　　Signals Summury
Chapter1 Introduction 
　　

　　Getting Real Basic Concept
　　
Build software of which customers really need.

    Getting Real removes following process

・Timelines that take months or even years.

・Unrealistic functional spec.
· Scalability debates.

· Interminable staff meetings.

· The need to hire employees.
· Putting the meaningless version number.

· Pristine roadmaps in long time line

· Endless preference option

· Outsorced support.
・ Unrealistic user testing.

· Useless paperwork.

· Top-down hierarchy.

　　
    Outline of the containts.
· The importance of having philosophy

· Why staying small is a good thing

· How to build less

· How to get from idea to reality quickly

· How to staff your team
· Why writing is so crucial

· Why you shold underdo your competition

· How to promote your app and spread the word

Chaper 2  Starting Line

  2-1 Build Less
Do not think you can beat your competitors with the amount of 

functional features.
Build less than your competitor to beat them. Solve the simple problem and leave the difficult one to afterwards. 
In this book, the word “less” is for features, option, preference, corporate structure, meetings and abstractions.
　2-2　What’s your problem ? 
A great way to build software is to start out by solving your own problems. The problem you have is problem for thousands of others.
Create your tools that you’re passionate about.

 2-3 Fund yourself
Outside funding is plan B. Do not think to get money from outside funder.

 Funding by outside will arise the liability of explanation; you need to answer to their question like it or not. This situation often makes your software quality worse than you expect.

 These days it doesn’t take much cost to build software, and plenty of free

infrastructural softwares are open.

 Think how you can do best in your limited resources.Constraints force creativity, innovations are always with constraints.

2-4 Fix Time and Budget, Flex Scope 
Fix your budget and time to make your work done on time.

You can get following benefit by fixing them:
· To-do prioritization.

· Realistic viewpoint.

・ Flexibile thought.

It’s better to make half a product than a half-assed product.

2-5 Have an Enemy 　
　There is one of the best way to know what your application should be is to

 know it shouldn’t be. Use your competitor’s product, then understand what is too much or what they really need.
  Here is, however, an important notice; Do not overanalyze other product, or you’ll get obsessed with the competition. Take a look and then move on your own vision and ideas.

 2-6 It Shouldn’t be a Chore

The less your app lication is a chore to build, the better it will be. Keep it small and manageable so you can actually enjoy the process.

If you feel passionately about your application, it will come through in the final product. People can read between the lines.
Chaper 3  Stay Lean

3-1 Less Mass 
The more massive your team become, the harder to change your guideline and orientation. Less mass lets you change direction quickly.

You need to avoid following items to stay lean and flexible:

  
・Long term contracts

  
・Excess staff
・Permanent decision

・Meetings about other meetings

・Inventory(physical or mental)

・Technology lock-ins

・Long-term road maps

・Office politics 



and etc…

 On the contrary, you can reduce your massive weight by:

・Just-in-time thinking,

・Multi-tasking team members 

・Embracing constraints
・Small team size 

・An open culture that makes it easy to admit mistakes　　and etc…

Less-mass company can be in a better position to adjust to the real demands of the marketplace. Furthermore, it also gives you availability of business model switching. The most important benefit of staying lean is changeability of your mind.

3-2 Lower Your Cost of Change

　Changing always costs some.

 The more expensive it is to make a change, the less likely you’ll make it.

 The availability of cheap and fast changes is privilege of small teams.
　 







※

3-3 The Threee Musketeers
  Start with only three people, when you develop first version of your application.The best composition of the team is “Developer(Programmer)”, “Designer”, and “Sweeper (team organizer).
· Talented people don’t need endless resources.

· Working under the constraints makes your priority optimized. 

· Small team is easier to organize itself.

· Communication format can be simple.   

If you cannot build your product by only three people, then slim down your initial version.  The most important thing is putting down your idea on the real. 

