to operating system, main-

religion, sub-religion, category, and maturity rating.  Chapter three concludes by 

discussing five different forms of religious smartphone applications which are based on 

what these applications are facilitating for users.  This allows the author to establish 

what kind of impact religious smartphone applications and the dispersal rates of those 

applications may have on religious community and space. 

This thesis concludes by speculating that there is a connection between one’s 

choices of mobile technology and what institutionalized religion a user may be 

participant.  The author hypothesizes that the role religious community plays in one’s 

digital religious belief and practice may contribute to electronic colonialism in terms of 

smartphone platforms within those communities.  Although the proposed method is a 

great entry point to studying this phenomenon, further refining of the data procurement 

process and how the results are displayed would need to be accomplished for further 

analysis to occur.           
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AN INTRODUCTION TO RELIGION AND THE 

SMARTPHONE REVOLUTION 

As new communication technologies have emerged over the centuries, 

people of religious faith have attempted to utilize these technologies to expand 

their reach towards the masses and leave their mark on the world.  From the 

Lutheran church’s usage of the printing press in the 1400s and beyond, to 

virtually all major religious traditions using television and radio to reach 

followers, organized religion has found new and creative ways to push the 

boundaries of how it functions within space and community.  In 2012 Marc 

Andreessen, the co-founder of Netscape Navigator, said, “The smartphone 

revolution is under-hyped, more people have access to phones than access to 

running water.  We’ve never had anything like this before since the beginning of 

the planet.”1  As Andreessen suggests, smartphones are among the most 

prominent of new technologies to be employed by the masses.  With this in mind 

it is not unreasonable to assume that religious practitioners have been utilizing 

these technologies to reshape how space and community function in regards to 

religious belief and practice.  Although Andreessen’s outlook on the 

proliferation of the smartphone may be hyperbolized, his excitement about this 

bold new technology changing the world could not be truer.2  Never before have 

smartphone users been able to blur the boundaries between public, personal, and 

                                                 
1 Cadie Thompson, Marc Andreessen Is Bullish on the Economy. Accessed April 18, 2013.  

http://www.cnbc.com/id/47244961. 
2 The wireless industry estimates that there are well over a billion active smartphones worldwide, 

but that number is rising exponentially every year. 
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private space simply by the type of communication devices they keep in their 

pockets, conjoined with the applications they choose to experience.   

When it comes to the relationship between religion and this form of new 

media, a few important questions need to be considered: how these technologies 

are affecting space and community, how users and developers are creating new 

ways to engage with certain aspects of their religious beliefs and practices, 

which religious beliefs and practices are being represented on these technologies 

and to what extent.   

The proliferation of Internet Communication Technologies (ICT) in 

recent decades raises new questions concerning the evolving relationship 

between individual, space and community.  Given the newness of these 

technologies in the past decade, scholarship has not fully developed definitions 

of space and community that include digital geographical landscape and virtual 

communities.  Moreover, while recent scholarship has begun to address the 

emergence of cyber religion, these studies have tended to focus on web-based 

religious forms and have not yet explored the relevancy of smart devices.  As 

religious smartphone applications or apps begin to blend the physical with the 

virtual, the need to re-evaluate the definitions of space and community and how 

they function within the study of religion is central to understanding how 

religion functions on smart devices.3 

                                                 
3  Labels such as smartphones and smart devices should be considered broad categories that 

include smartphones, tablets, phablets, smart watches, smart bands and other such devices.  

Although the focus of this thesis is on smartphones specifically, keep in mind that other smart 

devices may facilitate and make use of similar applications. 
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 When it comes to scholars re-defining community, much like other areas 

of social cohesion, it is important to realize that we as human beings integrate 

and socialize in our communities in a state of constant flux.4  How one would 

interact with people within his or her community one hundred years ago is not 

the way that we socialize and participate in community today.  With the advent 

of wireless connectivity and social media, our communities are only limited by 

our own imagination and access.  Through the internet and ICTs, a person is able 

to reach out and participate in community groups that may not be available in 

their own physical geo-location.  These communities push the boundaries of 

how we define the world.  Current scholarship must re-evaluate and re-define 

not only how these boundaries function, but how people function within them.  

As the world becomes more mobile and as more social interactions begin to take 

place in the online sphere this re-evaluation becomes more important than ever.  

Communities and meeting places can no longer be considered as existing only in 

the physical world as more people participate in the online world to facilitate 

these social interactions.  As a global society we are in the midst of what can 

only be called a mobile revolution, as tethered internet connections cut the cord 

and change the dynamics of space and community.  This is where my 

                                                 
4 When it comes to defining how religion and community functions in the online sphere, several 

scholars have taken different approaches.  Some of the important ground-breaking work for 

religion and the internet has been done by Stephen O’Leary (1996), Lorne Dawson (2000), Heidi 

Campbell (2005), and Elena Larson (2004), However when it comes to religion and smartphones 

very little scholarship has been done in the area with the exception of Heidi Campbell (2013), 

Wendy Bellar (2012), and Rachel Wagner (2013).  Part of the problem is that defining 

community in a smartphone specific context would be outside the scope of religious studies but 

the study of religious communities on smartphones is impossible without the cooperation of the 

developers and the users of the different types of religious applications. 



4 

 

 

  

contribution to the study of religion and new media comes into play.  In creating 

a method to collect and organize smartphone apps and through organizing my 

findings I will be able to offer a glimpse into the number of religions 

participating in this new phenomenon and to what degree.  This is the core of 

this study, that by collecting and analyzing religious smartphone application 

dispersal and applications that are used for religious/spiritual purposes, I will be 

able to begin to discover who is making these applications, who is using them, 

what these applications are actually facilitating for the users, and which and to 

what degree different religions are represented on each of the four main mobile 

operating systems in North American.   

With these questions in mind, there are some key points to consider.  

Firstly, due to issues of anonymity, discovering specific demographics on users 

of religious smartphone applications will be nearly impossible without their 

direct participation.  Similarly, when it comes to the makers of religious 

smartphone applications, without their participation it is impossible to discover 

exactly what motivates the developers to produce these applications.  

Preliminary attempts to contact these developers prior to writing this thesis 

turned up no information and no developers replied to my correspondence 

attempts.  This leaves the operating systems and their individual marketplaces as 

being the measureable cornerstones for deciding religious authenticity and 

authority when it comes to connecting users with religious smartphone 

applications.  When it comes to looking at the facilitation of these religious 

smartphone applications, without user participation it will be difficult to 
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ascertain how much different forms of facilitation impact a user’s religious 

belief and practices.5  To address this, in chapter three, I outline different 

categories of religious application facilitation based on my initial attempts to 

manually log applications that fell under the search term “religion”. 

Due to the points mentioned, a significant portion of this thesis will be 

dedicated to building up what the four main mobile platforms are and extensive 

demographics about the users of these platforms.  These demographics in 

tandem with categorized results from scraping these application stores for data 

will allow me to draw some connections between users, platforms, and religions.  

I would have liked to have more emphasis on the human element but with 

limitations in pooling data and sorting through it without a database, direct user 

analysis was outside the scope of this thesis.       

 Emile Durkheim states that “one of the central functions of religion is to 

create social integration by linking individuals to persons and things outside 

themselves and by creating a bond between the communities of believers”.6  

Durkheim further writes that social integration will continue to develop by 

linking people to a common doctrine with bonds as strong as the doctrine 

themselves.  The stronger the doctrine within systems of belief, the stronger the 

bond between the practitioner and the community.  As bonds corrode, the 

cohesiveness and unification of the religious group deteriorates.7 

                                                 
5 For more information of how religious smartphone applications facilitate religious experiences for users, 

refer to Wendi Bellar, Pocket Full of Jesus: Evangelical Christians' use of Religious iPhone Applications. 
6 Ken Morrison, Marx, Durkheim, and Weber: Formations of Modern Social Thought. (London: Sage 

Publication Ltd., 2006).  
7 Ibid. 
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It is this view on community, in tandem with existing scholarship in 

religion and the internet, which I would like to apply to the rise of online 

religious communities through the use of smartphone applications.  The reason 

Durkheim’s statements about cohesiveness and community applies to this new 

trend is that if there is to be a need to search for religious communities outside 

one’s local traditional communities, there needs to be some kind of corrosion 

within the social group one may be part of or at the very least a corrosion in the 

system of beliefs that would emphasize the importance of physical geographical 

communities.  For example, in Islam a pilgrimage to Mecca (hajj) is an 

important aspect of the devotional experience.  As Muslims are dispersing across 

the globe and exist in every social and economic aspects of society it is 

becoming increasingly difficult to attend hajj.  The corrosion of that particular 

belief, of that particular view of what a good Muslim does, would open the door 

for technology to have a supporting role in hajj.  The reasoning for participating 

would remain the same but the facilitation would change to fit the fast paced 

world that Muslims may find themselves participants.  This being said, as of 

now there is no proof that a corrosion exists but one could theorize that because 

the smartphone applications and websites exist, something must be going on in 

how community functions within North American social systems.  It would 

seem at first glance that, for Durkheim, the need for physical location does not 

play into web-based technology.  The problem here is that in a day and age of 

constant internet use, the physical communities are being matched by parallel 
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virtual ones that were but a blip in a science fiction novel in Durkheim’s day.  

This in itself makes it difficult to determine whether or not—from a 

Durkheimian perspective—these online communities would draw the same 

conclusions for him. 

 In addition to community, key critical/theoretical terms/concepts 

employed by this study that here requires definition are private, public, and 

personal space and how they are being used within the scope of this thesis.  I 

define private as being a space that is separate from the outside world; the 

aspects of one’s life that are not privy to the world around them.  Alternatively, 

public space as here defined the exact opposite: it is a space open to the public 

that is not hidden away from view and is readily accessible by anyone in the 

world.  Personal space, however, is the midway point between the two.  This 

might include a person’s private office, living room, a computer desktop or any 

location where an individual would surround themselves with objects or 

information that is a manifestation of the things that make them who they are.  

Personal might be guarded but it is not hidden away and it is riddled with 

indicators that personalize us as individuals.  For the purpose of this thesis, 

personal space is defined by me as physical and virtual locations that represent 

the different aspects of our individualization, personal beliefs, social ideologies, 

and the aspects of our lives with which we most identify with and keep close to 

our hearts.  These definitions may seem vague at first glance, but it is important 

to note that the nature of the internet and smartphones in regards to space is that 

they do not necessarily take up any space at all, let alone facilitate terms like 
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private, public, and personal in any consistent way.  The geographical 

landscapes in which they exist fall somewhere in the realm of ambiguity, always 

moving, never staying still for long, and occupying physical space for a brief 

instant before being recompressed into a line of binary and syntax.  They truly 

exist in a constant state of space that is no space.  

 

i. Sources and methodology 

   This thesis illuminates supportive arguments from some of the earliest 

scholars to study religion and the internet and it is through their ideas and 

methods that I built a framework and method for studying religious smartphone 

applications.  Although I will go into greater detail about the individual 

contributions from each scholar in chapter one, it would be prudent to give an 

idea of what aspects of their scholarship I will be using.  Lorne Dawson looks at 

important questions scholars must ask when studying religion and the internet 

and how to approach this new area of study.  By looking at these questions in 

advance I used them as a blueprint to designing my method for data collection 

and data analysis.  Jennifer Cobb offers concerns and questions on the ethics of 

how this binding of religion and technology is happening and what it means for 

religion within these technologies.  This in turn will allow me to establish what 

questions ultimately need to be addressed when it comes to religious smartphone 

applications.  With use of Anastasia Karaflogka’s outline of how the internet is 

being used by people for religious purposes and Heidi Campbell’s framework of 
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how religion and new media functions facilitates my own enquiry on the 

relationship between religion and ICTs. 

It is important to keep in mind that when it comes to religion online and 

religious smartphone applications there is an overarching concept of sacred 

space that is the umbrella under which private, personal, and public space 

function.  To emphasize the concept of sacred space and how it can play a role in 

smartphone applications I employ Stephen O’Leary’s essay, Cyber Space as 

Sacred Space (1996). O’Leary builds his ideas around Jonathan Z. Smith’s 

views on ritual and sacred space that can be found in To Take Place: Toward 

Theory and Ritual (1992).  O’Leary paraphrases Smith’s theory by stating the 

importance of geography and landscape when looking at the history of religion.  

O’Leary explains that Smith challenges traditional views by stating that myth 

provides the script for enacting ritual, that ritual is not just viewed as a 

dramatization of mythic scripts.  Smith believes that ritual should be understood 

on its own terms as a mode of enactment that is situated geographically in 

communal space and landscape.8 

O’Leary asks—while keeping Smith’s ideas in mind— “what can we say 

about rituals in cyberspace, a place that is no place, a place that transcends 

geography in the conventional sense? What is the landscape of this strange 

world, and how has religion sacralized this land.”9 He goes on to say that 

                                                 
8 Stephen D. O'Leary, “Cyberspace as Sacred Space: Communicating Religion on Computer 

Networks.” Journal of The American Academy of Religion 64 (4): 781-808. (Oxford University 

Press, 1996). 
9  Ibid. 



10 

 

 

  

although cyberspace is without conventional geography it does have landscapes 

composed of sites, nodes, systems, and channels between systems.  The 

topography of the internet is represented in a variety of graphic interfaces that 

act as navigation tools for those who explore this landscape.  O’Leary explains 

that, much like the real world, the internet has memories that are found in digital 

archives and libraries and that in this way the lack of ordinary physical features 

is recreated textually.10 

 When looking at religious websites and cyber ritual and how they 

function in sacred space, one can begin to see the parallels that O’Leary is 

drawing from Smith’s redefinition.   Digital geography—a geographical location 

that is situated in the sphere of the internet—is thus being used as a way for 

users to perform rituals individually or communally.  In O’Leary’s examples 

there is an emphasis on text being placed in the digital sphere and then being 

interacted with to fulfill some form of spiritual belief depending on how open-

minded the user is to interacting with the internet.  This, in turn, will create 

sacred space at the location where these rituals are being performed.11   

I will take O’Leary’s idea one step further in arguing that the internet has 

developed past its infancy stages and text has been amalgamated with pictures, 

video, and sound.  This amalgamation has changed the way that these sites are 

being interacted with and to what degree they immerse the user into digital 

interface.  No longer must the user imagine the digital shrine or read scriptures 

                                                 
10 Ibid. 
11

 Ibid. 
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in their own mind to have a spiritual experience.  With the prevalence of new 

media, the web experience can be as authentic as the real thing without the 

smell, taste, and touch although even these can be mimicked to some degree.  It 

is through this technological leap that applications can find their connection to 

the creation of sacred space.  Through the same visual and audible cues, the user 

can interact with a digital re-creation of a shrine, text, or video to help fulfill 

their religiosity.  To return to Smith’s definition of ritual, digital shrines, texts, 

and videos in applications can be found in digital geographical locations of 

marketplaces and websites that users can communally download to their devices 

and interact and share experiences via the marketplace and website forums.  

Once on the device, the user can interact individually with the application and 

take away as much experience as they allow themselves to have. 

 Now granted, much like any re-interpretation, there is a small leap of 

faith that occurs by the writer that begins to build a bridge from the original 

interpretation to subsequent re-interpretations.  It is clear that neither Smith nor 

O’Leary were taking smartphone applications into account as the phenomenon 

simply did not exist to the same degree as it does now.  But the fundamental 

building blocks that allow for O’Leary to adapt Smith’s views of ritual to work 

on an online sphere allows me to make use of how community and space may be 

understood in context with applications and the platforms in which they reside.  

This thesis investigates religious/faith based smartphone applications on four of 

the main mobile Operating Systems (OS): Android, iOS, Windows 8, and 

BlackBerry, which are currently used in North America to run smartphones.  
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Each platform will facilitate the same type of uses as far as this thesis is 

concerned with the exception of one, Live Wallpapers, which I will discuss later.  

The difference, however, lies in what is available to the user, the demographics 

of the users using the devices, and their own unique user interfaces (UI).   

From a smartphone application as community perspective one needs to 

look no further then Twitter to see the results of change within community 

interaction.  Twitter is just one form of social media that has become a 

cornerstone of religious interaction among members with figures such as the 

Dalai Lama and the Pope accruing massive amounts of followers.  Does Twitter 

engender community?  What kind of community does it create?  These are 

important questions to ask when looking at how community functions through 

social media and subsequent smartphone applications.  I will be attempting to 

give some insight into these questions in chapter three when looking at some of 

the different types of facilitation that exist. 

  Much like community, how space functions in relation to ICTs 

needs to be addressed.  In the digital world, space is transient at best, constantly 

in a state of flux, sharing existence with other types of data.  To make sense of 

this I look to work done by Heidi Campbell when viewing networked religion as 

an interpretive tool.  Campbell explains that networked religion presents 

religious practice and culture online in such a way that from a network approach, 

relationships, identities and realties are shaped through loose affiliations with 

individual user preferences and connections.  A relationship which differs 

substantially from tightly bound religious relationships established through 
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traditional hierarchies.12  Traditional notions of community have been 

understood spatially to be fixed geographically bound communities.  These 

views are challenged when members live simultaneously in multiple social 

networks that vary in depth, are fluid, and are highly personal.  The idea of 

storied identity changes our understanding of the religious self to an 

understanding that is more malleable rather than fixed, that it is connected to a 

narrative.13  It is these views on space and community that I will discuss in more 

detail in chapter one, using them as an anchor point to creating an approach to 

studying space and community in regards to religious smartphone applications. 

Initially I would have liked to have had more of a hands-on-approach 

with a small test pool of apps and a focus on the human element and facilitation.  

Due to technological limitations and proactive attempts on behalf of the 

marketplaces to stop users from harvesting data, there simply was no way to 

catalogue applications manually under a search term reliably, the reasons for 

which I will discuss in chapter three, when I go into greater detail about my 

chosen method to study the dispersal rates of religious smartphone applications.  

With this is mind and as I will highlight in chapter one, there is an underlying 

importance to engaging the demographics of smartphone users and smartphones 

alike in addition to the dispersal of applications, that, as scholars, we must first 

understand what socio-economic impacts and differences using these 

                                                 
12 Heidi Campbell, “Understanding the Relationship between Religion Online and Offline in a 

Networked Society” In Journal of the American Academy of Religion, 1-30. (Oxford University 

Press, 2011). 
13Ibid. 20. 
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technologies create before we truly understand the implications of people using 

these technologies for religious purposes, that, before we can truly understand 

what these applications do for the human religious experience, we must first 

understand that technology use does not exist in a bubble, that its use is divided 

along lines of gender, age, geo-location, education, household income and more. 

As I alluded to earlier, some research into the phenomenon of religion on 

smart devices has already been done.  Wendi Bellar in her thesis, Pocket Full of 

Jesus: Evangelical Christians’ Use of Religious iPhone Applications, addresses 

what factors Evangelical Christians consider when choosing an app, how they 

use that app, and how their expectations compared to the actual experience.14  

Alternatively, Rachel Wagner contributed an essay entitled “Religious 

Authenticity and Identity in Mobile Apps” to Heidi Campbell’s book, Digital 

Religion: Understanding Religious Practice in New Media Worlds (2013), 

where she looks less at the motivations behind the use of these applications and 

puts more focus on the selection of applications and the categories in which they 

exist.15 What this existing scholarship lacks is focus on the multiple platforms 

that exist.   Although there is some overlap of general use, there is a distinct 

difference in not only the demographics of the users of different platforms but 

also the applications that are available on them.  Looking at one platform is only 

going to tell part of the story.  Through comparing and contrasting the four 

                                                 
14 Wendi Bellar, Pocket Full of Jesus: Evangelical Christians' use of Religious iPhone 

Applications. (New York: Syracuse University, 2012). 
15 Rachel Wagner, “Religious authenticity and identity in mobile apps.” In Digital Religion: 

Understanding Religious Practice in New Media Worlds, by Heidi A. Campbell, 199-206. (New 

York: Routledge, 2013).  
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major platforms in North America, I will be able to gain insight into the dynamic 

relationship that exists between users and platforms. 

 

ii. Chapter organization 

This thesis is divided into three chapters.  The first chapter is dedicated 

to outlining the history of the internet as well as the history of the smartphone; 

this is followed by a brief look at the history of religion online.  It is my 

intention that, through explaining how these technologies function (both internet 

and phone) and how they came about, I will be better able to outline the impact 

they are having on the societies in which they exist.  To fully understand the 

demographics of use that will be explained in more detail in chapter two, one 

must understand that these technologies are not isolated and do not exist in their 

own bubble.  Just like social evolution, technological evolution takes time, 

infrastructure, ingenuity, and most importantly, relevance within the places they 

are being used.  It is also in this chapter that I am going to address the different 

scholars that have impacted the study of religion and new media.  By looking in-

depth at some of the bodies of work accomplished by the aforementioned 

scholars (as well as others), I will be establishing a correlation to existing 

methods and theories for studying religion in the context of the internet.   

 Chapter two will begin by looking at the history of the operating systems 

whose applications I will be analyzing.  The four operating systems are unique 

in the different social roles they play in society.  If we know what kind of people 

use these OSs and we know what religious applications or “apps” are exclusive 
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to those OSs, we may gain some insight into how, who, and why these 

applications are being developed.  The four OSs and their manufacturing 

companies are Apple’s iOS, Google’s Android, BlackBerry’s BlackBerry 

platform (BB), and Microsoft’s Windows Phone 8 (WP8). Because of different 

adoption ratios, there is no way to do an absolutely equal comparison, as the two 

oldest—BB and WP8—have the lowest adoption ratios at this time.  As of April 

2013 in the US, Google sits at 53.7%, Apple at 35%, RIM at 7.3%, and, 

Microsoft at 3%.16   

Subsequently I will outline how each of the four application stores 

function, how a user would go about accessing these markets and how they 

function as physical locations in a world of internet protocol (IP) addresses and 

servers.  These marketplaces allow users to congregate and celebrate shared 

applications that cater to their shared interests and devotions.  Through these 

digital micro communities, users are able to supply feed-back to the developer to 

not only compliment or criticize, but to help shape that application to become 

even more personalized and tailor-made for a specific user experience.  

