How long have you been a

How long have you been
an iOS software

"If there is an aspect of the i0S SDK
that immediately makes you think of
using an external third party

Have you used any of these

Have you used any of these data

Have you used any of these view

Have you used any of these testing
?

iCan you specify why?

Ajatempel software developer? developer? which ones are they? related Can you specify why? storing Can you specify why? Can you specify why? related
{Sometimes apple doesnt provide what {ASIHTTPRequest, JSONKit, json-
02/12/14 10:18!3 to 5 years 305 years Network, Graphics, Data Store, Social _you need for this "aspects” framework To try the efficiency and simplicity to use
: Mogenerator for adding custom methods
1Good external frameworks make several to object
!SDK features easier + faster touse.  AFNetworking, RestKit, FMDB for direct access to sglite For replacing default testing framework
02/12/14 10:3016 or more years 3t0 5 years Network, Data Store, Social, Utilities __:Less boilerplate code. ASIHTTPRequest, JSONKit FMDB, datastore. GHUnit in xCode.
: Simplifies usual overhead that occours
{AFNetworking for handling networks is They provide simple interfaces to make when adding/removing/modifying
02/12/14 10:35!1 to 2 years 1102 years Network, Social, Utilties ivery robust and simple. tworking, ASIHTTPRequest requests. database attributes and entities. iCarousel
iThird party frameworks can make using
2/13/2014 11:54:18 3105 years 1102 years Data Store data store much more convenient. g More convenient use of data store
: AFNetworking is handy for RESTful
{For these I've found that whether these services with it's powerful serialisation
parts of APIs are impossible to use in interface. | do like heavy use of block
{order to solve some problem or you just based approach that makes me to avoid
have to write a lot more code to establish implementing tons of protocol methods.
iresult. Social networks remote APls From ASIHTTPRequest most useful for FMDB helps to reuse already existing Allows unit testing also UI testing. For
ichange quite fast that it's hard for Apple me have been ASIDownloadCache. SQL. Queue helps to work around me have decent mocking support for
2/18/2014 1:21:34 3105 years 1102 years Network, Data Store, Social ‘1o keep track and update libraries. , ASIHTTPRequest Caching to disk is made that simple. FMDB problems introduced by ing. _{GHUnit network but still it can be improved.
iTwo things that | find myself often writing
2/20/2014 14:56:28 6 or more years 305 years Network, Views ‘boiler-plate code for. JSONKit FlatUIKit
Network, Graphics, Data Store, Debug, : AFNetworking, ASIHTTPRequest, No stupid C code to manage Sqiite ViewDeck/JASidePanels/ECSIdingView
2/21/2014 9:11:23 6 or more years 305 years Utities ‘Have simpler usage, less code. SD JSONKit, SD! Have simpler usage, less code. MagicalRecord, FMDB. database. GHUnit Controller
: These have provided a simpler interface
{Third party components provider a higher; for networking. Some of these (json-
‘level abstraction on top of what Apple is :AFNetworking, RestKit, framework) were used, but have gained
2126/2014 13:33:33 6 or more years 3 t0 5 years Network, Social, Debug, Utiliies ‘providing ASIHTTPRequest a better built in solution. Kiwi, GHUnit FastimageCach
: ViewDeck/JASidePanels/ECSTdingView
: AFNetworking, ASIHTTPRequest, Controller, PaperFold-for-i0S,
2/27/2014 15:49:48 3105 years 305 years Network, Data Store, Utilies : SD ISONKit, SD! MagicalRecord, FMDB. DTCoreText
: Early on the iOS SDK did not have as
: robust networking capabilties as it has
: now so things like RestKit and ASIHTTP
: were more useful. but as the SDK has
: grown and developed | have found less
: AFNetworking, RestKit, and less of a need for these helper
2127/2014 16:06:26 6 or more years 3 t0 5 years : ASIHTTPRequest, JSONKit Prefer CoreData iCarousel
i ViewDeck/JASidePanels/ECSIdNgView
2/27/2014 17:18:00 6 or more years 1to 2 years Network, Testing : AFNetworking, RestKit, JSONKit Kiwi Controller, DTCoreText
{Hardware such as Bluetooth stylus, page
‘turning foot pedals (for sheet music SQLite is a part of i0S, but | prefer it to
212712014 17:43:12 6 or more years 6 or more years Hardware addons {apps) etc, all require special SQLite CoreData.
"AFNetworking for all url requests. | just
easier and better to use.
iSocial - Use facebook sdk
: I wanted to see which one | liked better
iUtilties - use sourcetree for git and compared to just Core Data. Ended up FlatUIKit, AwesomeMenu, iCarousel,
2/2812014 7:42:53 3to5 years 1to 2 years Network, Social, Utilties for merge issues JSONKit, json-framework ‘See above MagicalRecord using core data. nope. REMenu
03/03/14 12:06!6 or more years 1102 years :
: AFNetworking, RestKit, SDWeblmage,
3/28/2014 17:26:57 3105 years 3105 years Network, Social, Utilties : JSONKit, SDWeblmage
{There are great networking libraries out
3/28/2014 19:50:24 3105 years 3105 years Network ithere AFNetworking Because it's awesome? Nope, just haven't used it Kiwi Pretty syntax, mocking
3/28/2014 22:47:05 305 years 310 5 years Network, Data Store : ing, ASIHTTPRequest
{AFNetworking & MKNetworkKit really
isimplifies network handling.
For debug, | like using DLog for logging Easy to generate models for core data, Ilike how Kiwi handles unit testing. Much; ViewDeck/JASidePanels/ECSlidingView
3/3012014 2:54:47 3105 years 1102 years Network, Debug {and Reveal to inspect the view hierarchy. See above and apply modificati Kiwi more readable than Apple's ones. Controller
{Apple's frameworks are quite robust, but
iwhen it comes to things like network and
data storage, there is just way too much AFNetworking takes a lot of the hassle MagicalRecord makes Core Data code
Iboiler plate’ code that frameworks can out of making simple GET and POST S0 much cleaner and easier to write, and
04/01/14 07:06!6 or more years 305 years Network, Data Store, Social, Utiliies __take care of. AFNetworking requests. MagicalRecord | know the guys who maintains it ;) We don't do unit testing
: mogenerator is pretty much inevitable
: because it creates subclasses for all of
: These networking frameworks have a bit the objects in Core Data - something
: more functionality, AFNetworking also that otherwise has to be done manually.
i i i {Apple's own SDK either needs a lotof | tincorporates blocks instead of i iMagicalRecord greatly eases the i i ] i
: : : boiler plate code or just doesn't have the | \delegation. They're also supposedly imanipulation of data (fetching, creating : !ViewDeck/JASidePanels/ECSlidingView :
04/05/14 14:0813 to 5 years 130 5 years ‘Network, Data Store, Social ‘necessary tools for it (social). | ASIHTTPRequest \faster than Apple's own. ‘Magical , lefc). | | ‘Controller, iCarousel '