3-4 Embrace Constraints

　　
    At first, you have to admit that you don’t have enough resources, then accept your situation. there’s never  exist enough to go around.　
   Constraints drive innovation and force focus. Instead of trying to remove them, use them to your advantage.
　Here’s an example. Development of Basecamp (http://www.basecamphq.com/) has a lot of constraint, such as, existent client work, a 7-hour time difference, a small team and no outside funding etc. Accordingly, these constraints forces effective communication between staffs, and forces us to come up with creative solution, which figure out what the most important is. 
3-5 Be Yourself 
A lot of small companies tend to act bigger than as they are.

It is big mistakes. Being small can actually be a huge advantage. 

Smaller companies are closer to the customer by default. They can communicate with customer in a more direct and persona way.

Advantages are not only for communication with customers, but for in-office communication. 

 Small companies can be free from ditch formalities, therefore people can speak openly and honestly. That makes their working processes more effective.

Chaper 4  Priorities

4-1 What is Big Idea ?　　

Before you start designing and coding anything you need to know the purpose of your product – the vision. Your vision need to be brief too. A sentence should be enough to get the idea across.

Take our product vision for example. 

Basecamp : Project management is communication

Backpack : Bring life’s loose ends together

Campfire : Group chat over IM sucks

Ta-da List : Competing with a post-it note

Writeboard : Word is overkill

4-2 Ignore Details Early On
Success of your application is in the details.

 However, at initial state, you shouldn’t be crazy about detail choice, such 

as size of font, color, shape of button…etc.

 Just build your application on time and make sure it works.

Details can be adjusted and perfect it later on。

4-3 It’s a problem, when it’s a problem
 Don’t waste time on problems you don’t have yet. Wait until that actually happen.

Only one important point is just to be honest to your customer, if you got a trouble, explain to your customer what’s going on now. Then your customer you are not thrilled by accidental trouble.
4-4 Hire the right customers

Find core market of your product, and then focus on it.

The customer is not always right. You have to sort out which opinion is right or not. You can not please everyone. You have to accept this truth.

 4-5 Scale Later
 “How many server capacity do we need for this product ?”

The answer is “Add it up when you got trouble.”

Questions like this are useless if you don’t make success your product.

Don’t waste your energy and time.。

4-7 Make opinionated software

Customer tend to complain about products. 

They say software should always be as flexible as possible, need more function and so on.

In frank, you basically don’t need hear about it. The best software has clear vision. The customers don’t agree with your vision are not belong to your target market. There’s no software accepted by everyone.

Chaper 5  Feature Selection 
5-1　Half, not half assed
Don’t stack up all the idea you have on your product or you will make half-assed product.Build what’s truly essential. Good idea can be tabled. 

Take whatever you think your product should be and cut it in half

5-2　It just doesn’t matter

The best designers and programmers aren’t the ones with the best skills.

“They are the ones that can determine what just doesn’t matter”. That’s where the real gains are made. Most of the time you spend is wasted on things that just don’t matter. If you cut out them, you’ll achieve productivity you’ve never imagined.

Let us show you an example. When we launched Campfire we heard some of these questions from people checking out the product for the first time.

“Why time stamps only every every 5 minutes ? Why not time stamp every chat line ?” Answer: 5 minutes stams are sufficient because anything more specific just doesn’t matter.

“Why don’t you allow bold and italic or colored forming in the chat?”

If you need to emphasize something use trusty CAPS LOCK key or toss a few*’s around the word or phrase.

5-3 Start with No

Don’t be yes-man about features request from customers.


Each time you say yes to the feature, you have to care about its 

design, implementation and testing etc..

Features what you need to make are only the survivor of severe selection. 

If you get complaints from user, remind them why they like and use your applicaton at first place.

5-4 Hidden Costs

Feature request that lead to more features sometimes.

Take Basecamp for example, we’ve had requests to add a meeting tab to Basecamp. Seems simple enough until you examine closely. But meeting ta might require:location, time, room, people, e-mail invitation, calendar, and support documentation, etc. This shows feature request costs hidden cost.


Fore every new feature, you need to operate following flow.