Thoroughly explaining these platforms, markets, and statistics of use will show 

me how many people are using smartphones in their day-to-day lives.  Although 

there is no way to correlate this into religious use beyond speculation, it is an 

important building block to creating a foundation for this area of research. The 

                                                 
16 comScore, comScore Reports February 2013 U.S. Smartphone Subscriber Market Share. 

Accessed April 18, 2013. 

http://www.comscore.com/Insights/Press_Releases/2013/4/comScore_Reports_February_2013_

U.S._Smartphone_Subscriber_Market_Share. 
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second chapter of this thesis will continue by outlining a better understanding of 

smartphone use and how much population penetration there is with this 

technology.  I am going to show percentages of the Canadian and American use 

of smartphones and the different platforms being used (children are included 

only in results that specify).  Additionally, I will examine demographics that aim 

to highlight the different socio-economic niches of different users. This section 

will include looking at who is using what platforms while focusing on age, 

gender, ethnicity, household income, education levels, and geographical 

locations.   

Gaining a firm understanding of what the four platforms are and how 

smartphones as a technology work are incredibly important understandings to 

produce before looking at religious smartphone applications directly.  This is 

due to the simple fact that not all smartphones are created equally nor are the 

OSs that run on them, that there can be distinct socio-economic differences 

between the majority of people that use an iPhone and people that use a 

BlackBerry, that applications that exist on the Google Play simply cannot exist 

on a Windows Phone.  Without this important understanding the scholars which 

study religious smartphone applications cannot begin to understand the 

implications of their use, that even having the same application on two different 

platforms not only tells something important about the users, it tells something 

important about the creator of that application and the religious institution that 

may or may not have backed the applications creation.  Unlike the internet, 

which offers a static experience as long as you have the right tool to view it, the 
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smartphone world is far more muddled.  Experiences can vary depending on 

internet connectivity/availability, version numbers, marketplaces, OSs, geo-

location, and socio-economic situations.    

The third chapter is centered on the applications themselves.  This is the 

portion of my thesis dedicated to establishing what applications are out there, 

who is using them, who is making them, and what these applications facilitate 

for the users.  It is also in this chapter that I will outline five facilitation 

categories and how these applications function within them.  The first category 

will be virtual pilgrimages/rituals which includes religious pilgrimages from 

different faiths and backgrounds that occur virtually.  In most cases, pilgrimages 

of this type are taken through a computer or some other internet ready device 

that will show the image or video of the pilgrimage site.  It may also include 

digital recreations of places of worship that specifically act as virtual 

representations.   

The second category is a digital recreation and creation of religious 

literature, whether it be pocket Bibles and Qur’ans or instructions for completing 

different types of religious rituals.  Occurrences of this can also be found in both 

visual and audio form because, with internet based technologies, utilizing 

multiple types of multimedia is key to their success.  The third category is 

virtual shrines.  This is important because virtual shrines recreate sacred space 

right onto the display of the technology the user is interacting with.  Whether it 

be shrines dedicated to deity and ancestor veneration, or going through the 

motions of a ritual with direct interaction with the deity, the experience is 
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different than what can be found in the previous two categories.  The fourth 

category of applications are Live Wallpapers.  These have no roots in the world 

of religion and the internet as it is a new phenomenon all on its own and only 

exists on one of the four platforms.  For this reason, I will go into greater detail 

about these types of applications in chapter three.  The last category, which is 

social media, runs parallel with applications that exists on the web via extension 

into the mobile world it has evolved to function on smart devices.  Providing 

examples of social media’s existence solely on the internet would be redundant 

so this topic will be outlined on its own, in detail, in chapter three. 

 

iii. Examples of a religious smartphone application 

 To highlight the types of existing religious smartphone applications that 

can be found in the marketplaces today, I will provide some examples of 

applications that have found popularity in the media over the past few years.  

The examples that I draw upon are meant to create a context for the application 

categories that will be examined in chapter three.  The first set of applications I 

want to discuss are in the category of virtual pilgrimage/ritual applications.  The 

web article titled Religious Apps Grow in Popularity and Availability provides 

an example of the Confession App that allows users to confess their sins to the 

smartphone, which in turn will dole out an appropriate punishment for those 

sins.17   

                                                 
17 Lisa Fernandez, Religious apps grow in availability, popularity. Accessed April 18, 2013. 

 http://www.mercurynews.com/california/ci_17545806?asid=77d5ebcc. 
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A second example of pilgrimage based application comes from an article 

released by the Gulfnews.com.18  This web article explains that there is a rise in 

creation and use of Muslim orientated apps.  The United Arab Emirates (UAE) 

boasts the highest penetration rate of 200% and this correlates to 12 million 

active subscriptions.  With less free time, people are turning to mobile devices 

that allow them to recite the Qur’an or pray whenever they can.19  The managing 

director for BlackBerry stated that, as Ramadan approaches, there is an increase 

of users downloading applications that facilitate their experience and keep them 

informed.  The writer of the article emphasizes this point by giving the example 

of the Call to Prayer app that had more than 300,000 downloads in one month 

when showcased on their markets “featured” carousel during Ramadan.20  A 

third point relating to pilgrimage/ritual applications are ones that assist with Hajj 

and Umrah for followers of Islam.  Asgatech developed an app that is free to 

download from the marketplace which includes support for six languages and 

shows narrated videos of Hajj and Umrah rituals for the period before Ihram 

which is a sacred state Muslims must enter in order to perform the pilgrimages.  

The application also gives details on alternative ways to perform Hajj along with 

advice for pilgrims.  As a final added incentive, the app is GPS ready so that 

                                                 
18 Naushad K. Cherrayil, Mobile apps take on the flavour of Ramadan. Accessed April 17, 2013. 

http://gulfnews.com/news/gulf/uae/mobile-apps-take-on-the-flavour-of-ramadan-1.1050757. 
19 Ibid. 
20 Ibid. 
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pilgrims can find the most important places for Hajj and Umrah rituals and how 

to get there.21 

 The second category of applications that are popular are those that are 

literature based applications.  A web article from The Sydney Morning Herald 

begins by asking the reader if they could imagine being in a court room and 

having to be sworn in on an iPad.22  The article continues by explaining that, just 

like 550 years ago with the printing press, the Bible is presented through yet 

another life changing technology, the mobile device application.  The writer, 

Amy McNeilage explains that the Bible app has been downloaded by 35 million 

people and was number 74 on iTunes, Apple’s downloading software and app 

marketplace.  This ranking made this application more popular than Google 

Earth, eBay, or IMDB to name a few.23  A second article titled iPhone Apps 

Have Redefined Religious Worship, explains that the Mormon Church has 

embraced this technology and offers 6 iPhone exclusive applications that allow 

followers of the Mormon faith to arm themselves with applications.  These 

applications provide information that can positively impact how members learn 

and worship in a low cost fashion.24 

                                                 
21 Al Alarabiya, Hajj and Umrah app helps BlackBerry smartphone users with holy rituals. 

Accessed April 18, 2013. http://www.alarabiya.net/articles/2011/11/02/175009.html. 
22 Amy McNeilage, Growth of religious apps reaches biblical proportions. Accessed April 17, 

2013. 

 http://www.smh.com.au/digital-life/smartphone-apps/growth-of-religious-apps-reaches-biblical-

proportions-20120321-1vj48.html. 
23 Ibid. 
24 Jamshid Ghazi Askar, iPhone apps redefine religious worship. Accessed April 18, 2014.  

http://www.deseretnews.com/article/700202986/iPhone-apps-redefine-religious-

worship.html?pg=all. 

http://www.smh.com.au/digital-life/smartphone-apps/growth-of-religious-apps-reaches-biblical-proportions-
http://www.smh.com.au/digital-life/smartphone-apps/growth-of-religious-apps-reaches-biblical-proportions-
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 Literature based applications have become a controversial issue because 

some of the canons for some religions are being reproduced on devices that go 

everywhere with us, to the bathroom, in the bedroom, everywhere we go.  Some 

practitioners must be asking themselves how to make sense of this new 

technology and how it could be properly integrated into their faith.  An article 

from The National.ae explains that the UAE issued a fatwa, or law, that allowed 

Muslims who live in the UAE to use their smartphones or smart devices to read 

Qur’anic verses.  The necessity for this law comes from a need to find a 

compromise for portable devices that house virtual copies of sacred texts.25  

Those behind the fatwa reasoned that in the Qur’an, surah 73:20 explains that 

“read ye, Therefore, of the Qur’an as much as may be easy for you”.26  This 

interpretation is justifying that, although not the desired form of reading 

scripture, it is better than not reading the Qur’an at all.27   

 With this being said, it would be prudent to take some time to discuss 

what issues I will not be addressing in this thesis.  My project will not directly 

answer questions regarding how prevalent these applications are in regards to 

the total number of users because, at this time, this question cannot be answered.  

This is due to issues regarding anonymity and the internet, since interacting with 

the internet and all it has to offer is often done using an alias or online handle 

                                                 
25 Rym Ghazal, Fatwa allows Quran reading on smartphones. Accessed April 20, 2013.  

http://www.thenational.ae/news/uae-news/fatwa-allows-quran-reading-on-smartphones. 
26 Abdullah Yusuf Ali, The Meaning of the Holy Quran. (Beltsville: Amana Publications, 1997). 
27 Rym Ghazal, Fatwa allows Quran reading on smartphones. Accessed April 20, 2013.  

http://www.thenational.ae/news/uae-news/fatwa-allows-quran-reading-on-smartphones. 
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and, in some cases, through complete anonymity.  All one can really find the 

answer to is total download information.  Users that download these apps would 

only be identifiable through their own involvement in the market community 

but, as I mentioned earlier, this usually occurs through an internet handle.  

Another issue this thesis will not be addressing is the authenticity of the virtual 

religious experience.  Being that it is impossible to gauge the authenticity of the 

experience from a user’s perspective and since brick and mortar institutions are 

just beginning to embrace this new technology and are unwilling to give it an 

official seal of authenticity, there is no way to evaluate the experience as 

authentic.  This being said, in chapter three I will be addressing some concerns 

with authenticity in regards to the motivations behind the creation of these 

applications and the roles that developers are playing.  The third point that 

should be noted with respect to this thesis is that I am not advocating for one 

mobile operating system or another or one religious tradition over any other.   

My goal in all of this is to show the versatility of an application 

experience when it comes to practicing religion rather than show what operating 

systems or religious groups have the best religious apps.  However, because 

adoption rates are higher for some operating systems and religions, there 

potentially will be more apps available for users.  With more applications there 

will be more examples for some platforms and religions over others.  This is not 

to legitimize one OS or religious tradition over another; rather, it is simply a 

matter of accessibility and diversity.   
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Lastly, this thesis does not pretend to have all of the answers.  This is an 

exploratory thesis that aims to look at this new and exciting technology and how 

it is being utilized in regards to religious belief and practice.  My goal is to open 

more doors for future study rather than to answer questions with absolutes.  With 

the nature of technology being what it is, it is not surprising that by the time this 

thesis is concluded there will be other adaptable ICTs that will once again 

attempt to reinvent how we view space, community, and religious practice.  This 

being said, with smartphones quickly becoming their own cornerstone 

technology from where future technology can spawn, its use in the sphere of 

studying religion is potentially limitless. 
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CHAPTER ONE:  

LAY OF THE LAND: A HISTORY OF INTERNET 

COMMUNICATION TECHNOLOGY AND THE STUDY OF 

RELIGION AND THE INTERNET 

 

In the beginning was the word… and that word was LO… 

 

 To fully understand the smartphone, its impact on space and community 

and, ultimately, the role smartphones play in the study of religion and new 

media, one must first understand its roots and how this technology came about.  

The history of the smartphone can be separated into two categories: internet 

technologies and mobile communication technologies.  With a combination of 

these two histories I will explain how these mobile operating systems work and 

their impact on contemporary society.  I begin by first tracing a history of the 

internet and a history of smartphones, followed by how this technology relates 

to sacred space and religious community.  I do this by examining how the study 

of religion and current scholarship has approached the internet and how religion 

functions on or in tandem with these technologies.  As explained in the 

introduction, much work has been done in the area of religion and the internet 

and it is through the theories and methods discussed later in this chapter that 

important questions about the relationship between religion and the smartphone 

emerged.  To accomplish this, I examine Ellen Larsen’s and Anastasia 

Karaflogka’s views on the integration of the internet into people’s daily lives. In 
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addition, by looking at Jennifer Cobb’s and Lorne Dawson’s theories, ideas, and 

concerns when studying religion on the internet I will be able to apply these 

theories to my work on religion on smartphones.  This allows me to trace a 

connection from religion and smartphones to its parent technology and 

scholarship regarding religion and the internet. This permits me to build a 

foundation on which to hinge my method of data collection and how this 

phenomenon can be studied. 

 

1.1:  A history of the internet 

To first consider the history of the internet and how it functions in 

tandem with religion, I turn to Jeremy Norman’s book, From Gutenberg to the 

Internet: Sourcebook on the History of Information Technology.28  Norman 

explains that the beginnings of the internet can be traced as far back as 1834 

when a British mathematician and engineer named Charles Babbage (1834) 

conceived the first general programmable computer named the Analytical 

Engine.29  Although it would never be built in its entirety, bits and pieces of it 

were completed after his death.  Three years after Babbage planned the 

Analytical Engine, Samuel Morse (1837) invented the practical electromagnetic 

telegraph using what can be viewed as an early version of his “Morse Code”.30  

In 1844 Samuel Morse was able to transmit the very first message across an 

                                                 
28 Jeremy M. Norman, From Gutenberg to the Internet: Sourcebook on the History of 

Information Technology. (Navato, 2005), 3. 
29 Ibid. 3. 
30 Ibid. 3. 
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experimental telegraph line from Washington to Baltimore.  Interestingly 

enough, the first message would say “What hath God Wrought?”31  

The next evolution towards the internet was not until 1858 when a 

proposed Atlantic Telegraph line that connected the Old World Europe with the 

New World United States was laid.  The cable was an instant success, but much 

like all new communication technologies it was generally privileged to the rich 

as it cost roughly one dollar per letter at a time when the average laborer’s wage 

was about twenty dollars a month.32  Ten years after the successful completion 

of the Atlantic Cable, the telephone was invented.  These two technologies 

would coexist together for many years with the electric telegraph enjoying over 

one hundred years of success.  The telegraph became readily more accessible; it 

is said that in 1945, the telegraph messaging service in the United States peaked 

at 236 billion messages per year.33 

 So what about the computer? What ever happened to Babbage’s dream 

machine, the first programmable computer?  About one hundred years after its 

conception, Howard Aiken and his team at Harvard University realized what 

Babbage wanted to create.  In 1944, with support from IBM and the US Navy, 

Aiken created the world’s first Electromechanical Automated Sequence 

Controlled Calculator, or as it became more commonly known, the Harvard 

Mark I.  This machine was built with more than 750,000 parts and about 500 

miles of wire.  It was fifty feet in length, eight feet tall, weighed a whopping five 

                                                 
31 Ibid. 3. 
32 Ibid. 3. 
33 Ibid. 3-4. 
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tons, and was able to perform mathematical calculations one hundred times the 

speed of a human being.34  After about a year and 200,000 hours of labor the 

first generation computer was quickly replaced by the Electronic Numerical 

Integrator and Computer, also known as ENIAC.  This machine was created 

using 18,000 vacuum tubes as switches versus the relays found in the Mark I 

and weighed 30 tons.  This change in technology allowed ENIAC to perform 

calculations 1000 times faster than the Mark I and was 100,000 times faster than 

a human being’s ability to calculate.35  That the first computer was completely 

surpassed by a far superior model in a very short period of time underlines how 

powerful computers and, consequently, mobile communication devices have 

become today. 

The evolutionary line that was drawn from telegraph and phone lines to 

the computer and the internet was not an easy one. Between 1961 and 1964, 

Leonard Kleinrock and MIT developed a mathematical theory that enabled two 

computers to talk to each other.36  This theory of data communications also 

encompassed the idea of packet-switching.37  This not only allowed two 

computers to be connected but enabled them to send packets of information that 

allowed for real communication to occur, despite it being somewhat rudimentary 

in scope.  In 1964, the next big breakthrough in what would eventually be called 

the internet took place.  Under Kleinrock’s supervision, the first host-to-host or 

                                                 
34 Ibid. 4. 
35 Ibid. 4. 
36 Also referred to as the founder of packet switching from his doctoral thesis at MIT. 
37 Ibid. 4. 
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person-to-person message was sent across a shared Advanced Research Project 

Agency Network (ARPANET).  This message was sent from UCLA to the 

Stanford Research Institute and was originally meant to say “Login,” but as a 

five-character word was too large and complicated, it crashed the Stanford 

computer which prompted the message to be changed to “Lo”.38  Even though 

this was a monumental time for the creation of the internet it was much like 

ENIAC in that it was incredibly expensive, bulky, and inefficient. In 1973, the 

first ARPANET international connection was established between University 

Collage in London and the Norwegian Seismic Array (NORSAR).  Later that 

same year, Vinton Cerf of Stanford and Robert Kahn of the Defense Advanced 

Research Projects Agency (DARPA) came up with the Transmission Control 

Protocol (TCP) which was a service that provided all network transferring and 

forwarding services.  In 1978, TCP was split into TCP/IP, and the IP functions 

were a way of creating web addresses.39 

  Before examining the internet, a few words on the World Wide Web and 

how it works are in order.  The World Wide Web is a combination of common 

markup languages and a common way to interpret those languages.  For 

example, present-day web browsers contain a basic industry language standard, 

with the latest being HTML 5.  Web browsers such as Explorer, Safari, Chrome, 

Opera, and Fire Fox will interpret the common language of HTML and display it 

for the person who is using the browser.  For example “<h1>Hello 

                                                 
38 Ibid. 4. 
39 Ibid. 6. 

 



30 

 

 

  

World</h1>“ typed out on an HTML file would be recognized by all browsers 

as “Hello World” in type 5 font size, because these browsers adhere to a certain 

standard or markup language.  It is through this language that people can 

showcase their creativity.  By sharing interests, beliefs, and ideologies with text, 

sound, images, and videos on web addresses (which can be done because of the 

basic concepts behind TCP/IP mentioned earlier), users can connect, view, and 

in some cases interact with that material, having a shared experience with every 

other person that has ever visited that site.   

Markup and programming languages do not just exist on the web; 

smartphones also adhere to a programming language rather than a markup, such 

as Java, C#.  This is important to note since, unlike physical forms of religious 

expression, what one views on screen is not what really exists.  Through strings 

of markup, programming languages and multimedia files, smartphones interpret 

this code and produce an interactive Bible, shrine, or meditation assistant.  This 

in itself is a significant showcase of human technological ingenuity, but as awe 

inspiring as it may be it also complicates things when it comes to studying the 

integration of religion into web-based markup/programming languages that 

create a venue for forms of religious expression. 

Internet users generally will get out of something only what they are 

willing to put into it, so not all experiences can be the same and different 

browsers may interpret a markup language slightly differently.  It is also true 

that the designer of a website can limit or open up the user’s experience as much 

or as little as they like.  The differences in markup language interpretation and 
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developer creativity drastically impact the overall experience and how we share 

these experiences.  It thus becomes challenging to have a community built on 

shared experiences if no one quite knows what it is like for everyone else in the 

group.  This being said, is this not how communities work?  I argue that general 

communities are meant to bind us together, that the community members share a 

common interest, belief structure, and sense of belonging.  These members share 

the engagement with the material but the experience differs from person to 

person.  I suggest this same community engagement is what allows the World 

Wide Web to flourish.  Users will gravitate to websites whether they be sports 

sites, entertainment sites, informative sites, or ones that deal with religious belief 

and practice, because of a common interest and a yearning to engage.  The final 

reward is the experience one takes back with them after they are finished their 

session.  But like communities, these individual experiences will differ from 

user to user. 

In terms of the history of the internet we have an established 

infrastructure that enables computers to talk to one another and the potential for 

people to communicate with one another, albeit in an extremely limited capacity.  

So what was the next step?  What had to happen for the internet as we know it to 

exist?  Heidi Campbell’s history of the internet explains the last few 

technological leaps that were designed so that the World Wide Web could come 

into being.  Campbell explains that, in 1990, ARPANET was decommissioned 

but offspring systems were developed because of ARPANET’s breakthroughs.  

The next historical milestone occurred when CERN, a technology research lab 
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out of Switzerland, created a multimedia navigation tool application.  By use of 

markup language interpretation, it was able to follow web pointers and links that 

enabled users to locate specific information.40 

 In 1991, the United States High Performance Computing Act was 

established which gave funding to upgrade the network for public and school 

access.  This historic moment took the internet out of the realm of the 

government and into private industries which enabled companies to stake claims 

to certain places in the internet.  In 1993, the administrative side of the internet 

that allowed for the allocation of web addresses and directory maintenance was 

passed onto private companies, making the internet a part of the public sphere.41 

Next, user-friendly internet service providers, such as AOL and CompuServe, 

began to capitalize from the emerging market.  With the release of Netscape 

Navigator, one of the first main-stream internet browsers readily available for 

public use, the internet rush began.  To navigate the web, search engines began 

popping up, such as Yahoo and Google.  With the rise of open source software 

such as shareware, search engines allowed for users to share and gain access to 

these websites and software far more efficiently than ever before.42  New uses 

for the internet and the World Wide Web soon emerged.  Hubs for storing 

shareware with companies like Tucows and peer-to-peer file transfer 

applications such as Napster, DC++, and MIRC began to populate the internet in 

                                                 
40 Heidi Campbell, Exploring Religious Community: We are One in the Network. (New York: 

Peter Lang Publishing Inc., 2005), 5. 
41 Ibid. 5. 
42 Ibid. 5. 
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the form of apps that used themselves as anchors on any given computer to send 

and receive data throughout the web.  These peer-to-peer systems, although not 

directly on the World Wide Web, used the same infrastructure to connect people 

at the same time as they transformed the internet into a hub of access for 

information and distribution of their applications.   

