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Best-in-class
tools, services,
and programs for
every developer



VISUAL STUDIO FOR MAC

Product Overview



Visual Studio for Mac Bt s

The IDE loved by millions, now on the Mac

Build apps, games, and services Productivity for teams An IDE natively designed for
for mobile, web, and cloud across PC and Mac the Mac




Build apps, games, and services

for mobile, web, and cloud
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One IDE,
multiple app targets.

Integrate seamlessly
with the cloud.

Reuse existing skills and
knowledge.
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Native Clients—Mobile, Mac and W scurms

NET goes to every single client platform
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Android C# macOS C# iOS C# tvOS C# Linux C# Windows C# Web

Shared C# Logic




Create i10S, Android,
and macOS apps

Visual Studio Tools for Xamarin

Build apps for macQOSs, iOS, and Android
devices

Develop in C# or F# and get native performance
and user experiences

Optimize your app's performance with profiling
tools

Build apps with .NET Core

Use NET Core to create cross-platform code
in C# and F#
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public async Task GetLocations (List<WuAc
{
var selected = locations.FirstOrDefau
Selected = await getWuLocation (selec

Locations = new List<Wulocation> { Se

var tasks = locations.Where (1 => 1!

await Task.whenAll (tasks);

async Task<Wulocation> getWulocation (WuA

¢ var location = new WulLocation (aclLoca
location.Weather = await GetAsync<Wuh
//System.Diagnostics.Debug.Writeline

location.Updated = DateTime.UtcNow;

return location;

public Task<T> GetAsync<T> (string locati
where T : WuObject, new()
{

try {
var url = ApiKeys.WuApiKeyedQuery
//System,.Diagnostics.Debug.Writel
return client.GetAsync<T> (url);
} catch (WebServiceException webEx) {

System.Diagnostics.Debug.WritelLin
throw;

} catch (Exception ex) {
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Server

NET Core
ASPNET Core
Web sites
Web APIs and backends

NET Core apps and services
WebTools (HTML, CSS, Json)
Azure Publish
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Create web apps
with powertul toolin

Visual Studio web development

Same powerful web editor tools from Visual
Studio on Windows

Full support for ASPNET Core, HTML5, and
CSS3 .

11

Built-in support for publishing to Azure e
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Visual Studio for Mac Preview
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Create and deploy
cloud services

Fvery app needs a backend

Build powerful web and mobile backends with
Microsoft Azure App Service

Deploy directly to Azure App Service from within
the Visual Studio for Mac

Extend to the cloud

More cloud workloads coming with Docker
tooling and Azure Functions previews

Search Project Build Run Version Control Tools Window Help
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TodoController.cs x - =T
HTML5 ’Tﬂ JEF Toore
JoController » GetByld(long id) DREAMWORKS
Z0 LATTpUET] Solu
21 public IEnumerable<TodoItem> GetAll()
22 {
23 return _todoRepository.GetAll();
24 } class TodoRepository :
25 TodoApi.Models.ITodoRepository
26 [HttpGet("{id}", Name = "GetTodo")]
27 public IActionResult GetById(long id) Namespace: TodoApi.Models
28 { Assembly:  TodoApi
29 var item = _todoRepository.Find(id);
30 if (item == null)
31 { F
32 return NotFound();
33 }
34 return new ObjectResult(item);
35 I
36 #endregion
37 #region snippet_Create
38 [HttpPost]
39 public IActionResult Create([FromBody] TodoItem item)
40 {
41 if (item == null)
42 {
43 return BadRequest(); Comma
44 }
45
46 _todoRepository.Add(item); Sez
47
return CreatedAtRoute("GetTodo", new { id = item.Key }, item); Sea

Name

this

id

item
IsComplete
Key

Name
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Breakpoints

a3 Locals O x | voWatch G Threads ! Call Stack
Value Type Name
{TodoApi.Controllers.TodoController} TodoApi.Controllers.” TodoApi.Controllers. TodoController.GetByld(Ic
1 long [External Code]
{TodoApi.Models.Todoltem} TodoApi.Models.Tod
false bool
1 long
"ltem1" string
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Unity game development

One click setup

Requires Unity 5.6.1 @ uni‘l‘y
Productivity features
Unity Solution Explorer

Unity messages IntelliSense

Code coloring for Unity Shaders

Debugging




Create cross-platform
games with Unity

Best-in-class script editor

vim

Edit Unity scripts with full code completion and
syntax highlighting

A solution explorer specific to Unity games E
A great debugging experience

One-click debugging of your games
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] UnityProject > [] Debug > || Unity Editor

Visual Studio Enterprise 2017 for

[&] Solution
v &/ UnityProject
v | Assets

_Complete-Game

[ Materials
» [ Prefabs

[ Scenes
v [ Scripts

[} Done_BGScroller.cs
]{__}] Done_DestroyByBoundary.cs
[}] Done_DestroyByContact.cs

[©) Done_DestroyByTime.cs

@
[} Done_Mover.cs

[¢}] Done_PlayerController.cs
[ Done_RandomRotator.cs
@ Done_WeaponController.cs
Audio