1. Say no.

2. Force the feature to prove its value.

3. If “no” again, end here. If “yes,” continue…

4. Sketch the screen(s)/UI

5. Design the screen(s)/UI

6. Code it.

7-15 Test, tweak, test, tweak, test, tweak, test, tweak…

16.Check to see if help text needs to be modified.

17.Update the product tour(if necessary)

18.Update the marketing copy(if necessary)

19.Update the terms of service (if necessary)

20.Check to se if any promises were broken.

21.Check to see if pricing structure is affected.

22.Launch

23. Hold breath. 

5-5 Can you hold it ?　

Build products and offer services you can manage realistically.

It’s easy to make promises. It7s much harder to keep them. Make sure whatever it is that you’re doing is something you can actually sustain – organizationally, strategically, and financially.

5-6 Human solutions
Don’t force conventions on people. Instead make your software general so everyone can find their own solution. Give people just to solve their problems their own way. And then get out of the way. 

5-7 Forget Feature Requests
Customer tend to request everything. 

Indeed, development every function is based on customer request.

But, you need to keep it mind that adding function means adding others one after another.

5-8 Hold the Mayo ?
Popular questions for research on customer’s needs are such as “What features do you want?” and so on.

Change your view point, then ask like “What is the most important feature?” or “ What features you do not need ?
Chapter6 Process　
6-1 Race to Running Software ?
6-2 Rinse and repeat
6-3 From idea to implementation

6-4 Avoid Preference

6-5 Done!

6-6 Shrink your time
6-1 Race to Running Software ?
Running software is your number one priority from day one.

As we mentioned before, you don’t need to design details on first stage.

You’ll realize that parts you thought were trivial are actually crucial and vice versa, then you can see what is worth building or not.

Following Procedure is basic way to build your software.

· Brainstorming

· Sketch


・ Create HTML screens（CSS and HTML only）


・ Code it.

6-4 Avoid Preference
Preferences are a way to avoid making tough decisions.

For customers, preference screens with an endless amount of options are a headache, not a blessing. Customers shouldn’t have to think about every details (screen design, layout change, number of message on display etc). 


Making decision should be your responsibility. 

When you make a bad decision, customers definitely tell you about problem of it. As always, you can adjust and modify it. 

6-5 Done ! 6-6 Test in Wild
Decisions are temporary so make the call and move on.

Making web application is not brain surgery. 

We have chance to revisit features and ideas multiple times during the process anyway. Accept that mistakes will happen and realize it’s no deal as long as you can correct them quickly. 

After making your software, test it via real world usage.

There’s no substitute for real people using your application in real ways.

Get real data and real feedback. Then improve based on that information.

6-6 Shrink your time 
Keep breaking down timeframes into smaller chunks. Instead of a 12 week project, think of it as 12 weeklong projects. Instead of guesstimating at tasks that 30 hours, break them down into more realistic 6-10 hour chunks. Then proceed one step at a time.
Chapter7 The Organization

7-1 Unity 

In general, companies separate design, development, copywriting, support, and marketing into different department. However, integrate your team so there’s a healthy back-and-forth dialogue throughout the process. Even better, hire people multiple talents who can wear different hats during development. The end result will be a more harmonious product.

7-2 Alone Time

During working time, people need uninterrupted time to get things done.

Actually, alone time in which you’re released from e-mail, IM messaging, and chatting with your colleague is most creative time zone.

Set up a rule at work to make half the day alone time. Say, from 10am-2pm for example. During alone time, give up instant messaging, phone calls, and meetings. Avoid any email thread that’s going to require an immediate response.

7-3 Meetings are toxic
Meetings usually arise when a concept isn’t clear enough.

The goal is to avoid meetings. Every minute you avoid spending in a meeting is a minute you can get real work instead.

Instead of resorting to a meeting, try to simplify the concept so you can discuss it quickly via email or IM or Campfire.


Here’s a few toxic of meeting :

· Meeting break your work day into small, incoherent pieces that disrupt your natural workflow.

· Meeting require through preparation that people rarely do anyway. 

· They frequently have agendas so vague nobody is really sure what they are about. Etc.
When you absolutely must have a meeting, stick to these simple rules:

· Set a 30min timer. When it rings, meeting’s over.