As these new uses for the internet became popular, innovations occurred 

in markup and programming languages that made web development more 

difficult but at the same time allowed for a far more immersive experience to 

take place.  These languages, such as Java Script, Pearl, HTML, XML and PHP, 

facilitated the World Wide Web’s interaction with the user as well as enabling 

websites to interact with users according to a pre-designed set of instructions.  

This same type of two-way interaction is identical to smartphone applications.  

Versatile programming languages marked the end of simple navigation styled 

sites and applications and, over the past few years, are being replaced by 

websites and applications that change the way we interact by employing voice, 

motion, and other forms of interactive technology that aims to create an 

immersive experience. 

 To truly grasp the essence of what kind of role the internet, as a 

technology, has played in the religious communal and spatial evolutions and 

behaviorisms, a historical recap is necessary.  At each evolutionary step the 

internet took in its creation was a change in how people who used this 

technology interacted with community and space.  Take a moment and ponder 

how sending messages to Europe completely changed the time it took for 
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families and other social groups to relay information from one side of the ocean 

to another.  By creating the first automated cross continental communication 

system, the telegraph allowed for important messages to be relayed in minutes 

rather than months.  Communities could keep in touch at the tapping of a button.  

Religious groups and other social groups could keep in constant contact with 

each cluster and ensure that all important information was shared, albeit for the 

right price.  Nonetheless, this event could be looked upon as the beginnings of 

the World Wide Web with the original telegraph houses making way for phone 

switch boards, internet hubs, servers, and home computers. 

 

1.2: A history of mobile communication technologies 

What about the second technology that evolved from the wired bag 

phone, the first portable phone with a mobile power supply, to the modern day 

wireless smartphone?  Where did this technology come from, and how did it 

“jump the wires” to become the roaming mobile technological phenomenon we 

see today?  The first commercial cellular network system was created in 1982 in 

Bell Laboratories in the United States and was named the Advanced Mobile 

Phone System (AMPS).  This technology was originally built on an idea 

developed by D. H. Ring (1947) in 1947, which entailed that a network could be 

created by dividing a geographical location into tiny hexagonal cells.  This 

technology used radio frequencies slightly off from those beside it to service its 

own set of devices.  With this idea in mind and through building base stations 
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and other components, the first cellular networks infrastructure was created.43  

According to Pei Zheng and Lionel Ni, cellular communication is the most 

widely used wireless communication technology in the world.44  To put that in 

perspective, it is estimated that there are (at the time of writing) about 1.5 billion 

cell phone users worldwide and this number is expected to grow to 2.45 billion 

over the next few years.  With high adoption rates such as these it is not a 

surprise to see large amounts of money driving the industry.  Zheng predicted 

that the U.S. mobile market would reach 158 billion dollars in 2005 and climb to 

212 billion by 2008.45  In the 1960s the Improved Mobile Telephone System 

(IMTS) was approved by the FCC and ran only twenty-three possible channels.  

In 1982, the AMPS went into operation by utilizing what is called frequency-

division multiplexing access (FDMA) and offered as many as 823 channels in 

the 800 MHz range.46  What drove the mobile revolution was, however, two 

pronged. While voice services were important, by the late 1990s internet access 

on phones was becoming increasingly popular, whether it be for ring tones or 

basic web searches.47   

By 1999, when the International Telecommunication Union (ITU) 

created a standard list for data speeds for mobile phones, there had already been 

a 2G or second generation system and a third generation system release (the 

                                                 
43 Lionel Ni Pei Zheng, Art Phone & Next Generation Mobile Computing. (San Francisco: 

Elsevier Inc., 2006), 24. 
44 Ibid. 24. 
45 Ibid. 24. 
46 Ibid. 25. 
47 Ibid. 30. 
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dominant global system was still 2G).48  Today has seen the launching of 4th 

generation or 4G systems across the globe.  These systems are more specifically 

tailored for data speeds as there is really no better voice quality than 3G.  These 

data speeds come in the form of HSPA+ and LTE systems which emphasize fast 

data rates that rival some of the basic speeds one can find for home internet in 

some major metropolitan areas.  This need for faster data speeds and broader 

connection ranges come from an expanding internet that is acting as host to an 

even more expansive amount of content.  The web sites and applications of 

yesterday are not the sites of today.   

But what about smartphones?  These fast speeds are amazing and all but 

how did the technology industry make the jump from something that sends text 

messages and makes phone calls with a small amount of browsing, all the way 

to a new kind of mobile computing culture?  The 1990s saw the rise of the 

digital cell phone; these devices were unique because they were small, 

lightweight and offered longer talking and standby times than any of their 

predecessors.  These devices could also be identified by their small LCD screens 

that were capable of showing numbers, dialing status, signal, call logs, contact 

information, voice messages, and offered many other settings and options that 

simply were not possible with the first generation mobile phones.49  Not long 

after, the 2.5G cellular systems attention turned away from functions of the 

phones such as calling and texting, and began to focus more on cellular design. 

                                                 
48 Ibid. 30. 
49 Ibid. 30.  
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User interfaces were developed with bright-colored screens, increased text input 

capabilities, and computer synchronization.   

Smartphones themselves were developed as a response to the need for 

converging personal communication and assistant tools with mobile 

telecommunication devices.50  Zheng explains that when cell phones were used 

specifically as voice communication devices, there was an element of lifestyle 

that had social and cultural implications.  In contrast, with the introduction of 

Personal Digital Assistants (PDAs), cellular devices that allowed for real-time 

communications, and with an increase of wireless hubs in urban areas, users 

could access the backend of cellular networks (their connection to the World 

Wide Web) anytime.  The key here is that both devices were essential for 

individuals who had a need for communication and personal information 

assistants.  A smartphone provides a combination of both PDAs and cell phones, 

which led to the next dilemma of how these two devices could function in one 

device without sacrificing their individual functionality.51   

In 2005, another technology was introduced that would further the use of 

a smartphone and that was the smartphone application.  First generation 

smartphone applications, such as the mobile telephony or telephone app, dealt 

with phone-based services such as phone calls and voicemail. Other first 

generation apps would be short message services (SMS), enhanced message 

service (EMS) or multimedia message service (MMS), cellular positioning 

                                                 
50 Ibid. 32. 
51 Ibid. 44. 
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services such as GPS, navigation systems, instant messaging (IM), email 

capabilities, address book, wireless internet browsing, data synchronization, 

information push services (methods of pushing new information to the phone 

such as news, weather, or blogs), and finally audio/video/television streaming 

services.52  As noted above, as the data capabilities increased on the networks, so 

did the capabilities of the applications.  Second generation apps are described by 

Zheng as being voice over IP (VOIP), mobile commerce (such as online 

shopping), mobile enterprise (a method for companies to increase productivity 

with internal apps) and mobile gaming, to name a few.53  As applications became 

common place on smartphones and smart devices, the industry started seeing 

applications being developed to fulfill a specific job.  Rather than trying to find 

apps that would work on all brands of phones, the industry developed a system 

for allowing users to download the apps they want, thus creating a very 

personalized and individualized experience when using a smartphone.  This also 

paved the way for mobile gaming apps, mobile efficiency apps and (as will be 

examined below) applications concerning religious, spiritual beliefs and 

practices.  As costs came down and applications became increasingly easy to 

create, users were offered a plethora of choices to round out and make their lives 

easier. 

From a spatial perspective, very few technologies in the world are as 

portable and versatile as the modern day smartphone if one considers how 

                                                 
52 Ibid. 51-53. 
53 Ibid. 54. 
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impersonal sending a telegraph would be compared to a text message.  The 

relationship between the sender and receiver or creator and consumer has 

undergone its own significant social evolution.  From a privacy aspect, when 

sending a telegraph, the message is between you, at least two telegraphers, and 

receivers of the message.  As this branch of communication technology evolved, 

the privacy and personalization of the communications have changed 

substantially.  Yes, it may seem that a simple exchange in roles has taken place, 

with telegraph operators becoming ISP providers but with the sheer volumes of 

content being exchanged it is impossible for a data archiving system to collect it 

all, especially when it comes down to the devices that are used for the 

communication to be created on.  Telegraph machines and home computers were 

essentially combined into an ultra-portable laptop that fits in your pocket and 

has the ability to reach anywhere on the planet with an internet connection or 

mobile service.  On a smartphone, the user has the ability to participate in 

religious online forums, video blogs, or applications which act as dispensaries of 

religious content.  What would have once looked like a very public relationship 

between a parishioner and their church—at least from a communication 

aspect—has given way to what could only be viewed as an utterly private, yet 

completely social, relationship which is only dependent on how open the user is 

to the experience.   

 

 

 



40 

 

 

  

1.3: Creating an approach to study 

 Since the internet and mobile communication technologies are versatile 

platforms, they by no means exist simply for the utilization of religion.  

Therefore, one cannot look at these technologies and easily see the uses that 

have been implemented for religious belief and practice.  It is also important to 

point out that, due to the newness of these technologies, the landscape is wide 

open and ripe for academic analysis.  Unlike religion and mobile devices, the 

study of religion and the internet has been approached by several different 

scholars.  As mobile has been virtually untouched, I believe that using similar 

approaches to those used in studying religion and the internet to be a beneficial 

place to start.  Through examining how scholars have approached the existence 

of religion on the internet and how community and sacred space function in 

these spheres, I will follow suit and adapt these ideas to create an approach to 

studying religious smartphone applications.      

Just how embedded is internet usage in the world?  To answer this 

question, one must first take into account that the numbers I discuss here are 

growing every minute of every day, as new links are made, new users gain 

access and new systems help users connect in a way they could never have 

imagined thirty years ago.  As noted by Anastasia Karaflogka  
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“In its beginnings the internet was only accessible by computer professionals; 

this domain has since been opened up significantly to the world, offering many 

possibilities for activities and interactions.”54 

 

 It is Karaflogka’s opinion that the internet is widely viewed as an 

instrument capable of overcoming limitations that restrict other forms of mass 

media. She further explains that the location of the user is one of the most 

important factors in evaluating the impact of the internet.  In this context, she 

emphasizes that not everyone in the world has access to the Internet.  Access is 

not a world-wide phenomenon and it is internet users that make the web a reality 

rather than an empty space.  Specific social groups with easy access to the web, 

such as those with more disposable income, will naturally dominate not only the 

internet but, by extension and in the context of this thesis, smartphones as well.  

People who do not fall within these privileged social groups or people who live 

in countries where access is minimal will not be represented on the internet to 

the same degree.55 

 To gain a better understanding of what exactly this divide may entail, we 

can look at several demographic studies that focus on religion and the internet, 

as well as demographics regarding the internet itself.  When Anastasia 

Karaflogka wrote her book in 2006, 69.8% of Icelanders had access to the 

internet versus 0% among the Afghanistan population.  Karaflogka describes 

this cultural divide as the “have nets” and “have nots”.56  Even in 2000, half the 

                                                 
54 Anastasia Karaflogka, E-religion: A Critical Appraisal of Religious Discourse on the World 

Wide Web. (Oakville: Equinox Publishing Inc., 2006), 57. 
55 Ibid. 57. 
56 Ibid. 58. 
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population of American adults did not have access to the internet; only 13 

percent over the age of 65 had access and a staggering 59 percent of ages 50 to 

64 did not utilize the internet even when available.57  These demographics are 

relevant even today and odds are that these percentages have not changed much. 

The elderly, taking up a large percentage of the North American population, 

have not and most likely will not continue to utilize the internet as a technology 

as it pertains to religion or otherwise.  This decreases the number of individuals 

who use those websites and smartphone apps furthermore, any internet and 

smartphone users belong to the younger generation who have either grown up 

knowing nothing but the internet or grown up in an age where the internet has 

shaped the world around us. 

 Although Karaflogka has provided considerable insight into how this 

technology is being used by people and what sorts of people have access to it, 

the relationship between the internet and religion—up until the mid to late 

2000’s—has been limited.  Beginning with Ellen Larsen, I will begin to trace a 

history about the role religion has played in the online sphere and how we could 

potentially approach its study. 

Ellen Larsen provides relevant statistics to illustrate exactly how many 

people are using the internet for religious purposes.  She found that, in 2004, 28 

million Americans used the internet to gain information on religious faith or to 

connect to those who may share their faith.  Larsen also determined that 25% of 

all internet users in North America have looked for religious information online 

                                                 
57 Ibid. 59. 
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at some point in time, and that three million people find religious information 

from the internet every day.  This is a significant increase from two million 

people the year before.58  Larsen also ascertained that the number of people who 

use the internet with the intention of searching for religious information, 

spiritual or otherwise, is greater than those who gamble online, trade stocks 

online, use web auction sites such as e-Bay, place phone calls on the net, access 

online banking, or use internet-based dating websites.59  She discovered that, 

after the September 11 terrorist attacks in 2001, an interesting phenomenon took 

place: there was a 41% increase of people who had never used the internet 

previously for religious reasons who began using it to either send a prayer or to 

receive one.  She notes that 23% of internet users turned to the World Wide Web 

to locate information on Islam and 7% started using the internet as a way to give 

charitable donations.60 

Out of the 28 million Americans that used the World Wide Web for 

religious purposes, 67% looked for information about their own faith while 50% 

looked for information about faiths different from their own.  It was also found 

that 38% e-mailed a prayer request, 38% downloaded religious music, 37% gave 

spiritual guidance through e-mail, 34% bought religious paraphernalia online, 

25% downloaded sermons, 14% went online to find a new church, 10% 

participated in a religious chat room and 4% partook in online worship.  Some 

                                                 
58 Elena Larsen, “Cyberfaith: How Americans Pursue Religion Online.” In Religion Online: 

Finding Faith on the Internet, by Douglas Cowen Lorne Dawson, 16-20. (New York: Routledge, 

2004), 17. 
59 Ibid. 17. 
60 Ibid. 17. 
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additional surprising demographics are that 64% of internet users who searched 

for religious material felt that the net provided a far easier way of gaining 

knowledge on a particular religion than more traditional ways and that 44% of 

users found that the internet gave easier access to prayer and devotion than what 

can be found off-line.61  The most important point to keep in mind with respect 

to these statistics is that they do not represent demographics outside the United 

States; there simply is not equal representation when it comes to activity online, 

religious or otherwise.  The internet itself has become a very important aspect in 

the lives of people in many countries in the world, but for others there simply is 

no way to get this access, whether it be for geo-locational or economic reasons.  

According to the CIA World Fact Book, there are an estimated 316 million 

people in the USA; of those, 245 million are internet users.  In Canada, with 33 

million inhabitants, 25 million are internet users.  If one were to take a look at 

India’s population versus internet use one would find that, with a population of 

just over 1.2 billion people, only 61 million are internet users in the traditional 

sense.62  When it comes to cellular use from the same site, the US is the third 

highest in the world at 290 million users compared to Canada’s which is ranked 

37th in the world with 27 million users.  In India, even though their internet 

access ratios were only a fraction of the total population, cellular penetration 

falls in at 893 million users, the second largest number in the world.  This 

                                                 
61 Ibid. 19-20. 
62 Central Intelligence Agency, The World Fact Book. Accessed May 4th, 2013.  

https://www.cia.gov/library/publications/the-world-factbook/. 
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illustrates mobile access percentage to be far higher than that of basic internet 

infrastructure and access for all three countries.63   

The gross disproportion of people in India who have access to the 

internet and those who do not compared to that of the United States and Canada 

is staggering.  It needs to be emphasized that these demographics favor the West.  

When it comes to cellular access, it seems to be about the same average in India 

as in the West.  Since cellular connections are more common and multi-faceted, 

not to mention mobile, more users will be able to gain internet access through 

phones rather than through computers with hardwired internet connections. 

So what does this have to do with religion?  How can a computer mixed 

with a million miles of cable change the religious experience of a person?  As 

Brenda Brasher notes, the term “cyberspace” was originally introduced to the 

public through William Gibson’s 1985 book, Neuromancer.  The term is based 

on an experience partly imaginative and partly physical when interacting with 

computer-facilitated electronic communications.64  The term “cyber-religion” is 

defined by Brasher as a presence of religious organizations that participate in 

religious activities in a semi-imaginary place.  Brasher explains that, by the late 

1990s, it was common place for people who had undergone religious 

experiences at parachurch functions to congregate afterward in cyberspace to 

confirm and support their experiences.65  With a rise in popularity to utilize the 

                                                 
63 Ibid. 
64 Brenda Brasher, Give Me That Online Religion. (San Francisco: Jossey-Bass Inc., 2001), 29. 
65 Ibid. 30. 
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internet as a means for religious interaction, a new trend arose which saw 

religious groups creating global prayer chains, online multi-user religious 

rituals, and providing a multitude of religious instructions for practitioners.  

Mixed with these new online trends were multiple hybrid attempts to blend 

existing real-world religions with online venues.  In conjunction with the 

internet’s potential, as described by William Gibson, and the persistent attempts 

at using this new form of communication by individuals seeking a different kind 

of spiritual connection, religion and technology have been fused together as 

never before to create an all-new user experience. 

Religion online and the impact it has on physical institutions is difficult 

to assess because virtual worlds have real, as well as virtual, repercussions.  The 

first of such implications that I want to address is human reliance on technology.  

As Brasher explains, people have expectations for their relationships with the 

divine similar to their relationship with cyberspace.   

Brasher continues by describing how religion in cyberspace also creates 

the perfect atmosphere for marketing commodities.  For economies that need a 

boost and where governments are unable to provide motivation to buy things, 

well-marketed transcendent goals can motivate millions of people.66  This same 

reasoning can be used regarding smartphones and smartphone applications and 

how people feel when their smartphone or application stops functioning 

properly.  From a commercial perspective (as discussed in chapter two), 

                                                 
66 Ibid. 167-187. 
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smartphones create a new way to inject revenue streams into any given country 

by app purchases or in-app advertising marketing models. 

Brasher explains that due to the nature of the internet’s virtual 

environment, cutting it off from religion would be like removing the mountain 

before Moses came across the burning bush.67  It is likely to assume, taking into 

account historical context, that those who will shape the religion of the future 

will be those that participate in virtual religion now.  How this implicates the 

real world will be illustrated in how the real world responds to this phenomenon.  

Brasher suggests that, due to the public domain of cyberspace, religious 

expression will flourish; the difficulty is putting a structure in place to support a 

virtual system.  The task, although immense, could have vast rewards.68  This 

same implication exists with smartphones.  Much like the internet, those who 

participate in using smartphone applications for religious purposes will in turn 

be driving the change that may happen with brick and mortar institutions.  

Unlike the internet, however, the structure that exists for smartphones is the 

marketplaces and the platforms these devices run on.  As mobile communication 

technologies continue to give access for users to express themselves, the access 

points will remain the markets through which these applications are available.  

The internet promises universal access, provided a computer and an internet 

connection are present.  Smartphones, however, do not offer this level of access.  

Different phones may or may not work for some apps even if the operating 
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system is shared.  These markets in turn will become the pillars of a mobile 

religious experience.  Unlike a website, a religious group cannot simply offer an 

application to the world from its home place of worship and expect to reach a 

large audience.  Rather, if it wishes to gain maximum penetration of followers, it 

would be catering to the marketplaces and, by proxy, the operating systems that 

people use. 

So what about the approach to studying religion online?  How have some 

scholars organized their research focus so they could create a framework to 

study this phenomenon and, more importantly, what is the best way to approach 

a new area of religious studies?  In Religion on The Internet: Research Prospects 

and Promises (2008), Lorne Dawson opines about how to go about measuring 

this phenomenon.  Dawson explains that to even begin to study religion on the 

internet, one must first have some accurate data.  In the beginnings of this 

scholarship there was an emphasis on description and theoretical speculation.  

With respect to acquiring accurate data, Dawson points out that there are three 

different types of information we need to know.69   

The three avenues of scholarship that must be explored are, firstly, as 

scholars we must know what is on the internet, who has placed it there, and for 

what reason.  Secondly, Dawson explains that we need to know how many 

people are using these resources, how often they are being used, and how they 

are being used.  Thirdly, we must know what kind of impact the usage of the 
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internet for religious purposes is having on a user’s religious beliefs and 

practices.  It is important to inquire as to whether religion online is having a 

transformative impact or if it just reinforcing the institutions it is representing in 

the physical world.70   

This same approach would be prudent to undertake when beginning to 

look at religious/faith based smartphone applications.  In this thesis there is an 

attempt to undertake all three to varying degrees.  The focus of this thesis is to 

show who is using them, who is making them, and what they are facilitating for 

the users as well as what smartphone platforms are hosting these applications 

and what religions are being represented.  As I mentioned earlier, it is hard to 

gain information directly from users of this technology because of the nature of 

anonymity when using the internet and marketplaces for religious/faith based 

purposes or otherwise.  To accomplish this entirely one would need to have the 

cooperation of companies who run the four main OSs.  To date, both Google and 

Apple – the two largest – have declined to answer my questions and requests for 

a comprehensive lists of applications on their marketplaces that fall into the 

category of religion.  This is unsurprising as even smaller markets such as 

Samsung Mobile or, at a service provider level, SaskTel Mobility have refused 

to give out any information as to penetration rates and usage statistics, even raw 

ones. 

