


Welcome to the June issue of Mobile
Connect, powered by UlEvolution.

Welcome to the June issue of Mobile Connect, powered by UlEvolution. I’'m Frank
Jewett, Director of Strategic Solutions for UIEvolution and executive editor of
Mobile Connect. My job is to help UIE and our clients analyze news and trends so that
we can aim ahead of the curve to build and maintain competitive advantages in the
rapidly evolving mobile and connected space. Mobile Connect is an extension of that
mission, a mechanism for UIE to share our analysis with clients and associates.

The focus of our June issue is connected screens. Three years ago, at CTIA, UlIEvolution
staged a five-screen demo with the same app running on a phone, a PC, a TV, a consumer
electronics device, and a head unit. That demonstration was a few years ahead of its
time, but now mobile technology is driving the development of faster networks and
cloud computing solutions to enable streaming and sharing of media between different
devices and platforms. Consumers expect to be able to create their own rich experience
on any screen, including their computer, smartphone, tablet, television, and connected
car head unit.

Our feature article asks whether televisions will be the next connected screen and
discusses why the new Smart TV model will finally usher in the long promised era of
interactive television. Chris Ruff takes a look back at UlEvolution’s ten-year history in
mobile and convergent technology and discusses how elements of UIE’s original vision
are as relevant now as they were in the early days of feature phones. We also profile

Toyota’s Entune entertainment system, powered by UlIEvolution.

This issue includes several regular features that discuss trends in devices and in the
marketplace. One of these monthly features is our spotlight on major smartphone and
tablet models in market and coming soon. This will provide an overview of significant
devices in these rapidly evolving markets. Another monthly feature is our analysis of
a data point in the mobile and connected space. This month we look at two data points
related to Apple’s App Store market share.

We welcome your feedback, suggestions, and questions. Please email your comments
to me at frank@uievolution.com.

Thanks!
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Interactive television has been “the next big
thing” for decades. In the late Eighties, interactive
networks used cable television set-top boxes to
allow viewers to play along with game shows. In
the mid-Nineties, WebTV created a dedicated
set-top box system to support Internet browsing
on televisions. At CES in 2009, Yahoo unveiled
their Connected TV widget platform, which
Is currently supported by Sony, Samsung, LG,

Vizio, and Toshiba devices.

Each of these models was expected to usher in
the era of interactive television, yet none had
a significant impact. Now, with the development
of the Smart TV model and the confluence of
several adoption drivers, interactive television
Is poised to become the next connected screen

and a major ecosystem.
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Why Smart TV is the Next Big Thing

LEARNING FROM HISTORY

In order to understand why Smart TV is going to
succeed, it is important to learn from the failures of
previous models. Interactive television initially tried
to engage viewers by providing an opportunity to
play along at home with game shows or to make
predictions during live sporting events. In both cases,
the video being used was designed for passive
viewing rather than being optimized for interaction,
so the experience was not compelling.

Web TV took a different approach, trying to
engage viewers with heavily interactive Internet
sites. Unfortunately, television displays were not
optimized for displaying text-heavy web pages,
and navigating a web page was more difficult using
a remote control than it was using a mouse and
keyboard. Yahoo looked to solve the interactive
television riddle in 2009 with the introduction of
their Connected TV widget platform, but most of
their widgets presented information and interactivity
in sidebar format rather than leveraging video for
information or offering rich interactivity.

SMART TV

The Smart TV model emerged in 2010, with initiatives
announced by Samsung, LG, Sony, and Intel to build
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televisions and set-top boxes with more processing
power and connected capabilities. Smart TV is
defined by several key attributes, including full
Internet access rather than a restricted web portal,
the ability of users to customize their experience
by installing apps discovered using search and
recommendation tools, and the ability to connect
and share multimedia with other network devices
using the DLNA standard.

Unlike previous interactive television efforts,
Smart TV will be successful because it leverages
connected technology and cloud-based models in
ways that are optimized for television. Smart TV
apps are designed to promote easy interaction using
a standard TV remote. Information is presented
using video rather than overlays or text heavy pages.
Smart TV utilizes cloud-based content, including
video, music, and photos, rather than relying on
broadcast channels. Most importantly, Smart TV
is connected - to phones, tablets, cameras, and
other devices - making television relevant to the
connected generation.