· Invite as few people as possible.

· Never have a meeting without a clear agenda.
7-3 Seek and celebrate small victorie

The most important thing in software development is motivation. 

If you aren’t motivated by what you are working on right now, then you won’t success with your product.

Long, drawn out release cycles are motivation killers. They insert too much time between accomplishment and celebration. 

If you’re in the middle of a months-long release cycle, set your intermediate goal for a day a week for some small accomplishment.

Set your goal, such as “Removing some form fields that you really don’t need” or “A small enhancement to an existing feature” and so on. 

Chapter8 Staffing　
8-1 Hire less and hire later 8-2 Kick the Tires

Don’t hire people at first. Consider the work that requires hire is really necessary for your company

There’s no way that you can immediately assimilate that many people into coherent culture. Even if you have access to a hundred of the very talented people, it’s still bad idea to try and hire them all at once.

Hiring arise problems on training issue, communication lapses, and personality clashes in office and so on..

 If there’s no other way, then consider hire. But you should know exactly who to get, how to introduce them to the work, and the exact pain you expect them to relieve.Before you hire anyone, give them a small project to chew on first.

8-2 Actions, not words
The typical method of hiring for technical positions, good reference is whether he/she has experience of open source development. Open source involvement often shows how much a candidate truly cares about programming. And what’s more, you can see the most important thing, passion. Definitely, involvement in open source requires at least some passion. Nobody can spend free time sitting in front of a screen. 

8-3 Get well rounded individuals

With a small team set, it doesn’t make sense to hire people, such as information architect with such a narrowly define d skill-set.

Small team need people rounded individuals, who can wear different hats.

Small team needs designer who can write, programmer who understand design, or someone like that. Everyone needs to have an organized mind. Everyone needs to be able to communicate with customer.

8-4 You can’t fake enthusiasm
Find someone you can trust to get things done when left alone.

Find someone who is not satisfied at a bigger and slower company and longs for a new environment. someone who is excited to build what you’re building.

8-5 Hire good writers
　If you are trying to decide between a few people to fill a position, always hire the better writer. It doesn’t matter if that person is a designer, programmer, marketer or whatever, the writing skills will pay off.

Basically, good writer has sophisticated communication skill, they make things easy to understand. They tend to think clearly, and those skills are the qualities you actually need.

Chapter9 Interface design
9-1 Interface first 

The interface is your product. What people see is what you’re selling. Start with the interface so we can see how the application looks and feels from the beginning. It’s constantly being revised through out the process.

Questions about product usability and outcome expectation are answered from design aspect. Design the interface before programming. Programming is the heaviest component of building an application, meaning it’s the most expensive and hardest to change direction of your mind. A paper sketch and HTML designs are relatively simple to modify or throw out. 

9-2Epicenter Design


Start from the core of the page and build outward. 


This means that, at the start, you can ignore the extremities: 

navigation/tabs, footer, colors, sidebar, logo, etc. 


Design the page that you can’t absolutely live without it.

This way allows you to start the dialogue between designer and developer right away instead of waiting for all aspects of the page to fall in line first.

9-3 Three State Solution 
You need to design the pages of three possible states.

· Regular　：　The screen people see when every features are working.. application is flush with data.
· Blank　：　The screen people see when using the app for the first time, before data is entered. 

· Error　：　The screen people see when something goes wrong.

9-4 The Blank Slate 
Ignoring the blank state is one of the biggest mistakes you can make.

First impressions are crucial. If you fail to design a thoughtful blank slate, you’ll create negative impression of your application or service.

That’s why the blank page need to contain the least information, design, and content on which to judge the overall usefulness of the application. When you fail to design an adequate blank slate, people cannot understand what they are missing because everything is missing.

Blank page should include following items.

· Tutorial and Help

· Sample page that is full of data
· Explanation on how to get started, what the screen will eventually look like, etc.

· Answer key question that first-time viewers will ask: “What is this page? What do I do now?” and so on. 

9-4 Get Defensive 
Design for when things go wrong.
You cannot build errorless application at first stage.