Similarly, in terms of space and community I would like to elaborate on 

Heidi Campbell’s views of religion as a network.  Earlier during the 
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introduction, I outlined some of Campbell’s views on space and how community 

has changed to function within that space.  Campbell explained that this change 

from traditional notions of community and identity, changes the understanding 

of the religious self to one that is more malleable than fixed.71  She asserts that 

individuals are able to perform and assemble their identities online through 

digital resources which in turn are used to connect this digital identity to a 

common group.  This forces a reflection of a changing global perception of how 

the nature of the self fits within wider society.  This creates a shift in authority 

which affects the traditional religious power structures, creating new 

gatekeepers as new authority, a change in relationship that can have a drastic 

impact on these new online structures.72  This is an important power struggle to 

highlight because the leaders of the offline structures now seek to cement their 

positions of control in the wake of newly empowered sources.  This raises issues 

of legitimacy, authenticity, and status within the given social sphere.  Online, 

networked interactions create new possibilities for highly individualized and 

innovative hybridized traditional forms of religious practice.73 

These ideas of how space, community, power and authority are changing 

are exactly the ideas I would like to graft to my work on religious smartphone 

applications and religion in the realm of mobile communication technology.  To 

put this in perspective, when religious authority aims to find itself online and 
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72 Ibid. 20. 
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establishing its virtual presence, they need to go through technological 

gatekeepers and not all gatekeepers are the same.  In the case of social media, 

the gatekeepers are the creators of the social media experience.  With this in 

mind these companies themselves do not exert their authority as long as 

common guidelines of social respectability are observed.  This means that 

offline leaders could ensure the same levels of authority as one would find in the 

physical world.  Much like the physical world, religious leaders must function 

within the parameters of the society in which they operate or risk being forced 

out, social media sites such as Twitter, Facebook, Tumbler and YouTube are no 

different.   

In web based examples of religious community and space, access from a 

North American perspective is not as much an issue.  Computer access, although 

not 100%, has reached a point of environmental saturation where gaining access 

to a web browser to visit a website is not as difficult as it once was.  Although 

computer access and internet access are two separate things, the prevalence of 

open Wi-Fi and Mi-Fi technologies, have certainly changed how access to the 

internet is looked upon in the developed world.74  Keep in mind that a website or 

social media site could be visited from a multitude of technologies such as game 

consoles, phones, tablets, smart TVs, and laptops. 

                                                 
74 Open Wi-Fi refers to open wireless internet locations, most often found in downtown districts, 

restaurant chains, and other locations that would see a large amount of foot traffic.  Mi-Fi refers to a 

growing trend of personal hotspots.  This is most often seen as a feature in smartphones that broadcast 

their mobile internet out as a Wi-Fi signal, allowing other technologies to connect and use its bandwidth.  
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Smartphones convolute this notion of gatekeepers and change even the 

newest notions of digital authority.  When overlapping with web based 

communication technology, smartphones replace the computer, the OS replaces 

the web browser, and the applications replace the websites.  With smartphones 

there is an added layer of gatekeeper and authority, and that comes in the form 

of the marketplaces.  At first glance one could argue that they function the same 

way as ISPs which act as gatekeepers between the user and where the website is 

being hosted.  The difference is in the connection between the OS, the markets, 

and the users.   

Although I will go into more detail in chapter two, generally applications 

can only be downloaded through the respective markets.  This drastically limits 

the abilities of physical religious leaders to assert their authority through 

smartphone applications entirely.  Not only is the process an expensive one, all 

sorts of issues regarding access, authenticity, space, and community appear.  

From the perspective of space, although I will discuss this more in chapter three, 

smartphone applications function in the realm of shared personal space.  

Occupying the screen with information, offering up interaction temporarily until 

the user closes the application and moves on.  This creates what can only be 

viewed as religion on demand, or a religious experience that is not hinged on 

traditional views of time and space.  Once the application is installed, unless 

reliant on a database, will function on that device with or without an internet 

connection, no longer forcing a user to facilitate a need for access which is a real 

concern with other forms of online content.  Additionally, when it comes to 
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issues of space and religious smartphone applications, the concept of mobility is 

key.  With smartphones, the religious experience is taken with the user, to be 

engaged at times of convenience.  With laptops and computers these times of 

convenience are considerably restrained in comparison. 

The notion of community is especially distinct and reliant on a firm 

understanding of the different OSs and the implications of that use.  With other 

forms of online technology there is some notion of equal play.  That is to say 

that a Toshiba laptop will display any website the same way as an iPad does, that 

multiple users can subscribe to multiple technology brands and still share and 

engage within their community groups equally.  This is not the same as 

smartphone applications; it is this difference that drives the importance to 

explore the relationship between users and the different platforms.  For example, 

if a religious group commissions an application rather than a website, that same 

group would need to commission the creation of four applications to make it 

completely available and accessible to anyone with any smartphone.  This 

creates a logistical nightmare for any project manager, with even corporations 

focusing on two, maybe three, platforms for interacting with their client or 

customer base.  The underlying point is that if an application is created only for 

an iPhone and is used by that group as the primary mode of communication, if 

allowing likeminded technological ideologies to flourish within the group and 

others to fail, you effectively create little hot pockets of electronic colonialism.  

This creates a situation where membership in a religious group is contingent on 

the technological ideology that the group subscribes to.  
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As will be outlined in chapter three, the basic idea behind my proposed 

method for studying dispersal rates of religious smartphone applications was to 

create a method to catalogue data on all applications found under a certain 

search term.  In the case of this thesis, I created a list of eighty-one different sub-

religions which fell under sixteen main-religion categories.  By organizing data 

in this way I would be able to compare the digital presence of different religious 

traditions based on the applications found under each search term for each 

market.  These findings are then comparable not only between traditions but by 

each operating system.  This OS comparison would be able to answer the 

question, that if indeed certain traditions showed disproportionate representation 

from one platform to another, what that tells us about the study of religion.  This 

type of inquiry relates back to Campbell’s point regarding the navigation of 

power and authority, that by showing what religions are predominantly 

represented on what platforms one could begin to see what OSs are acting as 

gatekeepers for what religious traditions. 

Throughout this thesis, terms like digital, online and offline are used to 

highlight the realm in which these virtual products and interactions exist.  To 

make sense of this I turn to Heidi Campbell’s terminology when dealing with 

the digital world.  Campbell suggests that the term digital religions describes 

technology and cultural spaces that are invoked when discussions about blended 

online and offline religious spheres takes place.  She continues by pointing out 

that digital religion can be thought of as a bridge that connects and extends 

online religious practices and spaces into offline religious context.  Merging of 
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these new and established ideas about religious practice means that digital 

religion is imprinted by both the traits of online culture and the traditional 

religion.  This can be seen through interactivity, convergence, and audience-

generated content which historically have been grounded in communities.75  

Campbell explains that these assertions echo early discussions about the 

religious digital done by Hoover and Echchaibi (2012).  She continues, that 

Hoover and Echchaibi suggested that lived religious belief and practice 

converge with digital technology causing a third space to appear, that digital 

religion as a concept acknowledges the unique characteristics of digital 

technology, that culture shapes religious practice and beliefs and that religions 

seek to culture and add media contexts about established convictions of the 

nature of reality and the larger world.76 

 

1.4: Ethical concerns 

Ethical concerns are important to consider when creating an approach to 

studying religion and smartphones.  Jennifer Cobb has provided a road map for 

considering the ethical concerns that may exist in this study. To have religious 

expression exist in the virtual but maintained through the physical, ethics will, in 

all likelihood, play a significant role.  As Cobb explains in Cyber Grace (1998), 

there are five areas of ethical concern that can make or break the widespread 
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Understanding Religious Practice in New Media Worlds, by Heidi A. Campbell, 4. (New York: 
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success of religion online.  The first of these is the pursuit of connection 

between people and people and their understanding of divine, both of which can 

come in many forms.  As physical entities, people engage the internet in such a 

way that syntax can have real-world implications as the digital spills into the 

physical through responsive actions to internet based content.  The same can be 

said for smartphones.  Although they facilitate the same types of access one can 

find on a laptop or computer, smartphones offer a multitude of new experiences 

and ways of connecting to the world.  

Cobb’s second area of ethical concern is the fostering of diverse voices 

and expressions of the human experience.  As she explains, diversity is one of 

the pillars of a rich human experience.  Cyberspace plays a unique role in that it 

ties people together through a global experience.  This can be a double-edged 

sword because of the threat of electronic colonialism; it is important that the 

world does not shift into one point of view.  As a useful tool of diversity, 

cyberspace can be guided in many different directions: it is up to users to make 

those decisions and guide religion online.77 

In regards to smartphones apps, the diversity exists within the operating 

systems.  Not all applications are available on all platforms and even 

applications that do work cross-platform will vary slightly from operating 

system to operating system, as well as device to device.  The threat of 

smartphone colonialism is less of a concern because of the nature of mobile 

platform competition.  It has been my experience that some people will rally 

                                                 
77 Ibid. 237. 
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around an operating system with such fanaticism that, regardless what better 

options are available, these platforms create their own, almost “religious”, cult 

of followers. 

The third area Cobb highlights is the ability to understand religion in an 

online context.  One has to evaluate the internet as part of a global system 

because the internet does not simply exist in a vacuum. Users must look at how 

we implement technology and ask questions such as who will this help or hurt 

and what are the ramifications of this or that action.78  The same can be applied 

to markets, where the administrators have a responsibility to ask these questions.  

From a user standpoint, the apps exist in personal space and are generally 

engaged individually by the user; the questions of will this help or hurt and other 

ramifications do not really apply.  An example of this would be books with 

questionable material. It is not the author or the reader that is responsible for 

taking these into consideration (although I believe it would help if they did) but 

rather it is the responsibility of the distributer or the book store to decide what is 

appropriate or inappropriate by using guidelines set forth by our individual 

cultures.  When it comes to the smartphone platforms for Microsoft and Apple 

there is a vetting process that aims to weed out material deemed offensive or 

malicious, but not everything can be caught, and some things balance on the 

point of acceptability and will be published anyway.  For some platforms, 

however, like that of Google’s, a vetting process simply doesn’t exist but rather 

happens at the peer to peer level. 

                                                 
78 Ibid. 238. 
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Being driven by clear intentions is the fourth area of ethical concern 

identified by Cobb.79  Regarding smartphone applications, the intention is far 

blurrier than that of the internet.  Visiting a website is fairly straight forward in 

what one is going to potentially experience when engaging the material, but with 

smartphone apps all you have is a description which may or may not be 

misleading to the user searching out specific religious apps.  The applications 

themselves may be money-oriented or view-orientated and the user will not 

know if it is quite what they are looking for until they purchase, download, open 

and engage the app.  By then, an investment by the user has been made, whether 

the app is useful or not.   

The fifth and final ethical guideline that needs to be addressed is to 

simply nurture creativity.  This, Cobb feels, is the most important consideration 

because creativity has the ability to enrich experiences and provide 

understanding that can ultimately guide a spiritual life.  It is essential to 

maximize the experience of the user’s imagination within cyberspace so that 

users discover new applications that can enhance their experiences.80 When it 

comes to smartphones, the industry itself allows for the nurturing of creativity.  

High download ratio apps most likely do well because they are changing the 

experience and offering something different than other apps that fall into the 

same category.  Users are participating in this underlying voting process by 

supplying their vote via a download, allowing some forms of creativity to be 

                                                 
79 Ibid. 238. 
80 Ibid. 238. 
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fostered and others to fail.  These real-world issues are at the heart of the 

discussion of whether or not religion on smartphones will flourish or whether it 

will simply be a blip on the pop-culture radar.  It is the choices and decisions of 

the devout and the imaginative that will drive religion online and, consequently, 

religious smartphone applications into a new frontier.  When it comes to the 

existence of religious smartphone apps, it is clear that ethical concerns need to 

be taken into consideration because these apps do not just exist in a bubble.  

They have the ability to help but also harm those who use them and, much like 

any form of religious expression, have the ability to draw in users and create a 

symbiotic relationship to cultivate the relationship between the believer and the 

divine. 

Chapter one highlights two very important concepts.  Firstly, that the 

internet and mobile communication technologies did not simply blip into 

existence on their own.  These two technologies had to undergo their own 

evolutions and, by proxy, have had an incredible impact on the social and spatial 

evolution of all human kind.  Because of this and because religion itself is a 

human social mechanism, these technologies have had sweeping implications on 

the social and spatial beliefs of both those who practice religion and the 

institutions that act as conduits of faith.  Examples of this can be seen through 

the explosion of social media as a new mode of religious communication, both 

by the followers and the leaders of religious communities, as is the case of the 

Pope or the Dalai Lama.  Illustrating what work has been done and what 

approaches have been utilized to create a framework for this area of study, I 
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have been able to adapt these same approaches to the study of religious 

smartphone apps and the mobile communication technologies that they exist on.   

Now that a firm understanding of what smartphones are and how this 

technology functions, next I am going to go into detail as to what OSs are 

available, how each has approached the concept of a marketplace from a 

different perspective, as well as the demographics of not just smartphones users 

but the OSs people are using and to what end.  It is these specifics in chapter two 

which will allow me to paint a picture as to who could be using these 

applications as well as how these platforms may differ between one another. 
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CHAPTER TWO: 
SMARTPHONES: WHO IS USING THEM, WHO IS 

MAKING THEM, AND WHAT THEY ARE DOING FOR PEOPLE 

 

 

 

[ Fig 2.1 iPhone vs Android vs. BlackBerry: Idan Schneider “iPhone vs Android vs. 

BlackBerry”. Nov. 03, 2010 http://www.csectioncomics.com.] 
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Although the above comic is satirical in nature, it does point to an 

underlying stigma of some smartphone users and even developers regarding how 

they may be perceived by users of competing platforms.  In April of 2012, 

Instagram, a photo-sharing application exclusive to Apple’s iOS platform, 

became available on Google’s competing Android platform.  Some Apple fans 

felt personally offended that an application created for and made popular by 

iPhone users was now shared with the technological rival. While such contempt 

describes only a small vocal minority of Apple supporters, their criticisms were 

loud enough to attract media attention.  One tech site article published a variety 

of Twitter comments such as, “Now that Instagram is on Android it’s gone from 

being like The Hamptons to being like a homeless shelter in Brooklyn”, 

“Android getting Instagram is like Walmart getting Jordans…” and “Oh, great. 

Instagram is now available for Android phones.  Now I’m going to be forced to 

see what poor people eat for dinner”.81  The article’s author points out that such 

distain for another platform has taken on a socio-economic form.82  For some 

iPhone users, using Android meant that you were poor and a social inferior, 

suggesting how die-hard fans may influence technological behavior.  This 

important point—the correlation between certain groups and smartphone use—

will lay a foundation for potential issues which could arise from one religion or 

                                                 
81 Shaylin Clark, iPhone Users Whine As Instagram For Android Hits A Million Downloads. 

Accessed May 12, 2013. http://www.webpronews.com/iphone-users-whine-as-instagram-for-

android-hits-a-milllion-downloads2012-04 
82 Ibid. 
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another dominating one smartphone platform over another.  This potential 

domination of platforms will be discussed in greater detail in chapter three. 

As suggested by the comic, stereotypes associated with users of smart 

devices exist just like those of ethnicity, race, or religious affiliation. Such 

stereotypes are not all meant to be negative; some aim to make light-hearted fun 

of a certain aspect of the “average” user of a particular platform.  For instance, 

Samsung’s popular “The next big thing is already here” commercials poke fun at 

iPhone users waiting in line for the newest Apple technology, which is behind 

existing technologies already bundled into Samsung devices, for example near 

field communication (NFC).  Similarly, a recent Microsoft commercial paints an 

exaggerated picture which surrounds the feud between iPhone and Samsung 

Galaxy (Android) users while promoting their own platform as a safe alternative 

away from the fray. 

In this chapter I outline the four main smartphone platforms in North 

America (iOS, Android, BlackBerry, and Windows 8) with particular attention to 

user behavior regarding applications.  I will then examine the online 

marketplaces for each OS and how they store and distribute applications.  

Finally, this chapter provides statistics for each platform and their mobile use in 

general.  Statistics on “just-in-time” search queries, penetration rates, 

demographics on age, gender, household income, education levels, and other 

important information will illuminate not just how widely used smartphones are 

but who specifically is using them and how statistical information on 

demographics contributes to our understanding of smartphone users and 
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technology.  By gaining insight into the users of smartphones we may gain 

insight into the potential users of religious smartphone applications.  

 

2.1: Smartphone platforms: a basic overview. 

 Two very important aspects should be kept in mind when looking at 

building a basic overview of smartphone platforms.  Firstly, that each platform, 

(although sharing several similarities) offer up their own unique take on how 

these devices can be used to not only assist our professional lives, but our 

personal lives as well.  The second main aspect is that with these platforms 

having their own unique take on design and interface, religious applications are 

designed to utilize these differences to create all new religious experiences, 

which can only be found on each individual platform. 

The first major smartphone platform to have appeared on the North 

American market (1999) was BlackBerry, formally known as RIM or Research 

in Motion.  Unique to the BlackBerry OS is that it was the first platform to 

revolutionize how smartphones were becoming the dominant communication 

tools.  It offered tools for the user to use beyond text messaging and voice 

communication and allowed for easy transferring of multimedia through e-mail 

and BlackBerry messages which, at the time, was virtually unheard of (with the 

exception of Palm’s Trio devices).  During the early to 2000s there was virtually 

no competition for BlackBerry. The platform consequently became synonymous 

with first-in-class business tools among business and government sectors. 

Eventually, with a combination of lower cost data plans and better subsidization 
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through carriers, BlackBerry began to find their devices in the hands of different 

types of consumers.  With BlackBerry Messenger (BBM)83, the smartphone 

evolved beyond powerful messaging tools into devices that focused on a rich 

multimedia experience.  Now on their ninth generation of BlackBerry software 

one can see how this platform has evolved over time from something that dealt 

with small icons and a less than forgiving menu navigation scheme to a smooth, 

gesture-based platform that emphasizes the naturalness of a smart device as an 

extension of the user. 

In contrast, Windows Mobile devices have had a much more turbulent 

time as Microsoft chose a different approach with their smartphone platform.  

Unlike BlackBerry, Windows Mobile devices were generally distributed in 

licensed deals with hardware companies.  While RIM was finding its greatest 

success in the 2000s, a company named Palm placed Microsoft software on its 

devices in order to compete with the BlackBerry.  By creating a miniature 

Windows experience, Microsoft felt that users would identify with its personal 

computer software and feel more comfortable navigating the device.  With only 

BlackBerry and Windows Mobile devices dominating the marketplace there was 

still a competing focus on what would make a better business tool.  Much like 

the BlackBerry, Windows Mobile grew to include messaging services, most 

often through their imbedded MSN (Microsoft Network) messaging services and 

mobile versions of Windows Media Player.  But the days of BlackBerry and 

                                                 
83 BBM was a data driven version of text messaging which allowed for the user to attach 

pictures, voice notes, and messages that exceeded 140-character limit that standard text 

messages adhere to. 
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Windows Mobile at the top of the market were to come to an end.  As new 

platforms began to emphasize an application-based experience, both BlackBerry 

and Microsoft lost marketshare.  This commercial decline would ultimately 

affect Microsoft the worst as its marketshare dwindled to the point of being 

virtually nonexistent, forcing a reboot in the form of Windows 8 (2012).  With a 

bold new approach to user interfaces, Windows 8 emphasizes a tile system that 

allows the user to place their pocket Bibles next to their contacts in such a way 

that apps with the highest usage will likely be closer to the top of the tiled app 

list rather than the bottom, if on the tiled home page at all.  Rather than create a 

mobile OS that looks and acts like a computer, the Windows 8 platform is 

unique in that Microsoft took a mobile OS concept and replicated it throughout 

their entire OS lineup.  This allows for a seamless user application interface 

across tablets, phones, and computers that are identical. 

The third major mobile platform to emerge in the North American market 

is Apple’s iPhone.  Throughout the 1990s, Apple was viewed as a company that 

offered a solid commercial alternative to Microsoft Windows. By sacrificing 

high compatibility ratios for smooth efficient programs and applications, Apple 

created a small niche for themselves within the design and educational sector.  

The company eventually saw an opening for a product that could provide a rich 

multimedia experience by first focusing on music with their iPod series of 

devices and then expanding, in 2007, into the application and game markets with 

their iPod Touch and iPhone.  This was the starting point for an individual 

application experience and truly first of its kind in its combination of aesthetics 
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and functionality.  Instead of bulky operating systems that constantly ran 

applications, the iPhone offered a fast, clean user experience that allowed 

developers to make applications without the risk of high fissure rates as newer 

devices came out.  As an added bonus, it emphasized simplicity.  Anyone could 

pick one of these devices up and most likely be less overwhelmed navigating it 

than either BlackBerry or Windows Mobile device.  Significantly, the iPhone 

and iPod Touch devices were the first to have an online marketplace.  By 

utilizing what Apple had learned with iTunes they were able to offer a virtual 

store that would allow developers to put games, time wasters (mini games that 

are meant to pass small brackets of time), books, utility apps and other programs 

onto the marketplace for users to download from their phone, Mac, or Personal 

Computer (PC).  With a successful advertising campaign, Apple has since taken 

away and secured a large portion of the marketshare that BlackBerry and 

Microsoft spent years trying to connect with and accumulate.  Now in its 10th 

rendition, the iPhone has found itself in a position to be the go-to device for a 

safe, simple, and rich experience that allows for people to connect with the 

world in ways that could never have been imagined in the early days of 

smartphones. 