ADOPTION DRIVERS

Several factors will drive the adoption of Smart
TVs: Netflix, consumer cloud-computing models,
and the connected user experience.
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Netflix has introduced a generation of television
viewers to the concept of using apps to customize their
TV experience with video content on demand. Netflix
offers a collection of streaming videos delivered
through Smart TV, STB, and game-console apps.
The Netflix subscriber base now stands at 20 million-
more than the number of Comcast subscribers.
These Netflix customers account for more than 60%
of digital movies viewed. Netflix subscribers now
consume more video via streaming than they do via
DVDs. Viewers clearly prefer full-length video content
on demand to broadcast or cable programming.

Cloud-computing models aimed at consumers
will enable viewers to enjoy their own videos and
photos along with the video and music libraries
they upload, purchase, or license from a variety
of services. Cloud-computing models like Apple’s
iCloud will bridge the gap between large television
screens, mobile devices, and consumer electronics.
Viewers will be able to shoot video on an iPhone,
edit their clips on an iPad, and see the final video
on their television, without ever plugging in a cable
to transfer files between those devices.

The connected user experience is the focal point of
consumer cloud-computing models. Users can select
content and drive it across mobile devices, automobile
head units, and television screens. Commercials
touting the connected user experience on behalf
of OEMs, carriers, and content providers will drive
demand for Smart TVs, because large television
screens are the ultimate multimedia consumption
point in a connected technology ecosystem.

SMART TV MARKET

Smart TV is still an emerging phenomenon in the
US marketplace, but rapid growth in markets like
Japan, coupled with the adoption drivers mentioned
earlier, suggests that Smart TV will soon be a huge
platform for media and software consumption.
In-Stat forecast that 230 million Smart TV and
STB units will be installed by 2014, mostly in
North America, Western Europe, and China, with
57 million homes watching web-based streams
over broadband. In-Stat also predicts that 70% of

all televisions will be network-enabled and that
Internet TV revenue streams will hit $17 billion.
Several major manufacturers are battling for position
in the Smart TV market. Samsung is currently in
pole position, with 48% of U.S. market share in
2011. They have 550 apps in market and recently

Large television screens are
the ultimate multimedia
consumption point ina connected
technology ecosystem.

passed 5 million downloads. Samsung has also
developed an affordable Smart Blu-Ray player,
aremote with a QWERTY keyboard, and a SmartView
app for Android to support their successful line of
Smart TVs. Other manufacturers include LG, Sony,
Toshiba, Panasonic, Vizio, and Philips. In addition,
it is rumored that Apple will look to leverage the
success of the iPhone, iPad, and their new iCloud
platform by launching their own line of Smart TVs
by the end of 2011.

When you consider the evolution of interactive TV
models, the forces driving the adoption of Smart
TV, and the technology companies competing for
Smart TV market share, it becomes clear that Smart
TV will emerge as the next big thing and the biggest
screen in the connected user experience. Given the
preference many people have for video over text,
it is likely that the Smart TV experience will ultimately
replace Internet browsing as the main method of
consumption for information and entertainment.

Companies that add a Smart TV strategy to their
business model will enjoy a first-mover advantage
over current competitors and potential Smart TV
start-ups. Now is a great time to start thinking
about how Smart TV can drive viewers, customers,
and revenue to your business.

By Frank Jewett
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Mark Twain observed, “Facts are stubborn things,
but statistics are more pliable.” Twain wrote that
over a hundred years ago, but it seems particularly
applicable now in the mobile and connected era.
In this industry facts can be hard to come by, and
statistics are often used as a springboard for attention-
grabbing observations like “Apple App Store lost
nearly 1/3 of app market share in two years.”

This month’s Data Point features two contrasting
stories. In the first, Apple’s App Store is rapidly
losing market share, but in the second, Apple’s App
Store is projected to increase revenue by more than
one billion dollars
from 2010 to 2011.

Data Point: App Store Market Share

revenues, despite maintaining roughly 25% share
among smartphone operating systems. The important
detail in the “losing market share” story is that the
data reflects the share of total app downloads, which
includes free apps, “freemium” apps, junkware, and
anything else that slips through Google’s submission
process to make it into the Android Market. The
App Store lost share in total downloads, which
included free downloads, rather than revenue.