Can you specify why?

‘Have you ever used any of these

Can you specify why?

Have you used any of these debug
?

Can you specify why?

Have you used any of these graphics

Can you specify why?

‘Can you name any other specific
weak spots in the iOS SDK?

well developed as the user side of the
i0S operating system? Why?

In your opinion, is the iOS SDK as  !What are the biggest differences when|

comparing the iOS SDK to other
kits?

utility

Try to make it to simple so that in the end
it's too complicated to make something
custom (more speaking about Ul)

1 don't use view-related frameworks.
These can usually not be used out of the
box and changing functions in some
framework willlead to errors. Often is
better to write your own.

No need for any of these.
(Possibly Mantle is nice when REST that
you use is well written).

Bug reporting/managing is a mess.
Documentation errors.

Several bugs that are stil not resolved
(from iOS 4.x).

The main design idea is the same: don't
let users touch something that can break.
I don't even know, if i's bad or good

Compared to Android SDK:

Much better IDE (xCode is really nice
compared to Android Studio or Eclipse)
Usually same things can be done with
less code using iOS SDK.

Graphical coding thingy (storyboards)
are useless for larger projects.

Tried it out for a game.

Box2D, Chipmunk2D

Tried out some physics libraries for
games.

I don't remember at the moment. But |
have met some of them. Mostly
documentation says one thing and in
reality the flags are different.

On the user's side | think lack of widgets
on main screen is a big downside:

For me the documentation is good. Not
the best, but good enough to get people
started. Sometimes there are situations
where people run into weird problems
but then the community can help each
other out.

Twould say user side is more advanced,
but the cap s closing over time. | think
Apple is still in process of figuring out
what developers need and how to make
it easier for them to use.

It's definitely well polished and quite solid
compared to Android Studio or WP8
SDK. There are some drawbacks in
interface builder like format of xib files
and supporting latest 10S7 Ul along with
older OS versions. Debugger needs still
some to be more stable.