See details on ”Defensive Design of Web by 37signals”

9-4 Context Over Consistency 


Context of your application is more important than design consistency.

(such as buttons or links, color of forms and footer on your page and so on)

Every design should follows context of your application.

It’s OK to be inconsistent if your design makes more sense that way.

9-4 Copy Writing is Interface Design 


Copy writing is a part of interface design.

Icons with names, form field with examples, buttons with labels, step by step instructions in a process, a clear explanation of your refund policy. These are all interface design.

Stand on customer viewpoint, you need to speak the same language as your customers too.Good writing is good design.

9-4One Interface 
Admin screens have a tendency to look like craps.

Here’s simple reason for that, building two separate interface will be tough burden for designer. So, don’t build separate screens to deal with admin functions. Instead build these functions into the regular application interface.

Chapter10  Code

10-1.Less software

Keep your code as simple as possible.

Each time you increase the amount of code, your software grows exponentially more complicated. The less codes, the less bags and time for development. Encourage programmers to make counteroffers.

10-2.Optimize for happiness
Choose tools that keep your team excited and motivated

Let programmers choose programming language, applications, platforms, and anything else. That makes programmers productive, they right and simple code through elegant approach.

10-3.　Code speaks 10-4

Read your code. There must be room for improvement on your source. 

You may find easier path for solving same problem.


10-5 Open Doors

Give customers access to the information of developing product via RSS feeds. Then, you can spread name of your product via customer, without specific marketing. Feeds are powerful, in terms of they also provide a great way for customers to stay up to date on the changing content of application without having to log in repeatedly.

*****（Add more about Widget ?）*****

Chapter 11 Word　

11-1 There’s Nothing Functional about a Functional Spec　

Don’t write a functional specifications document.

They don’t reflect reality, and what is worth, they only lead to an illusion to your customers and lead feature overload on your product.

You cannot forget that an application is not real until builders are building it.

11-2 Don’t do dead documents

After you quit writing functional spec, eliminate unnecessary paperwork.

If you need to explain something, try prototyping it rather than writing a long document. In general, a piece of paper is only on its way to the trash.

11-3 Tell me a quick story
If you do find yourself requiring words to explain a new feature or concept, write a brief story about it. Don’t get into the technical or design details, just give the flows of what happens. Include the screens you are developing in your story.

11-4 Use real words

Use real words when you make screen demo.

11-5 Personify your product
Think of your product as a person. What type of person do you want it to be ? Once you define it, always keep those personally traits in mind as the product is build.. Use them to guide the copywriting, the interface, and the feature set. Whenever you make a change something, ask yourself if that change fits your application’s personality. Your product is talking to your customers 24 hours a day.

Chapter 12 Pricing and Signup

12-1 Free Samples

Lure in your potential customer by giving away free sample products

Once they’re hooked 

Take some smart companies for example, Apple offer iTunes software for free in order to build demand for the iPod and the iTunes music store.

For 37signals, Writeboard and Ta-da list are completely free apps that we use to people on the path to using our other products.

12-2 Easy on, easy off
Make signup and cancellation a painless process.

Provide a big, clear signup button that pops and put it on each page of your marketing site. Keep the signup form as short as possible. Don’t ask for customer information you don’t need and don’t throw a long daunting form at people.

Also, make sure people can get their data out if they decide to leave

This is crucial because giving people control over their information build trust. 
12-3 Silly rabbit, tricks are for kids
You shouldn’t force customer long-term contracts.

No one likes long-term contracts. In general, product should be month-to month basis. There’s no contract to sign and you can cancel at any time without penalty.

12-4 A softer bullet
Need to deliver bad news like a price increase? In such cases, give a plenty of advance notice.

Chapter 13 Promotion

13-1 Holly wood launch


To build up buzz and anticipation, Hollywood-style launching is one of the most effective way to make promotion of your product.

This process consists of 3 steps. 1)Teaser, 2)Preview, and 3)Launch

1).Tease

　Start dropping hints a few months ahead of product release.