The second story, about increasing mobile app

revenues, points out that Apple’s App Store is on pace to

collect 76% of app revenue in 2011 and further predicts

Winning the battle to download the most free = “=e*"

etain 60%

The statistics dPPS ISN’t nearly as important as winning the market share

behind
two seemingly

these

disparate stories are true, but to paraphrase George
Orwell, “Some statistics are more equal than others.”

The first story, about Apple losing market share,

comes from a May 30th post at research2guidance.
com. The statistic is that Apple’s App Store went
from 81% share of all app downloads in 2008 to
57% share of all app downloads in 2010. The data
given for the first quarter of 2011 indicates a modest
recovery to 59% share.

This story grabbed my attention because Apple
has traditionally taken in more than 75% of app

hattle to actually sell apps.

in 2014. What
that means in
real dollars is that App Store revenue is expected
to grow from $1.8 billion in 2010 to $2.9 billion
in 2011, and then to roughly $5 billion in 2014.
This hardly jibes with the picture of Apple losing
a third of their App Store market in two years.

The moral of the story is to pay careful attention
to the details of the statistics being provided and
always follow the money. Winning the battle to
download the most free apps isn’t nearly as important
as winning the battle to actually sell apps.

By Frank Jewett

Apple App Store lost nearly 1/3 of app market share in two years
Apple App Store share of total application downloads and number of app stores (2008-2011 Q1)
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Sony Xperia Play

Sony’s Xperia Play was released on Verizon. It is the first
PlayStation certified Android smartphone. It hasa 4” display
with a slide out PlayStation controller and it comes preloaded
with six games. It offers 3G connectivity powered by a 1 GHz
Snapdragon processor. It has a5 megapixel camera. It ships
running Android 2.3 “Gingerbread.”

Smartphone Spotlight

Samsung Infuse

Samsung’s Infuse was released on AT&T in May. It has a 4.5” display,
the largest Android phone display in market, but the 480 x 800 pixel
resolution is the same as many smaller displays. It offers 4G connectivity
powered by a single-core 1.2 GHz Hummingbird processor. It has an 8
megapixel camera that can capture 720p HD video. It ships running
the Samsung TouchWiz Ul over Android 2.2 “Froyo.”

Major Models Released or Coming Soon

IPhone4 ) 480 x 800 10S 4.3 AT&T, VZ 3/M/M
ThunderBolt . 480 x 800 Android 2.2 VZ 3/17/M
EVO 4G ) 480 x 800 Android 2.2 SP 6/4/10

DROID . 480 x 800 Android 2.2 VZ 4/29/10
Incredible 2

Inspire 4G : 480 x 800 Android 2.2 2/13/M

EVO Shift 4G : 480 x 800 Android 2.2 1/9/M
LG G2x 480 x 800 Android 2.2 4/15/M
LG Revolution : 480 x 800 Android 2.2 5/26/M
Motorola Atrix 4G 540 x 960 Android 2.2 3/6/11

Samsung Epic 4G / 480 x 800 Android 2.1/ 8/31/10
Galaxy S Pro 2.2

Samsung Nexus S 480 x 800 Android 2.3 12/16/10

Sony Xperia Play 480 x 800 Android 2.3 5/26/2011
Ericsson




Tahlet Spotlight

HTC Flyer ASUS Eee Pad Transformer

ASUS’ Eee Pad Transformer was released for WiFi only. It is
the first Android tablet that offers specs similar to the iPad
2 with a lower price. Its 10.1” display is powered by a dual-
core 1 Ghz Tegra2 processor. It has a 5 megapixel cmaera
that can capture full 1080p HD video. It ships running
Android 3.0 “Honeycomb.” ASUS sells an optional keyboard
dock that transforms the tablet into a netbook form factor.

HTC's Flyer was released for WiFi only. Itis the first tablet from HTC.
Its 77 display is powered by a single core 1.5 GHz ARM processor.
It has a 5> megapixel camera that can capture 720p video. It ships
with Android 2.3 “Gingerbread”, with an update expected this
summer. It has built in Flash and HTML5 video support. HTC sells
an optional stylus to provide additional support for note taking.