The fourth and most recent of the main North American platforms 

important to this study is Google’s Android (2007).  Android shares many of the 

same core ideals as Linux, on which it is designed, such as it being free and 

open-source software. Linux (1991) was mainly popularized by programmers 

and hacker culture, which led to the easy software installation and command-
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lines now used for mobile on Android.  While it competes with the iPhone using 

the same visual and categorical cues (such as application tiles, swipe gestures, 

and aesthetics design) Android is particularly unique among the four platforms 

in its ability to offer user freedom and customization.  Users can install apps 

through the side-loading method84 rather than through the marketplace, and the 

marketplace is most likely to have more free apps than other platform’s 

marketplaces.  The applications on Google’s Play Store are estimated to be 

about 70% free; Google has emphasized advertisement as a primary way of 

generating revenue for both the company and developers, a concept not shared 

by the other three major platforms.  Much like Microsoft, Google’s strategy has 

been to emphasize the software side of things and thus offers its operating 

system for free to other hardware manufacturers such as LG, Samsung, and 

HTC.  These manufacturers have subsequently created their own device lineups 

running Android.  This creates even more choices, options, styles, and 

incompatibility issues than the other three manufacturers combined.    

However, Android’s open-source has resulted in more fissuring than 

other platforms because of the large variety of hardware manufacturers who 

place their own user interfaces on Android.  This causes applications that may 

work on more popular devices to not work on less popular ones.  What sets 

Android apart from all of the others is the use of widgets and Live Wallpapers.  

Widgets are interactive apps that sit on the user’s home screen and can be 

                                                 
84 Side loading applications is the act of installing an app that has the physical .apk file (the app) 

on the device itself.  This would be done in place of downloading from a marketplace and tends 

to be used more in the custom applications and internet piracy circles. 
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interacted with by the user without launching the application itself.  For 

example, a widget could display the weather, beginnings of e-mails, and prayers 

of the day.  Widgets are attached to the applications that are installed so any 

developer can make a widget for their app to increase its functionality.  Live 

Wallpapers, on the other hand, run behind the home screen.  These wallpapers 

are not just simple pictures but rather interactive multimedia graphics and 

animated images that produce certain effects, such as water-like ripple effects 

when a finger is drawn across the screen.  Live Wallpapers (discussed in chapter 

three) allow for a different perspective on how religious apps are used on 

smartphones.  A normal application runs on top of the home screen so that a 

prayer app sits beside other apps but runs on top of them whenever activated.  

Live Wallpapers run behind in such a way that, technically, no matter what a 

user does, their actions take place inside or on top of the Live Wallpaper. 

To bring it all together, each of the four main platforms have played an 

important role in the technological and social evolutions of smart devices.  

BlackBerry was the first major player and set the stage for familiar messaging 

and multimedia.  Microsoft (once rebooted), focused their new platform around 

a tiled interface system that emphasized fluidity between mobile and W8 OS.  

Apple was a game changer for a new generation and offered aesthetics of 

simplicity, a clean look, and a dedicated marketplace.  Android, the newest of 

the four, revolved around an open source ecosystem which allows for greater 

user control, freedom, and customization.  With these core ideas in mind, 

religious applications and the religious communities that rally around them 
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would be utilizing these differences to customize the experience of those who 

use them.  

 

2.2: Smartphone application stores   

While the above discussion of smartphones importantly illustrates what 

smartphone platforms exist and how they offer distinct differences in UI, 

functionality, and application organization, it is only with further examination of 

their online marketplaces that we can fully appreciate what types of applications 

exist, what they facilitate for users as well as how users interact with these 

applications.85  In 2013, BlackBerry announced that their application store 

finally broke the 100,000 mark86.87   As mentioned earlier (and as will be 

discussed in chapter three), this by no means quantifies into a large amount of 

religious applications.  One must also keep in mind that, due to geographical 

locations, the lists of applications in the search results may change. Without a 

collaborative effort between scholars in other countries or the cooperation of the 

companies that maintain the markets, it is virtually impossible to get an accurate 

number of apps.  There is still, however, the ability to have a qualitative and 

                                                 
85 It is important to note that, due to an inefficient method to have just religious-based 

applications appear in a search query, there is no way to establish how many religion-specific 

apps exist on each market unless a proper method of measurement can be put in place.  This is 

explained in more detail in chapter three. 
86 Adam Zeis. Blackberry 10 Now Offers More Than 100,000 Applications To Customers. 

Accessed May 23, 2013. http://crackberry.com/blackberry-10-now-offers-more-100000-

applications-customers. 
87 In anticipation of Blackberry 10, which is the latest generation of their software, BB was able 

to coax another 30,000 apps from developers in just seven short weeks prior to, during, and after 

the launch of Blackberry 10. 
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functional approach to looking at the apps through search queries based on 

specific religions, canons, or functions facilitated by these applications. 

 When it comes to the marketplace, BlackBerry offers several ways to 

access the market and download from the store.  This can be done via a web 

browser, from BlackBerry’s home page or through a smart device itself via App 

World.88  From the browser or the smart device, the user is able to browse 

applications without a sign-in, but once an application is downloaded or 

purchased then the user must supply an existing BlackBerry ID or create a new 

one.  Much like other existing marketplaces on the World Wide Web, the user 

will be able to search directly with a search query or via categories if browsing 

is more their comfort zone.  The applications themselves will show a user rating 

from 0 to 5 stars, the developer of the app, and the title.  Selecting the 

application then gives the user the ability to see a description of the app, release 

dates, size, target market, and what version of the BB software that is supported 

as well as user reviews.  BlackBerry has also designed a way to use the browser 

version and the mobile version in tandem by displaying a QR code.89  Through 

these two methods of marketplace navigation the user is able to download 

applications to enhance aspects of their personal, private, or public life. 

 The second market under examination here, that of Microsoft’s 

application store, is set apart from other operating systems and marketplaces by 

its programming language, called C# (C-sharp), which is shared across several 

                                                 
88 App World is the name of BlackBerry’s smartphone application marketplace. 
89 A QR code is a quick response, two dimensional bar code that allows for interpretation of data 

imbedded in the QR code. 
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devices, in particular Windows 8 PCs, Windows Phone 7 and 8, Windows RT 

tablets, and the Xbox 360 and Xbox One gaming consoles.  Although not 100% 

cross-compatible yet, this type of uniform programming language allows for the 

potential of a flawless application experience that will work across devices and 

platforms.  The future potential for putting a standard programming language in 

place allows for users to download, for instance, a virtual shrine on their 

Windows Phone 8 and also download and use the same shrine in the exact same 

way on their television through a console or on their PC and RT tablets.  For 

users of Windows products, this allows for the integration of an application-

based lifestyle that spans across all of their Microsoft devices. 

 From a usage perspective, the market shows up on devices as an app 

called Microsoft Store.  This app is the access point for all users to download 

applications to their devices.  The www.ibtimes.com posted an article in early 

May 2013 identifying Microsoft’s virtually nonexistent marketshare and small 

application store compared to other companies, such as Apple and Google.  With 

only 145,000 apps, it is comparable to BlackBerry in size.90  Due to BlackBerry 

and Microsoft’s small marketplaces the size and the ease of navigating through 

the market without being overwhelmed with choices makes for a simplified 

experience for the user.  To access the marketplace, the user simply needs to 

login with a Microsoft ID.  This login works across all Microsoft devices and 

                                                 
90 Kondrad Krawczyk,Windows Phone 8 Store Has 145,000 Apps, Vastly Outnumbered By iOS, 

Android. Accessed Sept 15, 2013. http://www.ibtimes.com/windows-phone-8-store-has-145000-

apps-vastly-outnumbered-ios-android-1252757. 
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keeps track of apps, bookmarks, games, user settings, e-mail, calendar and other 

such communication tools. 

 Having discussed the smallest competitors in the smartphone market, we 

can now turn to the two companies—Apple and Google—that have brought the 

internet into the mobile age.  I will begin with Apple and its successful iPhone 

application store, iTunes.  As eluded to earlier, iOS was one of the first platforms 

to really grasp the importance and popularity of an app-based experience; the 

marketplace is user friendly and robust with a diverse application ecosystem.  It 

is through this understanding that Apple has led the charge in the mobile 

revolution.  Much like the other app stores, iTunes will only show apps available 

for compatible devices.  This means that the applications available for the iPad, 

iPhone and Mac computers can vary immensely.  This being said, purchases and 

downloads are kept track of by the user’s Apple ID.  An Apple ID is not only 

used for the application store but iTunes and iCloud services in general.  If one 

were to look at a download history of the applications of any given user, they 

would find an amalgamated list of utilities, time wasters, productivity apps, 

games, books, music and other potential applications that would give an additive 

experience to people’s religious beliefs and practices. 

 www.Pureoxygenmobile.com reported that as of January 7th 2013, the 

iOS App Store is reported to have 775,000 applications and counting.  The 

article outlines a comparison of what volume of applications existed for the 

other application marketplaces as of January of that year.  Comparatively, 

Google’s Play Store overtook iTunes with 800,000 apps with Windows Phone 
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and BlackBerry lagging behind at 125,000, and 70,00091.92 As mentioned earlier, 

a large store does not necessarily make for a quality store.  In this case, however, 

with Apple’s hands-on vetting process before applications hit the marketplace, it 

most often is.  Quality being the key both in app and device, this quality is 

exactly what Apple offers their customer base.  With only a small amount of 

variation between devices to run these apps and a controlled application 

submission system, users with iPhones will likely have very few problems with 

apps being cross compatible.  What this means in terms of this thesis is that 

users with older Apple devices that have become comfortable using a certain 

application for their respective mobile religious experience should be able to 

carry that experience onto their new phone (even though the user upgrades) as 

long as it is an Apple device.  This also means that the user does not need to sift 

through application after application worrying whether or not it will even work 

on the user’s device, as is the issue with some Android-powered devices. 

 As I outlined in the last paragraph, Google’s Android Play Store has the 

largest marketplace and holds the largest marketshare for all handheld devices.  

The difference lies in how it is completely open access.  Unlike any of the 

aforementioned marketplaces or platforms, the Play Store emphasizes the use of 

an advertising-for-profit business model.  Since Google supplies the operating 

system to manufacturers for free, manufactures can offer low to high cost 

devices to users of all socio-economic standing.  Furthermore, this same for-free 

                                                 
91 It is important to note that the Windows Phone statistics are coming from Oct. 25th of 2012. 
92 Pureoxygenmobile.com. How Many Apps Are In Each App Store. Accessed Sept. 02, 2013. 

http://www.pureoxygenmobile.com/how-many-apps-in-each-app-store/.  
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mentality has spread to the development community with a boasted 70% of all 

Android applications being free.  The developers, in turn, make money from ads, 

donations, or by offering a paid version with slightly enhanced features.  The 

downside of this type of open access model is the proliferation of applications 

that are poorly developed, falsely advertised, or malicious in nature.  Android is 

truly the Windows of old but in a mobile world.  These hidden dangers that litter 

the face of the marketplace, although getting better, do cause problems and have 

a tendency to prey on users who do not fully understand nor take precautionary 

measures to protect against malicious applications disguised as something they 

are not.   This can be blamed on the basically non-existent vetting process with 

submissions, as Google is in the business of offering a platform that is 

monitored and vetted by the community itself and not ruled over with an iron 

fist, as is the case with some of Android’s competitors. 

  One important observation to note is how each of the markets have opted 

to structure their revenue stream.  All four do make profits from the applications 

in their stores but for some it is more of an emphasis than others.  In the case of 

Microsoft, BlackBerry and Apple, the cost of doing business for selling apps for 

profit is done on a percentage basis, which hovers around the 30% mark.  When 

it comes to Google, as stated above, advertising profits are the motivation in 

keeping with all Google services such as Google Maps, Google Earth, etc.  This 

hotbed for application submissions that are not overseen by Google have been a 

gift and a curse for small religious groups and developers that want to bring 

religious content to smart devices.  On the one hand, it is a lot easier to get the 
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applications on the market and, with their small and niched user communities 

utilizing them, offering a free application with advertising profits provides the 

financial backing that allows these apps to potentially grow with time.  This 

permits any non-conventional religions or groups to side step any pushback they 

may receive from the other platforms, as their beliefs and views may have come 

into friction with the quality control rubric those markets are built upon.  On the 

downside, mainstream religious institutions have no control over applications 

that appear on the markets (especially Android), applications that are developed 

by ambitious members of their belief or developers aiming to make a quick buck 

on the backs of the devout.  Furthermore, when it comes to the largest two 

markets, these applications with low user usage statistics will not be easy to find 

unless searched for specifically or unless the user takes the time to go through 

the potential thousands of applications with a broad search criteria. 

 Although the above information explains the different operating systems, 

how they differ, and how the user interface experience will differ between OS to 

OS and market to market, there is still a disconnect from a user’s perspective.  In 

the next section I am going to take a look at the who, what, where, when, and 

why for users of smartphones.  In section 2.3 I will discuss the demographics 

that focus on age, gender, ethnicity, household income, and education levels as 

they relate to users of the different OSs and of smartphones in general.  In doing 

so, I will outline a correlation between these aforementioned factors and the 

different user bases that exist when it comes to smartphones.  By extension, I 
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will be showing what kind of access these different users will have to the 

different apps that will be outlined in chapter three.  

 

2.3: Smartphones: who, what, where, when, and why 

So how embedded are smartphone applications and smartphone use in 

today’s world?  To answer this, I would like to draw from some statistics that 

were released by e-mail-marketing-reports.com that gives some insight not only 

into North American usage but global usage as well.  The report explains that in 

the second quarter of 2012, over 27.4 million smartphones were sold in Western 

Europe alone.  When it comes to smartphone penetration, in the United 

Kingdom 47% of all mobile users are on smartphones.93  The implication here is 

that smart device adoption rates are not just a North American phenomenon but 

rather apply to Euro Western civilization as a whole.   The article continues by 

pointing out that for the global second quarter 2012 results, Android is the 

largest OS, taking up 68.1% of the marketshare, followed by Apple with 16.9%, 

BlackBerry at 4.4%, and Microsoft at 2.3%.94  From a North American 

perspective (a Canadian one, specifically), smartphones are being adopted at an 

exponential rate.  Infodocket.com explains that comScore reported, back in 

2011, that only eight million Canadians owned smartphones and that this figure 

                                                 
93 Mark Brownlow, Smartphone statistics and market share. Accessed Sept, 2013. 

http://www.email-marketing-reports.com/wireless-mobile/smartphone-statistics.htm. 
94 Ibid. 

http://www.email-marketing-reports.com/wireless-mobile/smartphone-statistics.htm
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only represented 40% of the mobile market in Canada.95  To put into perspective 

how fast demographics can change for manufactures and platform creators, 

BlackBerry was once the king of smartphones, holding 35.8% of the market.  

Apple at the time had fallen to 30.1% and Android brought up the low end at 

25%.96   

The same article explains that, in 2011, Canadian smartphone use was 

broken down so that 88% of smartphone users used their phones for text 

messaging, 84.2% downloaded apps, 74.8% used the web browser for search 

queries or visiting websites. 79.3% accessed news media, 44% used their phones 

for map information, 28.8% accessed banking information and 18.1% accessed 

QR codes.97  As these statistics are three years old (when smartphone use was 

rising), the numbers have likely grown since then.  Although there are no 

statistics for religion being practiced on or through a smartphone specifically, 

these statistics do show a trend that smartphone use is already being used for 

sensitive information such as bank accounts all the way up to how users access 

and bring in information from the world around them. 

 In 2012 there were some new Canadian statistics released by 

smbmarketingtips.com.  These statistics looked at how a North American 

consumer culture has altered its behaviors to those which are more in line with 

smartphone use.  Of those contacted for the statistical report, 33% were 

                                                 
95 Gary Price, Canada: Statistics: Smartphone Adoption Reaches 40 Percent in Canada. 

Accessed June 10, 2012. http://www.infodocket.com/2011/11/30/canada-statistics-smartphone-

adoption-reaches-40-percent-in-canada/. 
96 Ibid. 
97 Ibid. 
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smartphone owners.  Of those, 60% used their device every day over the last 7 

days; 79% do not leave home without their device; 93% use that device at home; 

83% used them on the go; 77% used them in brick and mortar stores; and finally 

56% of users access the internet daily from their device.98  From a consumer 

perspective, these statistics tell the following story: that 50% of users use their 

device to look up restaurants or bars, 29% to research or book travel, 88% use 

them to be entertained, 86% used them for communication purposes and 57% 

used them to stay informed.99  The article goes on to explain that they found that 

the average Canadian installed 25 apps, used an average of 9 apps in a 30 day 

period, and of those 25 apps, 6 were paid.  66% of users watched video on their 

device, 12% of which did so on a daily basis, and 74% used them for social 

networking purposes.100  What this tells us, much like I alluded to in the 

previous paragraph, is that actions—consumer or otherwise—normally 

performed either at a computer or through print media are starting to transform 

into mobile usage habits.  In the beginning of this thesis I mentioned that my 

goal was not to show that smartphones are replacing brick and mortar religious 

institutions but rather complimenting them, allowing users the ability to access 

information—religious or otherwise—seamlessly, on the go and most 

importantly, right from their smartphone.  As these trends continue to pick up 

momentum, one could theorize that institutions need to alter how they distribute 

                                                 
98 Smbmarketingtips.com, Canadian Mobile Consumer Behavior and Smartphone Usage Stats 

from Google. Accessed June 06, 2012. http://smbmarketingtips.com/canada-mobile-consumer-

smartphonr-stats/. 
99 Ibid. 
100 Ibid. 

http://smbmarketingtips.com/canada-mobile-consumer-smartphonr-stats/
http://smbmarketingtips.com/canada-mobile-consumer-smartphonr-stats/
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religious literature, reevaluate how they are accessed by the general public, and 

if access is indeed turning to a majority mobile percentage, the way in which 

that mobile majority usage will impact how community and sacred space are 

being viewed and acted upon in a mobile perspective. 

 As of February 2012, Pew Internet—an off branch of the Pew Research 

Center— released some statistics on American use of smart devices with a 

comparison from May of 2011.  In less than ten months, smartphone use had 

grown from 33% to 45% in the United States.  To put mobile use in the US into 

perspective, 88% of US adults are mobile phone users and of those, as 

mentioned above, only 41% are using normal non-smart devices.  This correlates 

to a majority smartphone ownership and utilization in the United States.101  

When looking at the total smartphone statistics broken down into demographics, 

one can see the generational and racial gap that exists with smart device owners.  

Of total cellular users, 49% of the men and 44% of women now identify 

themselves as smartphone users, an increase of 10 and 13 percent from May of 

2011.  The research project goes on to explain that Pew Internet found that smart 

devices are far more prevalent in the hands of users aged 18-24 and ages 25-35, 

which fall in respectively at 67% and 71%, an increase of 18% and 13% from 

May of 2011.  From there, the adoption rates begin to drop as the age categories 

increase in both adoption percentage and growth of rate of adoption.  For those 

                                                 
101 Aaron Smith, 46% of American adults are smartphone owners. Pew Internet: Pew Internet & 

American Life Project. March 01, 2012, Accessed Aug., 2013. 

http://pewinternet.org/Reports/2012/Smartphone-Update-2012.aspx. 

 

http://pewinternet.org/Reports/2012/Smartphone-Update-2012.aspx


81 

 

 

  

aged 35-44, 54% were smartphone users; those aged 45-54 were 44% likely to 

use a smartphone; those aged 55-65, 31% were smartphone users and finally 

those users aged 65+ fell in at just 13% for using smart devices.  As I alluded to 

earlier, when it comes to the growth aspect for the last four age brackets (starting 

at those ages ranging from 35-44 and finishing at those 65+) the growth 

generally shrinks, with the exception of those aged 45-54, from 10%, 16%, 9%, 

and finally the smallest growth of rate of adoption falling in at just 2%.102   

 Other categorical statistics relevant to understanding just how embedded 

smartphones are into today’s world and who has access to them are: 

race/ethnicity, household income, education levels and geography, each 

impacting demographics in their own way.  When it comes to race/ethnicity, Pew 

Internet explains that of those polled, 45% of white non-Hispanics used 

smartphones, 49% of black, non-Hispanic users of mobile phones use 

smartphones and finally 49% of Hispanic users were smartphone users.  

Interestingly enough, white non-Hispanic groups showed the largest growth 

from May 2011 to February 2012 with a 15% increase while the other two 

categories only showed a 5% growth throughout the year.103  From an income 

perspective, households that made less than $30,000 a year were only 34% 

likely to use a smart device which was a 12% growth over the year before.  

