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Developers are increasingly being tasked with developing apps for multiple
platforms while technology books typically address each platform in isolation.
This book will be the first of itskind to illustrate how code can be shared
between Windows 10, Windows Phone 10, and Xbox One.[1] With Windows
10 developers write apps for one product family against one developer platform
accessi ble from one store. Windows 10 represents huge opportunities for
developers and using shared code reduces both the investment required to adopt
the platform as well asthe timeto market. The book will explore several
strategies for sharing code with both a detailed explanation of the ‘why"
accompanied with end-to-end examples that demonstrate the ‘how." Where there
is more than one way to approach a given problem, the trade-offs between
various approaches will be discussed and illustrated in samples. Key topics
include: Application Architecture: An application exhibits an architecture
whether planned or unplanned. If an application is architected well, it will lend
itself naturally to code sharing. If not, architectural refactorings may be necessary
and such refactorings will also be discussed within the book. Strategies for Code
Sharing: While other strategies for code sharing may be discussed in the book,
the book will largely focus on Visua Studio 2015 UAP and Universal projects,
Portable Class Libraries, Windows Runtime Components, and 3) Visual Studio's
Add as Link capability. Portable Code: Portable Codeis .NET based code that is
portable across one or more target frameworks. Windows Store and Windows
Phone apps are two such target frameworks.
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Developers are increasingly being tasked with developing apps for multiple platforms while technology
books typically address each platform in isolation. This book will be the first of itskind to illustrate how
code can be shared between Windows 10, Windows Phone 10, and Xbox One.[1] With Windows 10
developers write apps for one product family against one developer platform accessible from one store.
Windows 10 represents huge opportunities for developers and using shared code reduces both the investment
required to adopt the platform as well as the time to market. The book will explore several strategies for
sharing code with both a detailed explanation of the 'why' accompanied with end-to-end examples that
demonstrate the 'how.' Where there is more than one way to approach a given problem, the trade-offs
between various approaches will be discussed and illustrated in samples. Key topicsinclude: Application
Architecture: An application exhibits an architecture whether planned or unplanned. If an applicationis
architected well, it will lend itself naturally to code sharing. If not, architectural refactorings may be
necessary and such refactorings will aso be discussed within the book. Strategies for Code Sharing: While
other strategies for code sharing may be discussed in the book, the book will largely focus on Visual Studio
2015 UAP and Universal projects, Portable Class Libraries, Windows Runtime Components, and 3) Visual
Studio's Add as Link capability. Portable Code: Portable Codeis .NET based code that is portable across one
or more target frameworks. Windows Store and Windows Phone apps are two such target frameworks.
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Editorial Review
Users Review
From reader reviews:
Scott Croft:

This book untitled Universal Windows Platform Apps via C#: Writing cross-device experiences for PCs,
tablets, phones, Xbox, Microsoft Surface Hub, HoloL ens, and Band (Developer Reference) to be one of
severa booksin which best seller in this year, that is because when you read this e-book you can get alot of
benefit onit. Y ou will easily to buy this particular book in the book retailer or you can order it via online.
The publisher of this book sells the e-book too. It makes you more easily to read this book, since you can
read this book in your Touch screen phone. So thereis no reason to you to past this book from your list.

Barbara Palmer:

The book with title Universal Windows Platform Apps via C#: Writing cross-device experiences for PCs,
tablets, phones, Xbox, Microsoft Surface Hub, HoloL ens, and Band (Developer Reference) has lot of
information that you can discover it. You can get alot of gain after read this book. This book exist new
information the information that exist in this reserve represented the condition of the world now. That is
important to yo7u to find out how the improvement of the world. That book will bring you throughout new
era of the the positive effect. Y ou can read the e-book on your smart phone, so you can read the item
anywhere you want.

Kimberly Spradlin:

The particular book Universal Windows Platform Apps via C#: Writing cross-device experiences for PCs,
tablets, phones, Xbox, Microsoft Surface Hub, HoloLens, and Band (Developer Reference) has alot of
knowledge on it. So when you check out this book you can get alot of profit. The book was written by the
very famous author. The author makes some research just before write this book. This particular book very
easy to read you can get the point easily after scanning this book.

Beverly Woods:

In this age globalization it isimportant to someone to get information. The information will make you to
definitely understand the condition of the world. The health of the world makes the information simpler to
share. You can find alot of references to get information example: internet, classifieds, book, and soon. Y ou
will observe that now, alot of publisher which print many kinds of book. Typically the book that
recommended to your account is Universal Windows Platform Apps via C#: Writing cross-device



experiences for PCs, tablets, phones, Xbox, Microsoft Surface Hub, HoloL ens, and Band (Devel oper
Reference) this guide consist alot of the information from the condition of thisworld now. This kind of book
was represented so why is the world has grown up. The language styles that writer useto explain it iseasy to
understand. Typically the writer made some analysis when he makes this book. Honestly, that is why this
book suited al of you.
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