Major Models Released or Coming Soon

(1 Carrier/ | WiFI
Version Retailer Release

Apple iPad 2 1024 x 768 i0S 4.3 AT&T, VZ 3mm $499
Motorola Xoom 10.] 1280 x 800 Android 3.0 VI 3/28/M $599
Toshiba Thrive 10.1 1280 x 800 Android 3.1 1/10/11 $449
Acer Thrive 10.1 1280 x 800 Android 3.0 Vi 4/26/11 $449
ASUS Eee Pad 10.1 1280 x 800 Android 3.1 5/1/M $399
Transformer
Samsung Galaxy Tab 10.1 1280 x 768 Android 3.0 6/8/1 $499
Samsung Galaxy Tab 8.9 1280 x 800 Android 3.0 6/8/1 $469
LG G-Slate 8.9 1280 x 800 Android 3.0 ™ 4/20/11 $529
HTC EVO View/ 1 1024 x 600 Android 2.3 SP 6/24/1 $649
Flyer
Samsung Galaxy Tab 1 1024 x 600 Android 2.2 All 4/10/11 $349
RIM PlayBook / 1024 x 600 QNX AT&T, VZ 419/1 $499
HP TouchPad 9.7 1024 x 768 Web 0S AT&T nm $449
— ——
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Toyota Entune

A connected car multimedia system

Toyota Entune is an in-car multimedia system that
offers entertainment, navigation, and information
services. Toyota introduced Entune at the 2011
Consumer Electronics Show (CES) and won two
awards. Entune won both the Best of CES award
from CNET and the Editor’s Choice Award from
Popular Mechanics. Entune will first launch in the
new 2012 Prius V, which will become available later
this summer. The company plans to add Entune to
other models shortly thereafter.

Entune utilizes voice-recognition software and
in-vehicle controls to keep the driver safely connected
to the mobile world. According to Jon Bucci,
vice president of Toyota’s Advanced Technology
Department, “Consumers have grown accustomed
to having the world at their fingertips through
their mobile phones and - unlike other industry
solutions - Entune allows drivers to interact with
informative and entertaining mobile content without
fumbling with their phones. We offer features that
our customers demand and integrate them seamlessly
in the vehicle.”

Toyota’s navigation package must be purchased as
an option in order to incorporate the display screen
used by Entune and customers need a Bluetooth-
capable phone to pair with their new vehicle. The
automobile head unit uses the phone to communicate
with the cloud and to retrieve user preferences.
After downloading the Entune application to the
mobile phone and “pairing” the device to the car,
customers need only use the touch-screen interface
to use the available apps, which currently include
Bing, iHeartRadio, MovieTickets.com, OpenTable,
and Pandora.

Entune’s user-friendly design features touch-screen
buttons for each application and steering wheel
controls to navigate the screen. The program
will only connect to one phone at a time, so the
current driver’s preferences and search history
are always available while driving. If the driver has
used the phone to create or access an account

& Apps )

| biNg iii
/ﬂ Bing

iheartradio MovieTickets.com

Pandora

= OpenTable®

OpenTable Saved Destinations

= movie
N m tickets.com

PURCHASE MOVIE TICKETS

Left: 40

Eye of the Sandman Adult: 02 @ $24.00
9:00 pm, Monday, January 3rd, 2011 Child: 00 @ $00.00
Uptown Cineplex Senior: 00 @ $00.00
32 EIm Total: 02 @ $24.00
Email: michael@toyota...

Credit Card: Visa *********2938 11/2014

at MovieTickets.com and saved the purchasing
card to that account, the driver can use Entune to
buy movie tickets on the way to the theater and
avoid the line.

Entune’s technology, developed by UIE, creates
a simple app experience for Toyota drivers. “Advances
in mobile devices and faster wireless networks fuel
consumer appetites for connected applications.
Toyota understands this, and leads the industry
with a technology and consumer-focused vision
around Entune,” says Chris Ruff, President and
CEO of UlEvolution. Koji Hosaka, General Manager
of UIEJapan adds, “The UIE platform lets Toyota
seamlessly integrate with third-party software
and hardware, allowing integrations between the
navigation system and location-based services...
providing dynamic addition and removal of content
by both Toyota and users.”

