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JORG NEUMANN

THEMEN

» Mobile Development
= Ul-Technologien
= Consulting, Coaching, Training

KONTAKT
= Mail: Joerg.Neumann@Acando.de

» Twitter: @JoergNeumann

= GitHub: https://github.com/JoergNeumann

= Blog: www.HeadWriteline.BlogSpot.com
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ACCELERATION AT HEART
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Microsoft®
Most Valuable
Professional
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THE CROSS-PLATFORM CHALLENGE

SMART PHONES

TABLETS

HYBRID NOTEBOOKS

DESKTOPS

WATCHES

VR HEADSETS

FITNESS TRACKERS

MEDIA STREAMERS

GAME CONSOLES

i0S ANDROID WINDOWS
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MICROSOFTS CROSS-PLATFORM APPROACH

———————————————————————————————————————————————————————————————

| s !

. =W @
.
| C#Code |l Shared C# Code

.NET libraries EE Shared .NET libraries

L i e | s aive |
R WY,V s Eeeese et Xamarin-—-—-—----- | o

oipnis [ensiA P




XAMARIN APPROACH
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Shared C# Logic




100% APl COVERAGE
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NATIVE PERFORMANCE
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Runs Runs
Natively J Natively
Bindings
O
= Xamarin.iOS erzeugt Uber eine Ahead = Xamarin./Android erzeugt IL-Code der Just
Of Time-Kompilierung ein ARM-Binary In Time (JIT) auf dem Android Device
flr Apple’s App Store. kompiliert wird.

= Objective-C-Libraries und Storyboards

= Java-Libraries und Google Support
kdnnen eingebunden werden.

Packages kdnnen eingebunden werden.



XAMARIN FORMS
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i0S-specific C# Android-specific C# Windows-specific C#

Shared Xamarin.Forms Ul

Shared C# Logic

PLATTFORM-NEUTRALER UI-STACK XAML FEATURES

= iOS, Android, Windows = Pages, Controls, Layout
Data Binding, Styles & Templates,

= Open Source Markup Extensions, Behaviors, ...



NATIVE Ul / SHARED CODE

<TabbedPage xmlns="http://xamarin.com/schemas/2014/forms"
xmlns:x="http://schemas.microsoft.com/winfx/2009/xaml"
x:Class="MyApp.MainPage">
<TabbedPage.Children>
<ContentPage Title="Profile" Icon="Profile.png">
<StackLayout Spacing="20" Padding="20"
VerticalOptions="Center">
<Entry Placeholder="Username"
Text="{Binding Username}"/>
chalts <Entry Placeholder="Password"
Text="{Binding Password}"
IsPassword="true"/>
<Button Text="Login" TextColor="White"
BackgroundColor="#77D065"
Command="{Binding LoginCommand}"/>

PROFILE SETTINGS

Passward

</StackLayout>
</ContentPage>
<ContentPage Title="Settings" Icon="Settings.png">
<!-- Settings -->
</ContentPage>
</TabbedPage.Children>




XAMARIN.FORMS
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VIEWS

REPRASENTIEREN UI-CONTROLS

= Werden in native Ul-Controls der jeweiligen Plattform umgesetzt
= Renderer ubernehmen das Mapping
= Deklaration in XAML oder Code maoglich
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£ Forms Gallery

LabelRenderer UlLabel 05 26 2014

Windows | |
LabelRenderer TextBlock , .




ENTWICKLUNGSUMGEBUNGEN

XAMARIN STUDIO

.....
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= Entwicklungsumgebung fir Mac B -
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= SDKs & Designers fur Android, iOS & OSX Apps = | o |

= Gleiches Projektformat wie Visual Studio e

VISUAL STUDIO ====
= SDKs & Designers fiir Android & iOS Apps [
= Remote iOS-Simulator

= Mac erforderlich fur iOS-Apps




DEPENDENCY SERVICE

PLATTFORM-FUNKTIONALITAT NUTZEN P ORTABLE CLASS LBRARY

= z.B. Sprachausgabe IMyService

DEPENDENY SERVICE
= |nterface definieren

u P | atth rm-s peZIfI SCh e MyService MyService MyService
Implementierung bereitstellen

ANDROID i0S WINDOWS
PROJEKT PROJEKT PROJEKT

= Assembly-Attribut Dependency deklarieren

ZUGRIFF
= Statische Methode DependencyService.Get<T>()



PLUGINS FOR XAMARIN xamarin.com/plugins

COMMON MOBILE API

PLATFORM NATIVE APIS




FAZIT

Xamarin vereinfacht die Cross-Plattform-Entwicklung

= Einheitliches Framework fiur die Entwicklung nativer Apps

Plattform-spezifische Anpassungen leicht moglich

Vorhandenes .NET-Wissen kann wiederverwendet werden

Xamarin ist Teil von Visual Studio

Xamarin.Forms ist Open Source

Viele kostenlose Komponenten (Xamarin Plugins, NuGet, ...)

Native 10S- oder Android-Libraries kdnnen eingebunden werden

Entwicklung fir div. Devices mdglich (inkl. Tablets, Watches, Streaming Boxes, ...)






RESSOURCEN

XAMARIN DEVELOPER CENTER

» https://developerxamarin.com/

LIZENSIERUNG
= http://msft.it/6185BWToz

XAMARIN SDK OPEN SOURCE

» http://open.xamarin.com/

XAMARIN.FORMS AUF GITHUB:

= https://github.com/xamarin/Xamarin.Forms

XAMARIN.FORMS SAMPLES

= https://developerxamarin.com/samples/xamarin-forms/all/
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