Those households that made between $30,000 and $49,000 were only 46% 

likely to have smart devices which showed a growth of 6% over the previous 

                                                 
102 Ibid. 
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year.  Those who brought home a household income of $50,000 - $74,999 were 

only 49% likely to use smart devices which showed a growth of 11% over the 

previous year, and finally those who had household incomes of $75,000+ had an 

adoption rate of 68% and had the second lowest growth of only 9%.104  From an 

educational and geographical standpoint, US users of mobile devices with less 

education were less likely to own smart devices.  With those who have less than 

a high school education only 25% were smartphone users, an increase of 7% 

over the year before.  High school graduates were 39% likely to have a 

smartphone with an increase of 12%, some college fell in at 52%, an increase of 

14% over the previous year and finally college+ had a 60% smartphone adoption 

rate with an increase of 12%.  As one could imagine, users that were in rural 

areas were only using smart devices 34% of the time with numbers increasing 

the denser the urban environment became.  Suburban users were only using 

smartphones 46% of the time and those classified as living in urban 

environments were using smart devices 50% of the time.  All three showed 

growth over the previous year with rural showing the strongest adoption growth 

of 13%, suburban with 8%, and urban showing a growth of 12% over the 

previous year.105 

 Pew Internet took their results one step further and provided statistics for 

combined age, income, and education levels.  What this showed is that those in 

the youngest age group—18-29—with less than $30,000 in household income 

                                                 
104 Ibid. 
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only had smartphones 58% of the time versus 72% for those who made more 

than $30,000.  Similar increases were shown across the board as socio-economic 

standings increased within the age groups of those polled.  Those aged 30-49 

were only 42% likely to use a smartphone versus 69% for those who made more 

than $30,000.  Those aged 50-64 were only 16% likely to own a smartphone 

while making less than $30,000 versus those who make more who fell in at 

44%.  Those who were at the highest age category of 65+ were only 5% likely to 

own smart devices while making less than $30,000 rather than 27% of those 

within that demographic who made more.  From an education perspective, those 

with less than a high school diploma aged 18-29 were 63% likely to own 

smartphones versus 70% for those with some college or those who were college 

graduates.  The same type of divide can be seen across all demographics with 

those 30-49, 50-64, and 65+ with less than a high school diploma only adopting 

smartphones 43%, 22%, and 8% of the time.  Those who had some college or 

were college graduates showed significant increases of adoption rate with 71%, 

44%, and 20%.106  It does seem that those in the youngest two brackets seem to 

be adopting smartphones more often, regardless of education level or economic 

standings, whereas the impact of lower education levels and income seems to 

impact those in the highest two age categories more severely.  This being said, it 

is likely—as the other statistics show—the larger percentages were probably due 

to the lower age brackets being more open to understanding and utilizing new 

technologies as well as being more likely to participate in the consumer culture 

                                                 
106 Ibid. 
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that has driven the mobile revolution.  Nonetheless, these adoption rates are 

staggering when looking at how all groups, regardless of age, race/ethnicity, 

household income, and education levels have still shown an increase in adoption 

ratios year to year, a number that will likely grow as time goes on.  This shows 

that smartphones as a technology are not only relevant and wide spread as far as 

use is concerned but show signs of year by year growth that, short of a drastic 

change in mobile communication technology, will most likely continue its trend 

until adoption rates plateau. 

 Finding out how prevalent mobile technology is, is only half of the battle.  

What has been shown is how popular these devices are and some of the 

ethnic/racial impacts and socio-economic differences that pertain to mobile 

adoption rates.  What has not been shown is the frequency which smartphones 

are being used to access real time data to get real time results, or in other words, 

engage the world through their device.  This type of usage is what will 

determine whether mobile revolution is a passing fad or if it is harbinger of a 

new wireless age, as hardwired internet and mobile internet converge in the 

cloud.  To put this in perspective, unless there is definitive proof that mobile 

users are using their devices to access information instantly, rather than taking 

the time to find a hard wired or Wi-Fi connection, the relevance of mobile 

applications, web access, and social media connections for religious material or 

otherwise remains inconsequential.  

 In May of 2012, Pew Internet released the findings of a research project 

that aimed to bring some demographical information to just how much a role 
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just-in-time information through mobile connections play.  So what do these 

findings tell us?  That 86% of smartphone owners have used their devices within 

30 days to coordinate a meeting or gathering, solve a problem they, the user 

themselves, or someone else has come across, decided whether to visit a 

business or restaurant, find information to help settle an argument, look up 

scores about sporting events, get traffic or transit information or to get help in an 

emergency situation.107  How this breaks down to differentiating between cell 

phones and smartphones for these usage habits can vary drastically in some 

categories.  When it comes to emergency situations, 20% of users were using 

smartphones compared to 18% who were using cell phones.  For traffic and 

transit information, 33% were using smartphones for this task versus just 5% on 

cell phones.  Looking up sports scores on smartphones were done by 39% of 

users versus 5% of cellular users, querying the internet to settle an argument or 

dispute was done 46% of the time by smartphone users and only 6% of the time 

on regular mobile devices.  Deciding whether to visit a business or restaurant, 

solve an unexpected problem and to coordinate a gathering was done 49%, 47%, 

and 50% of the time by smartphone users, whereas only 10%, 22%, and 32% of 

normal cell users did the same.108  These increases show that smartphones as a 

tool are allowing users to do more with their devices or at least are provoking 

that use, more often than with normal feature phones. 

                                                 
107 Lee Rainie and Susannah Fox, Just-in-time information through mobile connections. Pew 

Internet: Pew Internet & American Life Project. Accessed Aug., 2013. 
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108 Ibid. 
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 All of the information gathered from Pew Internet paint a picture that 

shows not only how prevalent smartphones are but also how they are being used 

increasingly for just-in-time information and, in all cases, more frequently than 

normal cell users.  This tells us that people that use smart devices are more 

prone to using the technology to reach out to the web at any time to grab 

whatever information they need.  Technological usage habits for religious 

purposes have been outlined earlier by Karaflogka, Larson, Dawson, Brasher, 

and Campbell, so it is not unreasonable to believe that smartphone technology 

would act like a gateway the same way computers have acted as a gateway over 

the last two decades.  This, in tandem with the penetration rates and shifts in 

consumer behavior, tells the story of how smartphones are not just 

revolutionizing how users interact with the web but is changing their instant 

information behavior as well.  For the purposes of this thesis—although not 

explicitly stated—one could argue that users who adopt smartphones are more 

likely to look up, research, interact, or commune with their chosen religious 

institution or belief than those who use normal cellular devices or feature 

phones.  As smartphones continue to squeeze feature phones out of the market, 

one could further speculate that user’s behaviors may begin to adapt to ones that 

are more in line with just-in-time usage behaviors. 

 What about the platforms?  How are the four different platforms playing 

a role when it comes to the demographics of users?  To answer this, 

techcrunch.com posted findings from a Forrester Research report from 2012 that 

outlines how the platform is divided up in regards to age, gender and average 
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household income.  When it comes to Generation Z which is comprised of those 

aged 18-22, Apple has the highest user numbers making up 16%.  BlackBerry 

was only adopted by Gen Z’s 5% of the time while Android and Windows Phone 

were being used 14% and 13% of the time by people aged in the same category.  

The next two age categories—Gen Y (ages 23-31), and Gen X (ages 32-45)—

take up the majority of all smartphone use on all four platforms.  For Apple, iOS 

is being used 34% of the time by Gen Y and 32% of the time for Gen X.  

BlackBerry found its greatest success in these age ranges as Gen Y makes up 

27% of adoption ratios and Gen X makes up 43%.  The same story can be said 

for Android and Windows as their Gen Y users take up 30% and 26% of those 

two platforms total numbers and those in the Gen X category take up 33% and 

36% of total users (keep in mind these are totals for each subsequent 

marketshare; for example, out of the 2% marketshare Microsoft has in North 

America, 36% of those users are aged 32-45).  As the report continues, the last 

three age groups, which are Younger Boomers aged 46-55, Older Boomers aged 

56-66, and Golden Generation aged 67+, the percentages drop off quite a bit.  

For iOS, only 10% were younger boomers, 6% were older bloomers and only 

3% were within the golden generation.  For BlackBerry the same story holds 

true with 16% being younger boomers, 8% were older bloomers, and only 1% of 

BlackBerry users were of the golden generation.  Following suit is Android and 

Windows Phone with 14% and 13% being of the younger boomers generation, 
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8% and 10% being those who are older boomers and only 1% and 2% are of the 

golden generation.109   

 These demographics also extend to gender as males are more likely to be 

using smartphones on all platforms.  Starting with iOS, they make up 57% of 

total users, BlackBerry is at 51%, Android is 57% and Windows Phone is at 

54%. Alternatively, those who identify themselves as female took up 43% of 

iOS’ total usage, BlackBerry users were at 49%, Android at 43%, and Windows 

Phone at 46%.  The most interesting statistics to come out of Forrester Research 

is on household income.  iOS’ users’ average household income is $105,200, 

BlackBerry users’ average household income sits at $95,400, Android users’ 

average household income sits at $89,300, and finally Windows Phone users’ 

make an average household income of $81,100.110   

Another article that took a look at the household income gap comes from 

comScore and offers some additional economic statistics which show iPhones 

back in 2007 with its original launch right through to 2012.  When it comes to 

the average household income of original iPhone users from 2007, 48% of total 

users reported having a household income of over $100,000.  This trend has 

carried through the years and as of 2012, comScore reports similar findings to 

                                                 
109 Darrell Etherington, Forrester: iPhone App Users Young and Wealthy, Android App Users 

Skew Older. Accessed June 08, 2013. http://techcrunch.com/2012/09/26/forrester-iphone-app-
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that of Forrester Research, that the household income of 42% of iPhone users 

still sit at the $100,000 mark.111   

 This is important because it provides insight into what the economic 

situation of iPhone users potentially is for the majority within one income 

bracket.  This also calls to the market environment discussed earlier; Apple’s 

pay for apps model says something about the customer base that are purchasing 

these apps.  Are all iPhone users wealthy? Most definitely not, but are the 

majority of iPhone users wealthy? The answer to that question is still no, but 

what is interesting is that that percentage of iPhone users that have a higher 

disposable income to potentially place back into the market is higher than the 

bottom three household incomes combined (7% make less than 25K, 14% make 

25-50K, and 19% make 50-75K).112  Without knowing the household income for 

the other platforms that are outlined, much like comScores iPhone release, there 

is no evidence that there is an economic divide.  It is in my opinion that with 

these statistics in mind, Apple iPhone users are more likely to be in a household 

with more disposable income than the other platforms.  One thing to keep in 

mind—that assists my hypothesis—are the handsets themselves.  Android 

manufacturers, by the very nature of the platform, are able to offer handsets at a 

cheaper price to accommodate those users that find themselves below the socio-

                                                 
111 Sarah Radwanick, 5 Years Later: A Look Back at the Rise of the iPhone. Accessed Sept 12, 

2013. Comscore. 
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economic situation that would allow for other flagship devices such as the 

iPhone to be purchased.  Apple, on the other hand, only produces one phone 

every few years and each phone has an extremely high price point.  Even with 

service provider subsidization, they may very well be out of the price range of 

users under a certain income bracket.  So how does this play a role in religion 

online and religion on mobile communication devices?  As mentioned earlier, 

not all apps are available on all platforms and as I will show in chapter three, 

some religious institutions have shown preferential treatment towards some 

platforms over others.  With this in mind, I argue that there is a socio-economic 

divide that exists between smartphones and, by proxy, the religious institutions 

that support one platform over another.  Whether there is intent when it comes to 

preferential treatment of these OSs is another story all together, one that, 

truthfully, without an outright admission cannot be proven.  As I will show in 

chapter three, however, there is supporting evidence to suggest that my 

hypothesis holds merit and is worth examining a little closer. 

 To fully understand what kind of digital difference exists in the United 

States, in 2012 Pew Internet released the findings of a project titled Digital 

Differences that aims to address just this.  The first important point to note from 

Pew Internet’s research is how mobile use is changing the story when it comes 

to a digital divide.  The findings show groups that would have normally found 

themselves on the other side of a digital divide in relation to basic internet 

access are now using wireless connections to reach the web.  Among these 

young adults, minorities, and those with no college experience and low 
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household incomes are more likely now to claim that their mobile device is their 

main source of internet access.  A second major change comes in the form of 

ethnic divisions.  When it comes to mobile phones both African Americans and 

English-speaking Latinos are just as likely as whites to own a mobile device and 

are more likely to use it for a wider range of uses.113 Pew Internet explains that 

when it comes to users who go online mostly using their cell phone, roughly one 

third do so because having high-speed broadband connections at home is not an 

option for a wide array of reasons that are not mentioned in the report.  Unlike 

other reports and statistics given earlier in this thesis, these seem to show the 

largest gap when it comes to race/ethnicity, age, household income, and 

education level.  When it comes to race/ethnicity, only 17% of smartphone users 

who identify themselves as White, non-Hispanic, use their smartphone for 

mostly mobile internet connections compared to those who are Black/Hispanic 

which are 38% likely to do the same.  In regards to age, the same story holds 

true with those aged 18-29 are 42% likely to have mostly mobile online 

connection behaviors versus those 30-49 who are only 21% likely and those 50+ 

who are 10% likely to have the same behavior in terms of access.  Household 

income shows the same absence of equality with those earning less than $30,000 

is 40% likely to have mobile mostly internet behavior versus those earning 

$30,000 - $49,999 and $50,000+ only showing these mobile behaviors 29% and 

17% of the time.  Although not as large of a difference as the other categories, 
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those who only graduated high school are 33% likely to use the internet on 

mobile phones mostly versus 27% for those with some college and 13% for 

those who have a college+ education level.114 

 When looked at in its entirety, these statistics tell us simply this: 

smartphones have penetrated the mobile market to the point that they are now 

out-weighing regular feature phones.  Mobile phones in general are being used 

by over 80% of North Americans every day and in those days a third of users 

use their devices to reach out to the web because having broadband at home is 

either not convenient or is inaccessible for a variety of reasons.  The reports also 

tell a story that users of certain ethnic backgrounds are more likely to use 

smartphones as primary access points for internet use as well as those who have 

lower education levels or lower household incomes.  Pew Internet have also 

made it clear that not all platforms are the same and that a wide array of reasons 

impacts the adoption rates of certain OSs over any others.  Apple devices have a 

tendency to be more readily accessible by users with more disposable income 

than the other platforms and have a higher tendency to be adopted by the 

youngest generation polled.  Are these numbers absolute?  Do they paint a 

picture that can be grafted perfectly? Of course not, but it does offer a glimpse 

into a fundamental shift in how users are moving away from landlocked internet 

connections to mobile ones and that applications for personal, professional, and 

commercial use and the users that use them are growing at an exponential rate.   
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 This mobile migration is one that is being welcomed with open arms by 

the younger generations and, in truth, it is these generations that will influence 

the merger of religion online and religion on mobile communication devices.  

Because of different business models for marketplaces we know that some free 

environments may be more convenient for some institutions to utilize over 

others and if financial gain is the motivation for the existence of these 

applications then there are signs that certain institutions may cherry-pick one 

platform over others for capitalistic purposes rather than faith based.  If this is 

the case, then where does that leave the devout that either do not have the extra 

income, education levels, or technological access to allow for their religious 

experience to be as fruitful as those with higher education levels and income?  

There are a lot of unknowns and it is my opinion that this is just the beginning of 

the complications as the digital divide meets religious space and community; but 

this has been an ongoing issue since the beginning of organized religion.  

Muslims wanting to visit Mecca or Catholics wanting to visit Rome and 

participate in ceremonial religious experiences, economics and geo-location 

have played a huge role and so, too, will the rise of religious smartphone 

applications.  To truly make the best use of these statistics, there is a need for 

additional demographics that are not available, mainly how the users who were 

polled for the report view their own religious experiences.   

 In the next chapter I am going to outline my home grown method for 

cataloging religious smartphone applications so that a dispersal rate could be 

measured.  With this information in mind I will be able to show the dispersal of 
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religious smartphone applications across all four main mobile platforms.  In 

addition, by comparing the total findings between OS and OS I will be able to 

show what main religions are showing higher volume of applications from one 

platform versus another.  Once I have gone over my findings, I am going to go 

over what categories of facilitation I believe exist between the applications 

themselves.  This will help establish how religious communities may be using 

these applications and how this enhances their online or virtual religious 

experiences.   

 What makes the internet and smartphone technology historically unique 

in comparison to all other forms of communication technology is the fact that it 

is replacing and assimilating other technologies.  Print is being replaced by 

WordPress blogs and digital archiving solutions. Video, television and radio are 

being replaced by YouTube, Crave TV, and TunedIn.  No better example exists 

than streaming services like Netflix and Crackle replacing Blockbusters video as 

the primary provider and authority of premium video content in North America 

in less than five years.  With this in mind it is not unrealistic to believe that 

television and radio will meet the same transformative fate, moving from 

separate disconnected new media dispensaries towards integrated internet based 

digital dialogues.  Creating the need for only two technologies, a mobile device 

and an internet connection, rather than a multitude of other expensive competing 

technologies such as a radio, television, cable box, satellites, and printers.  

Technologies are not the only thing being replaced as the shift from the physical 

to the digital takes place.  Traditional gatekeepers are being replaced by ones 
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that are truly chosen by the people elected not only by content curation but by 

user satisfaction.  This creates multiple digital authorities all vying for the most 

“hits”, “likes”, “re-tweets”, and “follows”.  Religious authority is no different, 

like digital celebrities, staying in the lime-light, and staying ahead of the digital 

curve dictates who has the power and the social groups that power can be 

exerted over.  
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CHAPTER THREE 

 
PROJECT FAITHAPPS.NET 

 
…Religion it’s rated E for Everyone.. 

 

 Considering the data presented in chapter two, one can confidently argue 

that smartphones are embedded into Western culture.  One discussion, however, 

has still been missing from my argument.  What kind of presence do religious 

applications have on these platforms?  What kind of information can we access 

that may be relevant to the study of religion, if any?  To answer these questions, 

as well as the questions put forth by Dawson about the three important types of 

information we as scholars must discover when looking at the presence of 

religion on internet based technologies, a process for data accumulation needed 

to be created.  By collecting a list of religious smartphone applications across all 

platforms all the while using the same search and categorization criteria, I was 

able to discern the lay of the land regarding religious smartphone application 

dispersal.  But much like many things in life, it was easier said than done and 

my project itself ultimately shifted to accommodate an alternative way of data 

harvesting. 
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3.1: Data scraping made simple 

 My first attempt at manual data scraping, although unsuccessful, taught 

me several important lessons that would carry over in my second attempt.115  

Firstly, manually entering data was not a viable option.  I was attempting a 

manual entry for one main reason: I wanted to personally classify each religion 

into a category and sub category.  In addition, I wanted to add a facilitation entry 

for each app that would allow me to gain some insight into how these 

applications would be used by people.  Both of these would require a human 

element as not every app will be properly labeled for searches and apps are not 

necessarily organized by what they do.  In terms of the human element I could 

have crowd sourced the work but I could not guarantee the quality or 

consistency of their choices, at least not on the micro scale.  If one could crowd 

source through academic channels then perhaps this could be done, but even so, 

the amount of time, money, and coordination that would be required would be 

unprecedented.   

The second lesson I learned was that a more stable approach to tackling 

Apple’s iTunes would need to be established before another attempt could even 

                                                 
115 Prior to creating an automated system for scraping data I attempted to manually enter 

information on iTunes.  Due to its limitations for saving search queries in tandem with the 

quantity of apps that were pulled from the search term “religion” I had to create a new system 

for scraping the application data from websites. 
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be made or else I would be setting myself up for similar issues.116  This left me 

with the possibility of not including Apple in the project.  Since some 

scholarship had been done on iOS already, I could simply focus on a smaller 

comparison with the less researched operating systems.  This was not an ideal 

solution, but one that would still need to take a backseat to the first issues at 

hand. 

Earlier in this thesis I explained what a markup language was and how 

all browsers share it as the language that turns code into what a user would see 

on their display.  All of the information I needed from the app store websites was 

in the source code which anyone could view on any browser.117  The problem 

was this: how could you efficiently reach into the source code and cut out the 

specific bits of text and then categorically organize them into a spreadsheet of 

some kind?  After researching the internet for possible solutions I came across 

several YouTube videos discussing how Microsoft had built a developer kit into 

all of their office 2013 products.  These kits allowed the user to write small 

programs into these office products to get a specific result.  You could make 

these office programs into miniature robots that would interact with Windows on 

some level by use of macros.  With my expertise being in markup and styling 

                                                 
116 With my first attempt to manually collect data from iTunes I had to spread out the process of 

data collection over several weeks.  Because iTunes does not offer the ability to save your search 

results to come back to I had to leave the program running.  Long run times can lead to the 

program failing which would force me to re-search the term “religion”.  The new query would 

bring back results different than the ones pulled prior as well as shuffle the order in which the 

applications appeared. 
117 This can generally be done by hitting F12 while in a browser.  This should access developer 

tools.  Through this I could look at the source code that makes up markets and look for common 

elements connected to the information that I was trying to scrape. 
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languages, the programming skills necessary for turning Microsoft Excel 2013 

into a functional data mining robot were beyond me.  With this in mind I sought 

out the assistance from Ryan Batters, a Computer Science student from the 

University of Regina.  With Batters’ low level programming skills and my 

knowledge with html we created a macro to mine for data. 

 Basically the macro consisted of four main components.  The first was a 

user interface that allowed me to type in the name of the religion I was 

researching for.  The second component was engineering the macro to search 

through all the results and collect all the links that are connected to the apps that 

were found.118  With these links being saved to an Excel spread sheet, our macro 

then proceeded with the third phase which was to visit each of the links found 

and open each of those pages into a web browser.  By utilizing the same system 

as before, we instructed the macro to comb through the individual app pages and 

pull out information such as name, developer, release date, version number, cost, 

rating, category, and more.  It is this method of data mining that I built my 

project around and that my subsequent analysis of the findings is based.  

Although this method is not without its own problems as I will discuss in section 

3.2, it is still an efficient way to not only collect data but to do it fast enough so 

that some sort of constant frame or approach to data accumulation from which 

future data scrapes and distribution findings could be established.   

 

                                                 
118 The second component needed to be approached differently for each app store.  Some stores 

would display the apps thirty to a page where as some would continually load more on one page 

if “show more” was selected.  Differences like these forced us to create a custom method for 

scraping each marketplace. 
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3.2: Dispersal rates by main-religion, sub-religion, operating 

system, rating, cost, target market, and category 

Once I stripped all the data for each sub-religion I organized my raw data 

files into sixteen main religion categories and then added two new tables of data 

titled “Main-Religion” and “Sub-Religion”.119  I organized the sub-religions 

under main religions based on their theological/familial relationship when I 

chose my eighty-one searches.  This was based on my own categories on how 

these religions should be categorized with one another.  Thus, there is some 

subjective assertions here, ones based on general academic categorization and 

also my personal research.  The eighty-one searches were chosen based on my 

findings from my failed attempt to scrape iTunes manually mixed with similar 

sub religions that may help flesh out a total number of apps that could be found 

under the main religion category.  The category New Emergence Religions 

although not as common a term as New Religious Movements, serves more as a 

broad category title.  I would consider revising the term in future research but 

for the purpose of this thesis it should be considered as a category encompassing 

                                                 
119 My sub-religion categories that were used for the searches were Abrahamic 

religions/traditions, Buddhism, Religions of China, Christianity, Asian Religions, European 

Religion, Hinduism, Indigenous Religions, Islam, Religions of Japan, Judaism, Middle Eastern 

Religions, New Emergence Religions, Non-Theisms, Religions of Africa and Religions of India.  