Entune’s cloud-based system adapts to meet the
needs of customers over time. Toyota can wirelessly
add applications to upgrade the Entune platform as
needed, so in-vehicle apps won’t become obsolete.

by Tara Peters




UIEvolution Vision

UlEvolution was founded in 2000 on three simple core principles:

Users Want Wherever,
Whenever and However

Users want access to content and applications
on any device that can connect to a network.
This initially meant wireless phones but it has
evolved over time to include other connected
devices like tablets, Smart TVs, and connected cars.
Users want a simple, yet rich and powerful experience.
User experience expectations have also evolved as
underpowered devices with small displays have been
replaced by devices with dual core processors that
can drive multiple screens. Users want to interact
with applications and data that are hosted and
managed like web pages rather than downloaded
and stored on a particular device. UIE believed
in cloud computing as a distribution model long
before that phrase became a marketing buzzword.

These three guiding principles informed UlEvolution’s
unique vision and focus on client and server software
designed to provide a rich user experience that
leveraged cloud-based data services to connect
the user experience across every device.

EARLY YEARS

In the early years of UlEvolution, one of the problems
that we faced was the absence of a single solution
for providing users with access to applications and
content on mobile phone. At that time, Personal
Digital Assistants with connected or integrated
modems were the only devices where our actual
vision and products could be delivered. The leaders
in this new market were Microsoft with Windows CE
and Palm Pilot with Palm OS. These devices were

User Experience Matters

The Web Experience
Always Wins

the earliest proving grounds for the connected
lifestyle, but we knew that to reach the mass market,
the mobile phone would end up being the answer.

Mobile phones offered two ways to deliver content
and applications to users: WAP browsers and
a mobile version of Java. Because we believed
strongly that users wanted a richer experience
than WAP was designed to deliver, we focused
on Java as our platform for mobile phones.
Java was a pretty good solution, but customization
by device manufacturers and operators meant that
Java’s “write once, run anywhere” promise never
became a reality for developers and applications
still needed to be ported to different devices on
different networks. Another issue was that Java was
just a technology and the carriers had to build an
ecosystem around it to help developers monetize
their applications.

In an effort to solve these software fragmentation and
ecosystem issues, Qualcomm created a challenger
to Java they called BREW. With BREW, Qualcomm
would more stringently control the software so that
BREW apps written for one device would work on
other BREW devices. BREW was an improvement,
but still not a universal solution as apps still needed
to be ported to different phones due to carrier
specific APls. Where Qualcomm really got it right,
however, was that they built an end-to-end solution for
developing, deploying and monetizing applications.




SINGLE PLATFORM

UIEvolution was committed to delivering solutions
on every device, so we created the UIEngine, the
world’s first universal client framework for creating
and delivering apps across multiple devices regardless
of manufacturer, operating system, or carrier. UIE
has used the UIEngine middleware platform and thin
clients to deliver app solutions on feature phones,
smartphones, tablets, automobile head units, Smart
TVs, and other consumer electronics devices.

UIE believed in cloud computing
as a distribution model long
hefore that phrase hecame a
marketing buzzword.

Having an open “write once, play anywhere” solution
continues to be a dream today. Technologies like
Java, Linux, and Flash have all been unable to
overcome the problem of fragmentation because
manufacturers, operating system providers, and
carriers drive fragmentation in an effort to differentiate
themselves in their verticals. Apple created a strong
development platform and a distribution model that

2002 Shuffle

WV shuffle was a UlEVolution
produced casual game title.

SHLFFLE
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2003 Keeper’s Quest
VW Keepers was a UlEvolution
produced puzzle game where the
player controlled their character
through obstacle-filled territories.

UlEvolution Vision

is the envy of the industry, yet Apple only controls
about 25% of the mobile market.

Google’s Android currently dominates among
smartphone operating systems with more than 40%
share, but OEM additions to Android’s stock user
interface capabilities have caused fragmentation
by manufacturer as well as by Android version,
since the OEM flavored versions of Android are
updated on different schedules for a variety of
reasons. Rival mobile operating systems include HP’s
WebOS, RIM’s QNX, Microsoft’s Windows Phone 7,
Samsung’s Bada, Intel’s Meego, and Nokia’s recently
outsourced Symbian.

Recently developers and large companies in the
mobile space have begun turning to HTML5 as the
new “write once, play anywhere” solution, but support
for HTMLS is still very inconsistent across platforms
and mobile browsers. As HTMLS5 becomes a viable
development environment, mobile participants are
likely to drive fragmentation with customization the
same way they did with Java. That said, UIEvolution
is investing in developing our HTML5 capabilities
because we don’t want to exclude any solution that
could help us execute on our vision.