Let people know what you’re working on by posting to your blog about the development. At this stage, stay vague about your product.

2). Preview

A few weeks ahead of launch, start previewing features, describing the theme of the product. Give people about the deas and principles behind the application. 

3).Lauch 

  INow people can actually go t the “theater” and see your application.

Get emails out those who signed up. Get blogs to link to your site..

Do your best on your product marketing. 

13-2 A powerful promo site　
Build an powerful promotional site that introduces people to your product. The site should includes following items:.
* Overview: Explain your app and its benefits.

    
* Tour: Guide people through various features.

    
* Screen captures and videos: Show people what the app actually looks like and how to use it.

    
* Manifesto: Explain the philosophy and ideas behind it.

    
* Case Studies: Provide real life examples that show what's possible.

    
* Buzz: Testimonial quotes from customers, reviews, press, etc.

    
* Forum: Offer a place for members of the community to help one another.

    
* Pricing & Sign-up: Get people into your app as quickly as possible.

    
* Weblog: Blogs keep your site fresh with news, tips, etc.

13-3 Ride the Blog Wave

Advertising costs a lot, it costs not only for advertising itself, but evaluating the effectiveness of it. When you don’t have time or money to set up the traditional advertising, consider the promotion with blogging.

There are a variety of people with popular blog in the web, your product will get chance to be introduced by them. Actually, Backpack by 37signals got 10000 singed up with blog promotion.

13-4 Solicit early

13-5 Promote through education
Share your knowledge on product with the users. 

Then, you can give something back to the community that supports you and score some nice promotional exposure at the same time.

 As a promotional technique, education is also a soft way to get your name and your product’s name in front of people. Education takes a lot of styles, for example, telling a technique tips on your blog, publishing your books, and speaking at conference are included. People you educate will become evangelists of your product.

13-6 Feature food

New or interesting features are a great way to generate buzz for your application. For example, Using Ruby on Rails, a new development platform, generated a tons of attention for Basecamp within developer community. The Ajax elements in applications by 37signals got lots of buzz and even led to Business 2.0 magazine naming 37signals a “key player in Ajax” alongside big names like Google, Yahoo, MS, and Amazon. 

13-7 track your logs

After making buzz, checkyour logs and find out where the buzz is coming from. Find out and make your presence felt. Leave comments at those blogs. Ask them if they are interested in joining your special advance list in which they can get up-to-date information your product.

Collect positive response and create a “buzz” page at your site. Testimonials are a great way to promote your application since third-party praise is more trustworthy to most people.

If the comments are negative, show you’re listening to them, then respond to critiques thoughtfully. Something like: “We appriciate the feedback but we did it this way because…” or “You raise a good point and we’re now working on it.” 

13-8 Inline upsell
Existing customers are your best bet for sales. Don’t be shy about trying to get repeat business from people who already know and use your product.

 If you have a tiered pricing plan or free version, don’t forget to call out upgrade opportunities from within the product

13-9 Name hook

Give your application a name that’s easy to remember. 

Just pick a name that vividly describes your tool’s purpose.

Also, don7t focus group or committee-ize the naming process too much. 

Name should be short, catchy, and memorable.
Chapter 14 Support
14-1 Feel the pain
Especially, don’t outsource customer support to a call center or third party. A lot of software developers tend to have a split customers.

Don’t build wall between customers and the development/design team.

Your whole team should know what your customers are saying. 

At 37signals, the people who actually build the product answer all of our support e-mails personally.

14-2 Zero Training

Use inline help and FAQs so your product doesn’t require a manual or training. No one read manual to use Google or Amazon. So, you build a product that doesn’t require manual. The less complex your application is, the less you need to help people out of the weeds. 

14-3 Answer Quick

Quick turnaround time on support queries should be a top priority.

Customers are so used to canned responses that show up days later that you can really differentiate yourself from competitors by offering a quick and thoughtful response right away.
During business hour, 37signals answer 90% of all e-mail support request within 90 minutes. Even if you don’t have a perfect answer, say something. You can buy goodwill with a response that is delivered quickly in an open, honest way. 