It does it's job well. There are no
components that you can tell it's total
rubbish like BB Java SDK had. Different
modules can be switched off that | don't
need but | would expect bit more
customisation. Ul for different tools is

One thing to also complain is support for

and looks good. API follows
unified patterns and documentation with

Fast working simulators that avoid
compiling to ARM executables like
Android tools do. HyperV for WP8
emulation is even worse. Supporting
native code is somewhat better but
personally | don't like Objective c++ that
can lead to quite messy implementation.
What | don'tlike is code signing
requirement for devices used for
development. It can be worked around
using debug tokens. New Xcode
contains tons of tools for heavy graphics
and game development. Cool thing is
shader debugger that | don't know some
other SDK includes with possibility to

sample code is easy to use.

change program while it's running

I wanted to use a flat Ul in a project
before i0S7.

I often use XIBs to define custom
subviews, as oppose

programmatically writing it. Wiring up
event handlers post-hoc is sometimes a
bit annoying, especially when working
with a complex view.

Yes, the tools are well made and
relatively up to date when compared with
other ‘industry-standard’ systems. The
i0S AP! is regularly updated and Apple
seem to respond to developer feedback
auto-layout anyone

It's much faster to get going. Objective-C
and it's associated design practices are
much better suited to this sort of
application development. The tools all
work wel together and there is no end to
the number of external libs available.

)
Actually is really fine, much better than
Android SDK.

Tools like Xcode, Instruments and big

Have simpler usage, less code.

| like Objective-C as well.

Used to speed up scrollviews with
images. But did not it use case.

| have never used. Probably had no need:
to use.

Crashlytics

Really slick integration and amazing
reporting

Lot's of black-box

No. Xcode is a text editor. Only piece
working good is interface builder that is
using drag and drop.

Itis lacking unit testing capabilities
available on Java based platforms.

QuincyKit

GPUImage, Box2D, Chipmunk2D

iCarousel was a simple way to add some
“flash” to an app that | was developing

 Appirater, PSPDFKIUIOS PDF Reader
H e

PSPDFKit added a lot of functionality to
viewing PDF's that wasn't trivial to add
on my own. Appirater, for simplicity (then
removed it due to user

Yes - the iOS SDK is well developed.
People tend to forget that this is software:
development, itis not intended to be end
user facing. It is a development
environment for software professionals to;
develop software within. By Contrast
Eclipse, WebStorm, InteliJ, AppCode and
awhole host of other environments all
have their own complexities and
difficulties.

:ksuther/KSImageNamed-Xcode

No. i0S is incredibly built and full
featured. It is only a matter of time until
of i0S and OSX happens.

Yes. Again, full featured.

In0S there are usually many solution
paths. If iOS has any weakness it is in
helping the developer determine which
solution path is the best for their
problem

Easier then to build my own version with
these solid ones avaiable or are not
included with the SDK.

i Appirater, appledoc, InAppSettingsKit,
+FormatterKit

See above

url/ http stuff. always use

yes. needs to have some complexity to
limit the hacks and wantabee:

closed source compared to android.

Box2D, Sparrow

Box2d is physics engine it s very easy to
develop.

Sparrow is completely a AS3 (flash) style
sdk so this framework is very easy for
those who already worked in AS3
language.

{Appirater

Less work for me

GPUImage, Box2D, Chipmunk2D.

Less work for me

Like in any other SDK there is a lot of
unpolished, incomplete and weird API
But in general we can be pretty happy
with it

Not sure, that hardly depends on what
other SDK to compare it with.

1 like ECSlidingViewController, especially:
the v2. And the code is pretty clean too.

“Appirater

| don't really know...

1think it stll isn't prefect, and some stuff
doesn'tlike to get along
(UIDynamics/AutoLayout for example, a
PITA)..

But it really is going better and better
with blocks, auto-layout, now
UIDynanics for animations...

Yeah, | think the SDK is very good.

1 quess the fact of only responding to
events, being notified through delegates
& protocols... This was very new and
confusing to me at the beginning

Nope, none of the above. | find Apples UI
stuff is really solid.

Nope, never really needed to

Plausible CrashReporter

We use HockeyApp, which uses
CrashReporter under the hood.

GPUImage, Core Plot

Have used both Core Plot and
GPUImage in the past. Core Plot we
don't use anymore because it's unwieldy
and slow.

Beta testing, which we use HockeyApp
for. | guess that's why they bought
Testlight and we'll see something there
eventually.

Live bug reporting, which again, we use
HockeyApp for

Yes. Though | would love to see cross-
and sharing.

Well the biggest benefits are that it's a lot
better designed, implemented and

han something like the
Android SDK. The profiling and
debugging tools are also insanely better.
That said Android is far better when it
comes to actually being able to do more
things with the SDK and application on a
phone.

The main reason for me is that Apple
sometimes can't keep up with the
mainstream features created and made
popular by iOS developers. Some of
these views have almost become
istandards, but can only be used by
building it yourself or by using a third
iparty framework.