The pragmatist in me hopes that one day there will
be a single platform, but the realist believes that

2005 TOURCast
W TOURCast Mobile allowed users to
follow international and local PGA
sponsored tours, shot-by-shot, while
they were in progress with active hole
charts, leaderboards and statistics.

Q) Current Event




Feature

fragmentation will persist as powerful mobile players
battle to capture billions of dollars in revenue.
Regardless of platform concerns, UlEvolution will
continue to be relevant because our vision is based on
the user experience, not the underlying technology.
UIEngine is a great tool, but it exists to enable our
bigger connected vision.

FORWARD THINKING

Three years ago, at CES 2008, UlEvolution staged
a five-screen demo with the same app running
on a feature phone, a PC, a TV, a consumer electronics
device, and a head unit. This demonstration
of connected technology may have been ahead
of its time, but next generation high speed wireless
networks, consumer cloud computing models, and
the continuously evolving UIEngine are poised to
deliver this connected user experience to mass
market audiences of consumers and professionals
at an affordable price.

Today, mobile and connected technology is moving
faster than ever. In just one year, the iPad not only

found a market, it created an entirely new class
of convenient tablet computing devices. In eighteen
months, Android grew from less than five percent
market share to become the dominant mobile OS.
With major players like Apple, Google, Amazon, and
Microsoft investing heavily in cloud computing models,
user expectations around connected mobile devices
and embedded screens will increase dramatically.
UIEvolution stands ready to meet that challenge.

The one constant throughout UIEvolution’s
history has been our steadfast belief in our three
core principles. Like our platform, our practical
application of principles has evolved as the mobile
and connected user experience has evolved from
the basic functionality of feature phones to the new
UX paradigms of iPhone and Android, to the current
age of wireless multimedia. At UIEvolution, we take
pride in helping our clients design and deliver simple
yet rich and powerful user experiences wherever
users want them, regardless of the type of device
or the size of the screen.

By Chris Ruff

UlEvolution will continue to be relevant because our vision is
hased on the user experience, not the underlying technology.

Fox Sports Ultimate

Fans received the latest news from

FOX with a live ticker and the ability
to streaming video along with a link
to news, scores, and highlight clips.

2010 Top 25

VW Atravel app that helps users discover,
locate, and connect with local
attractions.

2007 Mobile MySpace
W Mobile MySpace represented
NewsCorp’s efforts to provide a
straightforward, visually simple
experience across a wide assortment
of platfoms and devices. @
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TEAM PROFILES

DIRECTOR OF QUALITY

Josh is responsible for the quality of the products,
processes, and people of UlEvolution. Josh
recently rejoined UlEvolution after working several
years at Amazon, where he was responsible for
the quality of the Amazon Webstore.

Josh graduated with a degree in Public Relations
and a minor in Computer Science from lllinois

State University. His favorite app was ESPN
Bottomline, one of the original apps developed
by UIE. It was, “the first app | actually used, and |
loved that | was able to ship that EVERYWHERE.”
Unfortunately, Bottomline is no longer available.

When not at work, he likes to relax with his wife

and their two kids, play softball, play and coach
soccer, and generally play any sport available...

especially if it involves his kids. When asked: CECILE TRON
“If you could bring one character alive from your SENIOR SOFTWARE DESIGN
favorite book, who would you choose and why?” ENGINEER AND MANAGER

Josh replied with “Dr. Seuss’ Cat in the Hat,
so | could destroy my house and have him clean Cecile is responsible for designing application
it all up, but thing 1 and thing 2 aren’t invited.” . : .

architecture and managing a mobile app
development team. She joined UlEvolution
in 2006. Prior to that, she was a Software
Engineer at Brixlogic, where she designed and

developed models and security components.

Cecile graduated with a MS in Computer Science,
Mathmatics and then earned a Ph. D. in Computer
Science; parallel machines, performances, and
statistics from Institut National Polytechnique de
Grenoble in France. Her favorite app is Angry
Birds, because “it keeps my kids busy when
they are bored and | cannot entertain them.”

Outside of her job, Cecile enjoys cooking her
native French cuisine and traveling to new cities.
When asked: “If you could be any age again for
one week what age would you be and why?”
Cecile answered “40, because it is actually true

that for most women it is the best time of your
life. You know who you are and what you want.”
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