Publicize your screw up
If something goes wrong, tell people. Even if they never saw it at the first place. Be as open, honest and transparent as possible. Don’t keep secrets or hide behind. 

When bad news comes, get it all out in the open at once. Good news, on the other hand, should be trickled out slowly.
Chapter15 Post-Launch

One month tuneup

Issue a major update30 days after launch.

Because, a quick update shows momentum. It shows you’re listening to people. At first stage, just start by perfecting just the core feature set. Once you release your product, you can start getting customer feedback and you’ll know which areas require attention next, then build features for updating.

Keep the posts coming

Don’t stop blogging once you launch. Blog post should includes following items:

· FAQ

· How-to

· Tips & Tricks

· New features, updates, and fixes
· Buzz/Press release
A blog not only shows your app is active, but it makes your company see m more human like.
Better, not Beta

Don’t use word, “beta” as a scapegoat of your product.

An interminable beta stage tells customers you’re not really committed to

Rolling out a finished product. Don’t wait for your product to reach perfection. Take responsibility for what you’re releasing. Put it out and call it release. Otherwise, you’re just making excuses.

All bugs are not created equal

All software has bugs, that’s the way of things.

You don’t have to fix all bugs instantly. 

Prioritize your bugs (and even ignore some of them), based on its scale and seriousness. And remember what we said earlier about the importance of honesty. If customers complain about a bug, be straight up with them. Tell them you’ve noted the issue and are dealing with it.

In office, don’t create a culture of fear surrounding bugs. Don’t constantly seek someone to blame.

Keep up with the Joneses
Subscribe to news feeds about your competitors. 

Use services like PubSub, Technorati, Feedstar, and others to stay up to date. With RSS, this constantly changing information will be delivered right to you so you’re always up to speed. 

Beware the bloat monster
As things progress, don’t be afraid to resist bloat.

Don’t inflate just for the sake of inflating.

New doesn’t always mean improved. Sometimes there7s a point where you should just let a product be.

This is one of key benefits to building web-based software instead of traditional desktop based software. Desktop software makers such as Adobe and Microsoft need to sell you new version, they have to justify the expense by adding new features. That’s where the bloat begins.

With web-based software based on the subscription model, prople pay a monthly fee to use the service. You don’t need to keep upselling them by adding more and more, you just need to provide an ongoing valuable service.　
15-8 Go with the flow
Part of the beauty of a web application is fluidity. You don’t wrap it in a box, ship it, and then wait years for the next release. You can change as you go along. 

Flickr is good example, it began as a multiplayer online game called The Game Neverending. Its creators soon realized the photo-sharing aspet of the game was a more plausible product than the game itself. 
Chapter 16 Conclusion　
Start your engines

Last words

Everyone can read a book. Everyone can come up with an idea. Everyone can write a blog and can hire someone to hack together some code.

 The difference between you and everyone else will be how well you execute. Success is all about great execution.

For software development, that means doing a lot of things right. You can7t just have good writing but then fail to deliver on the promises in your prose. Clean interface design won7t cut it if your code is full of hacks.

A great application is worthless if poor promotion means no one ever knows about it. To score big, you have to combine all these elements.

The most important element that you need is people.

You cannot accomplish things without people.

You need people who are passionate about what they do. People who care about their craft – and actually think of it as a craft People who take pride in their work, regardless of the monetary reward involved. You need people who sweat the details even if 95% of folks don’t know the difference. Anyhow, when you find those people, hold onto them.

Sure, getting real is about building great software. But there’s no reason why it needs to stop there. Take thes ideas and try applying them to different aspects of your life. You might just stumble upon some neat results. 

37signals resources
37signals site

http://www.37signals.com
Signal vs. Noise Weblog


http://www.37signals.com/svn/
Basecamp -  Web-based project collaboration


http://www.basecamphq.com
Campfire – Web-based information organizer


http://www.backpackit.com
Writeboard – Web-based dead-simple to-do lists


http://www.tadalist.com
Ruby on Rails – Open-source web application framework


http://www.rubyonrails.org/