These sixteen workbooks were compilations of my eighty one search terms, which were: 

Abrahamic, Agnostic, Anglican, Animism, Antiquity, Atheism, Baha’i, Baptist, Bhakti, Calvinist, 

Catholic, Celtic, Chan Buddhism, Chinese Folk Religion, Ancient Chinese Religion, 

Christianity, Confucianism, Coptic, Durga, East Asian Religions, Ancient Egyptian, Ethiopian 

Orthodox, Ganesh, Goddess Worship, Greek Polytheism, Hanuman, Hasidic Judaism, Hare 

Krishna , Ancient Hindi, Hinduism, Hoodoo, Hutterite, Humanism, Islam, Krishna, Mormon, 

Jainism, Lutheran, Jesuit, Methodist, Lakshmi, Naqshbandi, Jehovah’s Witness, Mahayana, 

Judaism, Neo-Paganism, Latter Day Saints, New Age, New Emergence Religion, Nichiren, 

Nirankari, Evangelical, Orthodox Judaism, Paganism, Pentecostal, Presbyterian, Protestantism, 

Pure Land Buddhism, Raelism, Religions of Africa, Rinzai, Roman Polytheism, Sai Baba, 

Satanism, Scientology, Shia, Shinto, Shiva, Sikhism, Spiritism, Sufism, Sunni, Taoism, 

Theravada, Tibetan, Unitarianism, Vishnu, Voodoo, Wicca, Zen and finally, Zoroastrianism.   
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religions that have developed over the last few hundred years.  The workbooks 

for each main-religion by OS were compiled into one final complete copy with a 

third table that listed the operating systems.  This final copy ended up being a 

list of over 30,000 applications that pertained to the eighty-one search queries 

across iOS, Android, Windows 8, and BlackBerry.  With all five master lists (one 

for each OS and one final one that included all OS’) I used Excel equations to 

calculate the data and display graphs that effectively portrayed how religious 

applications are dispersed across smartphone marketplaces.120 

                                                 
120 Before I get into my results, some factors need to be addressed as they have the possibility of 

skewing some of the numbers.  First, like my experience with iTunes, apps that do not belong 

and have nothing to do with religion but still appear in the search results and will most likely 

take up a small percentage of my findings.  Secondly, there is the issue of replicated results.  For 

example, a Quran or Bible app could potentially show up under a multitude of search results but 

these would only skew the results by the amount of possible bridge searches (bridge searches are 

search queries that directly relate to a similar search, for example Baptist versus Anglican may 

share several apps). Hence, my findings might be reduced down to 25,000 results (a conservative 

estimate).  There are methods for sanitizing the data further but it would require turning these 

findings into database entries.  Sanitizing data is the method of removing bits of data or stray 

characters that do not belong.  One would need to write a command using “regular expression” 

(regex) that would check each entry character by character in a string and eliminate the 

duplicates as well as create as a system to flag misplaced apps that do not belong.  For the 

purposes of this thesis, however, I am going to treat these results as intact. 
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[ Fig 3.1 Search queries organized by main-religion categories] 

 The above chart shows how religious apps are dispersed across all four 

platforms, the results of which did not surprise me.  The queries with the highest 

volume of applications are Christianity, followed by Hinduism, New Emergence 

Religions, Buddhism, and Islam.  With the exception of New Emergence 

Religions, the other four are some of the most popular religions in the world.  It 

is my opinion that the reason New Emergence Religions are in the top five is 

twofold.  Firstly, the category has one of the largest pools of different sub-

religion search terms to pull from and secondly, it has been my observation that 

New Emergence Religions have a tendency to adapt well to internet based 

technology and popular culture.  To see these top five religions represented as 

the largest amount of religious smartphone applications was illuminating.  Some 

religions have larger total numbers than others, which can be traced back to the 
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sub-religion searches that were outlined earlier in this chapter.  Because 

Hinduism and Christianity have a far more diverse pool of searches to pull data 

from they effectively get more opportunity to bolster their results.  In the case of 

Hinduism specifically, developers have the unique ability to multiply their 

entries because of the fact that Hinduism is a polytheistic tradition.  If a 

developer made an app that was tailored for a specific deity, the developer could 

then duplicate that app for each deity on the Hindu pantheon thus allowing the 

total number of apps to be larger but the actual uniqueness of the entries to be 

less so.  An example of this type of application development model is shown in 

the shrine apps developed by Backyardsoft which I will discuss later in this 

chapter.   

Another aspect of my initial findings worth noting was the low number 

of apps that pertained to non-theisms, such as Agnosticism, Atheism, and 

Humanism.  With non-theist communities using new media such as Dawkins 

with Twitter, The Amazing Atheist with YouTube, or local atheist communities 

such as The Regina Atheist Community with Facebook, it is curious that the 

applications stores have not been utilized to the extent that non-theisms have 

embraced the World Wide Web and social media.  Additionally, I am surprised 

by the sheer amount of New Emergence Religions findings; although having one 

of the largest sub-religion lists, one would expect the total numbers to be far 

lower. 

 When it comes to looking at the main-religions category from a 

comparative perspective some interesting trends begin to emerge.  One trend 
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that is immediately discernable is that Christianity had the highest numbers 

across the board on all app stores.  This is not surprising, given that it was 

number one in total results and has one of the largest followings of any tradition 

in the world, but it is interesting that there was no real variation from store to 

store from a percentage standpoint.  This in large part is most likely due to the 

fact that it is a predominantly Western religion.  Smartphones and their app 

stores as well as the programming languages are predominantly Western in 

origin and as was discussed earlier in this thesis, so too was the basis of the 

internet and the foundations of all mobile communication devices.   

When it comes to Hinduism, although having large quantities of apps on 

all markets it showed its highest level of adoption on the Android marketplace.  

This could be a result of Android based smartphone manufacturers aiming their 

sites at emerging markets such as India.  The same type of anomaly appears 

when looking at Islam on BlackBerry.  Although relevant on all markets, it is the 

second highest volume of apps on BlackBerry, falling behind Christianity by just 

five apps.  This is not surprising given the popularity of Islam centered apps as 

the news articles mentioned earlier would suggest. 121   

Another anomaly that needs to be discussed is found in the category of 

Buddhism.  Buddhism, although represented as the fourth highest volume of 

apps on all app stores, tells a different story when broken down by OS.  On 

Android, BlackBerry, and Windows 8, Buddhism apps fall far shorter in volume, 

                                                 
121 These articles are a reference to Chapter one where I provided several examples of Islam centered 

applications that have garnered media attention. 
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in some cases coming in fifth or sixth for total volume.  The difference lies on 

Apple’s iOS where it came in second for total number of applications, 

outnumbering all other main religion categories by hundreds of results (with the 

exception of Christianity). 

When it comes to the number of applications that fall into sub-religion 

categories the explanations for some of the anomalies I just mentioned become 

abundantly clear.   First, although Islam came in fifth for total apps under a 

main-religion category, when analyzed as a sub-religion category it had the most 

total apps under one search term (2606) outnumbering all other major religions 

that had a higher volume in the main religion category.  The same anomaly 

presented itself with Zen, which came in second place behind Islam with just 

1898 apps under one search term.  Intriguingly, although the highest for total 

apps under one search term, it was eclipsed by the other religions once their 

different sub-religion searches were combined.  The same disproportionate 

representation can be found with a few other results; for example, Krishna is the 

majority with results for Hinduism, Catholicism is the majority of all 

Christianity results and Goddess Worship pulled back the largest total apps 

under a sub-religion of New Emergence Religions.  Thus, one thing became 

abundantly clear: each religion is specifically represented in high volumes by a 

dominant sub-religion. 
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[ Fig 3.2a Search queries organized by sub-religion categories] 
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[ Fig 3.2b Search queries organized by sub-religion categories] 
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Some of the additional observations I made while compiling the data 

were that some searches brought back huge numbers of results that looked out of 

place in contrast to others that brought back smaller amounts.  In some cases, I 

had to sanitize a list of one developer entirely as the results of New Age were 

skewed substantially.  That being said, it is not unreasonable to think that some 

of the results might actually belong because they have ties within the religious 

groups themselves.  For example, my sub-religion findings for the Raelian 

Church—which is classified as a New Emergence Religion—showed such 

anomalies.  As a group that has a focus on sexual freedom and has been accused 

of using sex as a recruitment tool in the past, the search had a large sum of apps 

labeled TokyoKiss **** (the stars represent a different name; these apps 

accounted for over one quarter of its Android results).  There is no way of 

knowing for sure whether these apps have a connection to the Raelian 

movement or if Google was proactively trying to alter my results, however it is 

suspicious that these results only turned up when searching Raelian.  This leads 

me to believe that there may be a relationship at the developer level that is not 

explicitly stated.  It is important to note that from re-searching the term Raelian 

in April 2014 these results were no longer found.  There are several possibilities 

for this outcome, such as changes in how Google searches their own database 

(which could have eliminated developer connections) or the proactive attempt to 

skew my searches by them due to the nature of my data collection.  In either 

event there is no way to confirm this or my original findings.  
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When comparing sub-religions against platforms, some curious findings 

came to light.  Firstly, the Android platform had the most equal amounts of 

dispersal, which showed a larger sum of apps coming out of virtually all 

individual sub-religion searches compared to the other app stores.  Further 

findings indicated that although “Christianity” as a search term showed large 

quantities of apps across all four markets—the most of which came out of 

Android and BlackBerry—Catholic, as a search term, takes up the largest 

quantity of Christian apps on iOS.  When it comes to the uneven dispersals of 

Buddhism and New Emergence Religions, both take place in highest volumes on 

iOS.  In both of these cases, Zen and Goddess Worship display fewer quantities 

only to Islam, dominating the dispersal across the board on all 81 search terms 

and showing only average amounts of quantities on all other platforms.  

Once I normalized my data, Operating System dispersion, Cost 

dispersion, and Target Audience dispersion revealed some interesting results.  

The potential for star rating dispersion is there but with an average of 4.5 for all 

apps, I feel that there may be a problem with how star rating is being calculated 

and sanitized. 122  This seems to be too high of a rating and should be held under 

more scrutiny. 

 

                                                 
122 Star ratings tend to be a common method for websites to rank applications based on user reviews. 
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[ Fig 3.3 Search queries organized by OS] 

When it comes to operating system dispersion it is not necessarily 

surprising that the Android OS, which has the largest store, had the highest 

percentage of total apps with 49%, followed by Apple with 40%.  What I find 

most intriguing is that BlackBerry—a company that is on a very real spiral out 

of the smartphone game—had the lowest percentages with only 4% of total app 

dispersal, yet was highly represented in the news articles I came across, 

especially within Middle Eastern traditions.  Windows Phone store had 7% 

which shows signs of early adoption as it had the lowest marketshare of users on 

its devices.  It might be worth noting that, if Microsoft’s marketshare grows, 

there is potential to see a decline coming out of one of the other three shares, 

most likely BlackBerry.  If this holds true, one could hypothesize that if this 

project could be replicated in real time over a long period of time, one could see 
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religious app developer’s technological adoption rate.  Unlike the internet, app 

stores are a measurable phenomenon. 

 

[ Fig 3.4 Search queries organized by cost] 

 With cost dispersion broken down in individual app stores there were 

signs of more variance but, once they were combined within a master list, the 

variances became so small they were immeasurable percentages-wise.  The 

majority of apps pertaining to religion are free, however those that charge are 

13% likely to be less than a dollar and 20% likely to be between $1.00 and 

$10.00.  If the faithapps.net project is able to continue this research in the future, 

it would be interesting to see how it correlates with the individual work books. 
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 From an individual platform perspective some of the differences can be 

large, such as the case with iOS which, arguably, generates some of the most 

profit for developers and emphasizes a pay to use system that can be reflected in 

how costs are dispersed.  On this platform, roughly 47% of apps are free, 23% 

are less than $1.00 and 30% cost between $1.00 and $10.00.  This is polarized 

against the Android platform where 81% apps are free, 6% of apps are less than 

a $1.00 and 13% of apps are between $1.00 and $10.00.  The other two 

platforms fall in the middle, offering a balanced cost ecosystem. 
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[ Fig 3.5 Search queries organized by target audience] 

 

Target audience gleans some interesting data by showing us that religion 

is 68% likely to be rated E for everyone. That being said, when it is not, it is 

more likely to be of low maturity compared to the rest of the ratings combined.  

As I mentioned earlier, it would be interesting to see how different religions 

would stack up against one another on the micro scale once the results were 

sanitized completely.  From a comparative standpoint, the same polarizing takes 

place with target audience as with cost.  On one spectrum you have Apple and 

BlackBerry representing 87% and 79% of apps being for general use and 
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Android and Windows 8 with 53% and 68% of apps being for general use.  A 

huge division also takes place directly between Apple and Android in the 

dispersal of apps with a low maturity rating.  Apple has a 7% low maturity rating 

compared to a 35% low maturity rating on Android.  This tells me that when a 

potential user is looking for an app for religious purposes, they are five times as 

likely to find an application that should not be taken too seriously on Android 

compared to iOS.  

Earlier, I briefly described what normalizing or sanitizing data would 

entail.  With the last three graphs, however, and – most importantly, with the 

chart for Category – a lot more normalizing went into the results.  For example, 

Apple may call a category “Entertainment + Technology”, which would have 

been normalized to simply Entertainment so that all of the app stores had 

normalized data.  With the Category graph, a lot of normalizing had to take 

place; although most likely accurate, it would be negligent to rule out that some 

data would have been lost in the transfer.  This same frame of thought should be 

applied to the previous two graphs.  
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[ Fig 3.6 Search queries organized by marketplace category] 
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As one could have deduced, the top five categories the applications were 

filed under by the app stores were Lifestyle (5540), Books (3795), Education & 

Reference (3455), Entertainment (3109), and Games (1950).  This is not 

unexpected since they all correlate to key components that I believe play a role 

in how religion is dispersed across any technology (with the exception of 

Games).  I am surprised that Social only had 970 apps considering the 

importance of socialization and groups when it comes to viewing ideas such as 

community in a religious context.  Most of the applications in these categories I 

would expect are individual experiences, rather than ones that are community 

centered.  They are meant to enhance a person’s religious experience rather than 

connect them to others in order to have a shared religious experience, such as 

the series of shrine applications offered up by BackYardSoft.  I will go into 

specific details about these applications later in this chapter but suffice to say, 

they exist to offer a virtual shrine experience, allowing the user to participate in 

their religiosity by challenging the traditional notions of religious space and 

authenticity.   

Also worth noting is that, although Entertainment came in fourth place, it 

was a close fourth to Education & Reference which tells me that when it comes 

to app dispersion by category, apps are almost as likely to be intended for 

entertainment purposes compared directly to those intended to spread a 

particular religious view or teaching through the category of Education.  Two 

other categories that are important to highlight are Music & Audio (1865) and 

Personalization (1722) because they may identify with concepts of sacred 
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space.123 Music is important to this because the playing of religious music on 

one’s device is a stepping stone to creating sacred space on the device itself that 

the user interacts with.  It is also a way for a user to transcend traditional spaces 

for auditory religious experiences, such as a traditional service, taking these 

important music pieces mobile and accessible privately rather than publicly.  

Personalization is an even greater step towards creating sacred space on the 

device because one is personalizing their space to identify with whatever sacred 

belief and practice the user may have.  

 When it comes to a comparative look at Category there seems to 

be quite a range of difference from app store to app store.  This leads me to 

believe that certain apps are in more abundance on certain stores, creating a 

beacon for content of a specific type.  An example of this can be seen with 

Windows 8 which has the highest numbers of categories within Books, followed 

by Lifestyle and Entertainment (the latter of the two being close in percentage).  

What is curious is that all other categories are in very small amounts, creating a 

specific grouping of apps that are available on this particular store.  BlackBerry 

shows similar form with the highest volume of apps in the Education and 

Reference category, followed by Books, and Music & Audio.  What I found 

interesting with BlackBerry’s category dispersal was that Lifestyle was virtually 

non-existent but on all other app stores, Lifestyle as a category always held a 

                                                 
123  Music and Audio applications are applications offering up an auditory religious experience whether 

by hymns or religious music download portals, rather than one that relies on interaction.  Personalization 

would be applications that impact the personal space of the device they are on.  Examples of this would 

be live wallpapers for Android OS or ringtone managers, user interface tools, and launchers. 
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large sum of dispersal.  With Apple’s app store Lifestyle was the absolute 

highest and by quite a large amount, which leads me to believe that Apple and, 

to a lesser extent, Android, lead the charge in carving out the category of 

Lifestyle as the largest category of app dispersal on the combined chart.  

Surprisingly, the second highest category for iPhones was Games, followed by 

Education and Reference.124  This indicates that, when searching for religious 

apps on iTunes, one is just as likely to come across apps with a knowledge-

sharing base as they are to games or timewasters.  Finally, when it comes to the 

Android marketplace, Books, Lifestyle, and Personalization had the largest sum 

of apps followed by Entertainment and Education & Reference.  The 

Personalization category was interesting to see because in all other stores this 

category has generally held a small percentage of apps.  With Android 

emphasized as the most customizable operating system, it is not surprising to see 

an emphasis on apps that highlight customization.  What is surprising is that 

there is a clear market for religious smartphone applications in this category, 

which indicates this niche of apps may not exist on other markets as it seems 

developers are creating content based on the strongest elements that Android, as 

a platform, offers. 

In retrospect there are some complications with the data as I have stated 

above.  Most importantly there is a need for the findings themselves to be 

moved into a database environment so that a proper analysis can be made 

                                                 
124 The category of Games would include titles such as Zen Table Tennis, IslamiQizLite, and 

Goddesstrology.  This category could range from quiz based experiences to education and action 

adventure themed religious games. 
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without the need for a cumbersome program. Excel, although a great tool for 

data collection, was never designed to be dealing with the sheer amount of data 

that I have placed in the spreadsheet.  Furthermore, with a database the findings 

themselves can begin to be sanitized so that problems with data conversion, 

multiple entries, out of place findings, and other such pitfalls of harvesting and 

interpreting raw data can be caught and excluded from the next series of results.  

As I will discuss in my conclusion, there are several different evolutionary steps 

my raw data can undergo to address these problems but they are beyond the 

scope of this thesis and the funding of this particular project.  

But how to make sense of issues of space and community through all 

these findings, who has the authority, who has the power in light of my findings?  

To begin I want to look at Kim Knott’s ideas on how to approach religion and 

media spatially.  Kim begins by outlining five levels of media space that were 

initially given by Couldry and McCarthy (2004).  The first two levels are the 

study of media representations and secondly, the study of how media images, 

texts, and data flow across space and in doing this, reconfigures social space.125  

When it comes to media representations, my data scrapes have found a diverse 

range of applications that offer a multitude of ways to represent the media.  

Religious smartphone applications are being represented through games, as 

productivity applications, as music, photography, health and fitness, through 

                                                 
125 Kim Knott, “Religion, Space, and Contemporary Media” In Religion Across Media From Early 

Antiquity to Late Modernity 105-136. (Knut Lundby, Peter Lang Publishing Inc., 2013). 
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applications geared for business, news, lifestyle, and social media, each one 

offering up an experience specifically geared towards certain groups of people 

or specific religious ideologies and needs.  From an authority perspective this is 

tricky to navigate, there is no set guideline of how religion is represented in this 

space with exception of ones that are limited by the technology itself.  

Developers create their own authority, their own authenticity, which in turn is 

either accepted or denied by users, reinforced by the user’s engagement.  The 

role of gatekeepers in this exchange is limited only by their own application 

vetting processes, but as I discussed in chapter two, these range from being 

somewhat oppressive to non-existent. 

How media images, texts, and data flow across space and how this 

reconfigures social space in relation to religious smartphone applications is the 

next level of study.  As I discussed earlier, from a spatial perspective these 

applications occupy shared personal space.  Being called upon to occupy the 

entire handsets view port, forcing the user to dedicate complete attention.  How 

this space is allocated from a storage perspective, both physically and virtually, 

will vary immensely from OS to OS; however, the basic principles of 

importance and ease of access are the same.  That the most used and cherished 

apps would be the most accessible and those that did not live up to the desired 

experience are hidden away or removed from the device.  From community and 

space perspective something interesting occurs.  For applications that center on a 

shared experience, users are occupying the same virtual space, at the same 

physical time, geographically scattered across the globe.  What does this do to 
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traditional ideas of community where physical proximity has played such an 

important role?  What does this do to traditional ideas of authority if priests are 

represented as digital avatars and pre-recorded sound bites?  

The other three study levels of spatial analysis are the study of specific 

spaces at either end of the media, for example the space of consumption and the 

space of production. The next study is scale effect and how this plays out locally, 

nationally, and globally, and finally, studying how media caused entanglements 

of scale are experienced in a variety of ways, and to be understood in context to 

particular places.  With these five levels of study in mind a useful entry point for 

a spatial analysis of media processes and activities can occur.126   

From the perspective of studying religious smartphone applications as 

the media, the space of consumption and the space of production play out on the 

same technology, the difference really being the motivations behind using the 

applications, both with two very separate end goals.  The authority is with the 

developers of the media but the power to allow the media to exist long term are 

with the users.  This creates an interesting symbiosis between community groups 

and the creator and maintainer of those religious smartphone applications.  

Application development is a long-term project, like most forms of new media 

today, the maintenance costs are exponential to the rate of evolution within that 

technology’s sphere of influence.  One cannot exist without the other, sometimes 

as in the case of free social media, digital communities pay the price of privacy 

instead of currency, a cost that impacts a group on an individual basis.  

                                                 
126 Ibid. 106. 
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The study of scale effect and how this plays out locally, nationally, and 

globally is one that is arguably with the gatekeepers, the manufacturers of the 

devices and creators of the OSs.  As they spend exorbitant amounts of money 

drawing people towards using their products, they are inadvertently creating 

niches of electronic colonialism.  Signs of this exists in the dispersal of these 

applications themselves.  For whatever reason, applications aimed at Catholics 

or Zen Buddhists, are far more prevalent on Apple devices then an Android 

device.  This shows signs that for whatever reasons, Apples marketing 

techniques and overall systems and device designs seem to resonate with 

developers and most likely users that happen to have a shared religious belief in 

Catholicism or Zen Buddhism over, say, Hinduisms which seems to show high 

product saturation on Google’s Play store.  To address the effect directly, if 

manufactures and developers are able to maintain current interest levels in their 

platform, and continue to cater to socio-economic images that they portray, then 

I doubt these dispersal rates will change much over time unless there is a culture 

shift within these religious groups. However, this inadvertently binds likeminded 

people together in terms of their religious beliefs, and their technological 

ideologies, as applications dedicated to one religion or another propagate far 

faster and in larger volumes then others depending on the technological and 

social ecosystem that they are being used within.    

Finally, when looking at how media caused entanglements of scale are 

experienced in a variety of ways, and how this is understood in context to 

particular places.  As discussed before, with this being a mobile device, the 
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understanding of location needs to shift from an emphasis on geographical 

locations to those that are to be understood in a digital context.  There are 

implications of location’s impact on the study of space, whether it be by the 

location that usage occurs such as reading hymns at church from an iPhone, or 

the location of the application itself, such as the device that the experience is 

playing out on or the marketplaces they are stored.  I once asked a man why he 

used a digital Bible to read on the bus rather than a physical one, and he simply 

replied that it was to not draw undue attention to himself by secular society.  An 

honest answer, and one that is troubling when looking at how location factors 

into sacred space.  With traditional methods of public religious expression being 

hard to mask, the act of praying, reading the Bible, or performing a Wicca 

ceremony, when in public spaces, there is a shared understanding that plays out 

with an almost exhibitionist/voyeuristic relationship.  With religious experiences 

using technology as a gateway, that relationship no longer exists, while 

interacting in secular society, users of digital religion can navigate this space 

privately. 

 

3.3: Five forms of religious expression 

 So what about the categories mentioned in the introduction?  With the 

nature of my research project changing mid stride to one that—at this time—is 

lacking the human element, there is no way to viably categorize all 30,000 

applications in their current form and place them into the five categories that I 

mentioned prior: virtual pilgrimages/rituals, digital recreation and creation of 
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religious literature, virtual shrines, live wallpapers and finally, social media.  

This is not to say that the endeavor itself is not without academic merit or that it 

is beyond the scope of this thesis; however, if faithapps.net is to continue 

onward there are better ways of sifting through the data and placing them in 

categories rather than stepping through an Excel file entry by entry and 

manually entering them.  Instead, I am going to take this opportunity to discuss, 

in detail, what these categories represent and what purposes they serve in an 

attempt to make sense of the relationships between religion and smartphone 

applications. 

 Virtual pilgrimages/rituals are a broad category but, arguably, one of the 

most important.  It is my belief that, for the purposes of breaking the data down 

into more manageable sizes, including ritual and pilgrimage in the same 

category serves the purpose of apps being bundled together based on similar 

characteristics.  I argue that pilgrimage itself is a ritual of sorts both offline and, 

more prominently, online.  The devices the applications are running on serve as 

a medium for the ritual engagement to occur, thus allowing pilgrimages and 

rituals to play out in similar situations.  The user engages the app through being 

presented with options that bring about a desired effect.  Whether it is counting 

beads on a rosary or participating in a virtual hajj, the user is using the smart 

device as a conduit to their religious beliefs and practices.  An example of this is 

Mecca 3D which can be found in the Android and iOS markets.  Markup and 

programming languages create a stage and offer the tools to interact.  With this 

in mind, pilgrimage and ritual play out virtually through the apps as long as the 
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user is willing to participate and engage with the tools.  The experience can be 

as real as using a physical rosary and can be as spiritually fulfilling as 

participating in such an auspicious Muslim tradition as hajj.  These applications 

could take several different forms but what is necessary for them to be classified 

as virtual pilgrimage/rituals are that they happen wholly on the device; they are 

not just a set of text instructions, as these would be better served under the 

second category.  They are also not virtual shrines which serve as a bridge 

between the physical and the virtual; rather they are a gateway.  The most 

important aspect of this category is that it is the actions themselves that are of a 

religious nature rather than the content being the focus of the religious practice. 

 The second category is digital creation and re-creation of religious 

literature.  The reason why I have separated creation and re-creation rather than 

bundling them together as religious literature is because these forms are distinct 

forms.  A re-creation would be just that, a duplicate of existing religious 

literature; for example, a pocket Bible or the Book of Mormon digitized but still 

a replication as far as the content is concerned.  A creation, however, holds the 

flare of the creator; this would include apps that offer readings from the 

perspective of the developer.  For example, it could be an app that explains what 

voodoo is, but it would be instructions of voodoo from the perspective of the 

follower that commissioned or created the app.  The word for word 

interpretation of voodoo, in this case, would not have groundings in the physical 

world as cannon.  In that exact form, it only exists on the app itself or perhaps an 

affiliate website but not in the real world as an organized religious temple for 
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instructing the practice of voodoo.  It may sound like semantics but 

differentiating between these two is extremely important as one grouping of 

apps aims to pass on information from the physical to the virtual, while the other 

aims to offer up a unique experience in the digital world.  Through briefly 

skimming over the results while I was compiling the data, it is my opinion that 

either of these groupings would consume a large chunk of the applications of 

religious nature that exist on the marketplaces.  Keep in mind that these 

applications not only include digital cannon but also include guides to practicing 

one religion or another.  One could hypothesize at the sheer number by 

calculating the totals of all categories that look like they would be focused 

around religious literature; for example, Books and Education & Reference. 

 Category number three (virtual shrines) is similar to virtual 

pilgrimage/ritual in that it is something that the user is interacting with rather 

than reading.  The best example of these can be found in a series of apps 

developed by an app development company called BackYardSoft.  It is worth 

noting that when I first came across these applications in 2011, the main 

emphasis of the company’s development portfolio was not virtual shrines.  Fast 

forward to today and if you visit the BackYardSoft’s website, their business 

model has shifted their focus almost entirely on faith-based applications.127  

Their banner only displays their faith apps, although the few utility apps they 

still support are tucked away at the bottom of the page as an afterthought.  With 

phrases like “We create applications that bring you to the path of spirituality and 

                                                 
127 BackYardSoft. BackYardSoft.com. Accessed Dec., 2013. http://www.backyardsoft.com/. 

http://www.backyardsoft.com/
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bring humankind together,”128 BackYardSoft has reinvented itself to be a peddler 

of a particular form of religious expression.   

 The applications themselves open a shrine emphasizing a specific deity, 

whether it be Jesus, Ganesh, Vishnu, or a symbol for Islam.  These shrines are 

enhanced by allowing the user to grab incense or flowers and throw them on the 

shrine, or ring a bell.  The user also has the ability to choose what music they 

would like to be playing in the background, whether a gospel, a series of chants, 

or chalisas.  With these being shrines, the focus is on the interaction between the 

user and the divine, while the apps act as mediator and platform.  No set of 

instructions or directions proclaiming a specific doctrine are provided; rather, 

they simply offer the user the ability to engage their deity anywhere their smart 

device is.  This changes how sacred space functions in a conventional sense.  

Normally, a shrine would be a dedicated area that is sacralized just by the sheer 

existence of the objects that occupy the space.  With a smartphone, these objects 

occupy space simultaneously but can never be interacted with at the same time.  

This allows space to be sacralized and un-sacralized time and time again with 

the flick of a button or the voicing of a command. 

 Live wallpapers are the fourth category that religious faith-based 

application falls under.  I gave this application type its own category because it 

is wholly unique on the Android platform.  It works much like wallpapers or 

backgrounds on computers.  These wallpapers sit behind the icons that the user 

                                                 
128 Ibid. 
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is engaging on their smartphone.  This in itself is not unique but the fact that the 

wallpapers are little micro apps in themselves is.  Basically, these wallpapers can 

be as simple as displaying an image or video or be as complicated as an 

interactive user interface that has cause and effect touch dynamics.  This differs 

from virtual shrines in the sense that these wallpapers do not just simply 

disappear when you are using an application on your phone.  They are always 

running and, effectively, every app being used is rendered on top of a live 

wallpaper of Jesus rising into the clouds while surrounded by cherubs.  To put 

this into perspective, it is akin to a virtual shrine being one room in a house 

dedicated to sacred space versus a live wallpaper covering every wall in your 

house with Buddha print wallpaper that interacts back whether you are eating, 

sleeping, or praying. 

 Social media is by far one of the most prolific categories of religious 

faith-based applications because social media, as a form of religious 

proselytizing, has become popular for brick and mortar institutions to utilize 

over the years.  In app stores there is a varying degree of social outreach when it 

comes to religion on smartphones.  On the microcosm you have local perishes 

contracting custom apps that allow followers to be social from within the church 

to the prolific use of main stream social media by religious figures.  For 

example, the Dalai Lama, former Pope Joseph Ratzinger and more recent Pope 

Francis are extremely fond of Twitter and have used it on a regular basis for 

years now.  To date, the Dalai Lama has eight million followers on Twitter and 
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Pope Francis has over three million followers.129  While following these 

tweeting religious celebrities I noticed that, when Ratzinger stepped down as 

Pope, all of his tweets were removed from the social media site so that Pope 

Francis could start off with a clean slate.  From the viewpoint of a religious 

scholar I find it strange that—although infallible in real life—on the internet, 

every tweet and hashtag can be removed with a few clicks of a button so a 

reputation can begin anew.  These types of applications are the ones that build 

community and, much like the four before which dealt with sacred space, have 

an important role to play when it comes to religion on smartphones.  With social 

media apps taking off, meetings at the town church have the potential to become 

meetings on the town’s church app, sharing stories, sharing messages, or 

keeping up with local religious events.  Would this truly be a corrosion of social 

bonds, as Durkheim theorized, or is it more likely that, rather than a breakdown, 

apps are enhancing the religious community experience?  I don’t believe, in a 

social sense, that apps can replace brick and mortar institutions, but they can 

allow them to reach more people and broaden discourse on the issues that matter 

most, all the while creating new experiences that can only happen on ICTs. 

 Earlier I asked the question, if Twitter engendered community and what 

kind of community does it create?  Twitter and other forms of social media have 

had a responsibility as new gatekeepers of open digital community interaction.  

These services stand alone as hubs of communication, allowing the exchange of 

                                                 
129 Twitter. Twitter.com. Accessed Dec., 2013. http://www.twitter.com. 
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ideas, the sharing of beliefs, and archiving of human thought.  With this power, 

the responsibility to keep these communities open and accessible from all 

devices is most important.  As I have discussed above, perhaps a person’s choice 

in religions and choice in mobile technology are not so disconnected, that if 

social media platforms were not accessible by all types of technologies, that 

electronic colonialism may occur, with wide sweeping repercussions such as a 

unified digital religious world view.  Imagine if Twitter were an Apple only 

product, would the religious communities and discourse that plays out begin to 

mirror the dispersal of religion on iPhones?  Additionally, perhaps these 

technologies, social media and smartphones alike, offer up these digital 

communities and digital religious experiences because they are open to anyone, 

because they are safe places were electronic colonialism seems exempt, or at 

least kept at bay.  Sites like Twitter and Facebook create communities 

untouchable by the outside world, safe havens for ideas, thoughts, and 

religiosities.  Places where discourse can occur without fear of the same societal 

repercussions that exist with traditional notions of space and community.  I 

believe that these new forms of social space and social community create places 

of religious freedom that can transcend the physical communities they are an 

extension of. 
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CONCLUSION 

 Internet communication technology has forced scholars to change how 

we view terms like community, space, power, authority, and authenticity.  

Throughout this thesis, these terms have been used time and time again, forcing 

a shift from current geographical fixed definitions of space and community to 

ones that are more malleable and fluid to match a digital world and a wireless 

age.  The effects this has had on space and community is showcased in the 

proliferation of religious smartphone applications. 

Earlier in chapter one I proposed several important questions that shed 

light on the digital human religious experience.  How are these technologies 

affecting both physical and digital space and community?  How are users and 

developers creating new ways to engage religious belief and practice?  How do 

five different categories of religious smartphone applications impact terms like 

space and community?  There has been a shift from traditional ideas of shared 

space within a community, a change which has evolved to include digital shared 

space.  This shift is not merely impacting these communities on a geo-locational 

level.  In the case of digitized Bibles, objects that take up physical space now are 

condensed into lines of code that occupy the space of a smartphone.  This shift 

in understanding is at the very heart of O’Leary’s assertions about the nature of 

religious space in a digital context, that digital space has united text with 

graphics, sound, and context, recreating sacred space in the digital sphere and so 

too, digital community. 
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When it comes to application developers, the relationship between user 

and creator are complicated.  This relationship is one that can only be viewed as 

mutually dependent as developers and users are intrinsically connected with one 

another.  Without the granting of authority by a community, an application 

cannot succeed.  Without the application, authenticity cannot be granted by the 

users to the new digital authority.  If developers do not follow the rules laid out 

by marketplaces who act as the new gatekeepers, then applications can disappear 

overnight regardless of the community support.  Communities commit 

themselves to not just their beliefs when practicing religion in the digital sphere, 

but technological ideologies as well.  I argue that when a disproportionate 

amount of applications for a religion exist on one platform more than another 

such as Catholicism on iOS, Hinduism on Android, and Islam on Blackberry, 

these disparities point to a larger and more complicated relationship between the 

choices of platforms, devices, and markets, and the religious institutions and 

groups that smartphones mediate on behalf of.    

The proliferation of ICTs in recent decades has caused a need to answer 

new questions that concern the evolution of the relationship between space and 

community.  Because ICTs have evolved in such a short span of time, 

scholarship has not fully developed definitive definitions of space and 

community, but as my thesis demonstrates in chapter one, there have been steps 

in this direction by scholars such as Dawson, Campbell, Wagner, and others.  

This thesis was not meant to create meanings for these definitions but to provide 

examples of context so that existing notions could be given grounds when it 
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comes to religious smartphone applications.  That being said, as I have shown 

throughout this thesis, wireless connectivity and social media have had drastic 

impacts on how people participate and socialize in community today.  

Communities are only limited by the imagination of the members that these 

digital groups represent. 

On the question of privacy and space, earlier I defined private space as 

space removed from the public eye, while conversely those aspects of one’s life 

open to the public are what I call public space.  Personal space resides halfway 

between the two, and represents the realm in which community-centered 

smartphone applications would reside.  That being said, much like the man on 

the bus, the act of participating in religion through smart devices occupies all 

three spaces simultaneously, thus complicating the matter of categorizing the 

experience.  It is private in the terms of facilitation, public in the sense of 

location and communal devotion of religion through the applications 

themselves, and personal in the sense of how the application are stored and 

being used on the device itself.      

By going through the motions of breaking down the technology itself, 

how it evolved from the concept of an inventor to the global communications 

backbone for human civilization I have shown the internet and smartphones are 

integrated into the very fabric of society in ways that have never been seen 

before.  In chapter two I discuss the socio-economic divides that exist with 

smartphones, applications and users as well as the importance of looking at how 

these technologies functions socially in a North American context.  That 
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religious smartphone applications exist in large numbers has forced scholars to 

address what implications this existence has for traditional notions of religion, 

community, space, power and authority, even definitions that already include the 

digital perspectives. 

When it comes to Dawson’s three questions of who, what, and why, there 

were difficulties in answering thoroughly due to limitations in harvestable data 

and user anonymity.  Without the human element from my initial project, there is 

no way to say for certain how these smartphone applications are being used.  

Similarly, due to online anonymity, there is no way to know how many people 

are using these applications, with the exception of the Android marketplace.  

Even with these numbers the range of total downloads becomes more vague the 

higher the number gets.  Why these applications are being developed and by 

whom may seem like a question that is only briefly addressed by me but this is 

more due to limitations of parsing through my data then the availability.  Due to 

a lack of returned correspondence by the development community, such as 

BackYardSoft, it is almost impossible to find out how much of a role the 

development community influences the adoption of these apps.  With my initial 

project emphasizing the search term “religion” re-worked, my research was able 

to uncover a larger set of data to use for cross comparison analysis.   An 

exchange from a hands-on approach to testing a set of religious applications and 

a lack of available individualized data that could be scraped, my thesis 

ultimately grew in scope.  But with this growth, a different set of questions have 

emerged.  By trading the micro for the macro I have done something that was far 
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more important: I developed a method for studying the dispersal of religious 

smartphone applications.  With the completed lists of applications and the sheer 

volume of findings, there was no way to fairly judge one application over 

another.  There would be no way to justify my choice in applications beyond it 

being random choices based on the different categories.  This revelation in itself 

forced my hand on adjusting the scope of this thesis mid-way. 

I realize that the broad-stroked nature of a master list of all operating 

systems does not allow for a perfect OS to OS comparison; this would be more 

in the vein of a project FaithApps.Net Version 3.0.  With bold sweeping totals 

that include all marketplaces, I can comfortably give the findings I outlined in 

chapter three, but anything beyond that would require a comparison between 

platforms or individual search queries and those findings should not be taken as 

absolute.  Are my aforementioned findings in chapter three presumptuous?  Not 

at all, but they cannot be verified reliably without moving my findings to a 

database so that web based infrastructure could be put in place. 

 With every year there is more potential for technology to move beyond 

the smart device into peripherals that are expanding functionality as these smart 

devices become hubs of their own.  With the rise of technologies such as Google 

Glass and other smart accessories, the potential for even more integration with 

mobile tech and religious belief and practice is highly likely.  What if one could 

literally see Jesus everywhere they looked, or directions for participating in 

Hindu prayer could be chirped through smart band technologies so that proper 

prayer motions could be taught and perfected?  These ideas are not far removed 
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from the present; these are very real potential application ideas that could be 

created anytime in the next few years.  As sensors become smaller, and virtual 

reality begins to overlap our physical reality to create an all new augmented 

reality experience, it is not a matter of if, but rather a matter of when. 

 The most significant findings of my thesis are firstly, that as scholars, we 

know smartphone growth has been increasing exponentially over time; as the 

industry turns its eyes to emerging markets in Asia, the Middle East, and South 

America, future expected global adoption rates are not likely to slow down any 

time soon as old markets plateau and emergent markets explode.  In chapter two 

I showed that all smartphones and platforms are equal, and that there is indeed a 

socio-economic connection between the consumer and the mobile movement, 

that there is a correlation between the use of smart devices and the age, gender, 

ethnicity and education of the people that use them; that every demographic uses 

a smartphone and those rates are rising exponentially quarter by quarter.   

Pew Research Center polls showed that users of smartphones are 

beginning to shift towards mostly mobile internet use.  Slowly but surely, users 

are forsaking their LAN networks and moving towards an increasingly wireless 

age. Will mobile ever replace the hardwired internet and PC/laptop culture?  I 

think not, but the relationship will change, and in a lot of respects, it already has.  

The way we use mobile devices today are not the way we used them five years 

ago a dichotomy will exist where activities that are mobile-friendly and 

activities that are not will be the dividing line, and lifestyle will play referee to 

which players are on which sides.  Virtual worlds do not play out nicely in a 
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mobile space, at least not right now; alternatively, with the world population 

rising and space becoming a very real issue, converting physical space into 

virtual space is a necessary step in technological and social evolution.  This is 

where the power of mobile technology truly thrives.  My thesis shows that 

gaining a firm understanding on how mobile devices are being used and what 

the demographics of use for these devices and applications are is an important 

first step in understanding how religion is adapting to ITCs.  My findings beg 

the question that perhaps there is a closer connection to why people use a 

particular smartphone and why they practice a particular religion, that religious 

communities that subscribe to one technology or another are inadvertently 

creating pockets of electronic colonialism, a byproduct which could have 

widespread implications as religious communities aim to change the digital 

landscape by introducing traditional views of community, space, morals and 

ethics to the virtual world. 

With this in mind it is not definitively known if there is a convergence 

between the rise of the mobile revolution and religion.  In fact, it is wholly 

possible that there is almost no market for religious smartphone apps.  Without 

developers divulging their bank statements and without users coming forward 

expressing their use of religious smartphone apps, there is no way to truly know 

if a relationship exists.  This being said, with a potential 30,000 apps across all 

app stores, I doubt that religion being practiced on or in tandem with smart 

devices is an isolated occurrence.  In a capitalist world one would surmise that if 

there were no money in religious apps, there would be less developers turning 
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out these products, much less cornering an entire market of human religious 

belief and practice, as BackYardSoft aims to do.  From firsthand experience, I 

can say that surviving in the internet communication technology market is an 

expensive task, and as the old adage proclaims, it takes money to make money.  

For a fraction of the application development companies to survive and thrive 

developers need either large amounts of one time purchase revenue or 

reoccurring add space/subscription revenue to keep the lights on and the conduit 

to God open. 
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