Editor

Foo

Done_GameController.cs

Materials
Models
Prefabs

" VFX

[ Engines
| Explosions
[\ Starfield

[ Textures
v [ Tutoriallnfo
[ Icons
v [ Scripts
v [ Editor

[6) ReadmeEditor.cs
[} Readme.cs
CubeBehaviour.cs
Lolol.cs

NewBehaviourScript.cs
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4 public class Done_EvasiveManeuver : Mon
5
6 public Done_Boundary boundary;
7 public float tilt;
8 public float dodge;
9 public float smoothing;
10 public Vector2 startWait;
11 public Vector2 maneuverTime;
12 public Vector2 maneuverWait;
13
14 private float currentSpeed;
15 private float targetManeuver;
16
17 void Start ()
18 {
19 currentSpeed = GetComponent<Rig:
20 StartCoroutine(Evade());
21
22
23 IEnumerator Evade ()
24 {
25 yield return new WaitForSeconds
26 while (true)
27 {

28 targetManeuver = Random.Ran(
29 yield return new WaitForSec
30 targetManeuver = 0;

31 yield return new WaitForSect
32 }

33 }

34

35 void FixedUpdate ()

36 {

37 float newManeuver = Mathf.MoveT
38 GetComponent<Rigidbody>().veloc:
39 GetComponent<Rigidbody>().posit:
40 (

41 Mathf.Clamp(GetComponent<Ri
42 0.0f,

43 Mathf.Clamp(GetComponent<Ri
44 );

45

46 GetComponent<Rigidbody>().rotat:
47 }

48 }



Productivity for teams across
Windows and Mac
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Developer flexibility and
efficient collaboration.

Integrate with leading
platforms and services.

Subscription benetfits
for tools, training, and credits.



More Developer and | SCHTws| T2
Team Productivity

Part of the family

Share solutions and projects across PC and Mac

Powered by the same compiler, IntelliSense, and
refactoring experience

"Round-trip” with ease

Move seamlessly between PC and Mac



An IDE natively designed for the Mac
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Deeply integrated with
macOS design.

Familiar developer workflow.

Menu's, buttons, and shortcuts
for rapid adoption.



Visual Studio for Mac
Demo



Visual Studio for Mac Etets" s

Community

Available for free*

Create free and paid apps

Target Android, i0S, macQOS,
web, and cloud

Host your code anywhere
with Git support

Access free tools and courses
with Visual Studio Dev Essentials

*https://www.visualstudio.com/license-terms/mlt553321/

Professional Enterprise

Included in Visual Studio Subscription

Work in dev teams on apps for Access to Xamarin Inspector
mobile, web, and cloud and Xamarin Profiler

Licensed for enterprise
Collaborate seamlessly between PC and Mac

Publish to the cloud with peace of mind, using monthly
Azure subscription credits



] Default > [] Default

Visual Studio for Mac

The IDE loved by millions, now on the Mac

d

at's new in Visual Studio for Mac

yeed with .NET Core

t Mobile Development with Xamarin

Build apps, games, and services for
mobile, web, and cloud

Productivity for teams across
PC and Mac

An IDE natively designed
for the Mac

Get Visual Studio for Mac today

https://www.visualstudio.com/vs/visual-studio-mac/

Visual Studio Enterprise 2017 for Mac
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Recent

Your recent solutions will appear here.

Open...

New Project...

@00

New Pr

Choose a template for your new project

@© Recently used

Recently used templates

Console Application
£\ Multiplatform 'NET Core gpApp
App = Console Application
Library ). .NET Core - App
Tests | I ASP.NET MVC Project
@] Other > .NET
B ios Forms App
o Multiplatform > App
A.pp Android App
Library -3 Android - App
Tests ASP.NET Core Web App
). .NET Core - App
% Android
Blank Forms App
App o Multiplatform - App
Library _Single View App
Tests l 105 e
D .NET Core
App
Library
Tests
B Mac
App
| I PSP
Cancel
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VISUAL STUDIO FOR MAC

Features in Enterprise



Advanced Testing, Profiling and Debugging

Features for Mobile App Developers Fast iteration of app design
with direct editing capabilities.

New debugging and profiling
tools for mobile app developers.

01110010

Enhanced protection of your

00010111
00101100

Android app code.
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Xamarin Live Inspector ‘*M o

AllowsEdgeAntia... False
AllowsGroupOpa... True
AnchorPoint {X=0.t
AnchorPointZ Xamat
AnimationKeys Xamat
AutoReverses False
BackgroundColor CoreG
BackgroundFilters Corelr
BeginTime 0

BorderColor Xamai Wed Thu Fri Sat Sun Mon Tue

BorderWidth Xamat
Bounds {x=0 Wednesday 0% X%
Class ObjCR
ClassHandle Xamat
CompositingFilter Found
Contents CoreG
ContentsAreFlip... True Friday 0%
ContentsCenter  {X=0,Y
ContentsFormat  Rgbaé& Saturday 0% 3
ContentsGravity  resize
ContentsRect {X=0Y
ContentsScale Xamat
CornerRadius Xamat
DebugDescription <CASI Monday 0% -5
I Delegate CoreA
Description <CASI Tuesday 0% 3
DoubleSided True
DrawsAsynchron... False
Duration Infinity

EdgeAntialiasing... All @ A
([ ]

Rapid Design Experimentation

Live Inspector and Workbooks to
programmatically interact with a running app

Enables rapid design experimentation and
iteration

Thursday 0% X%

Sunday 0% =%

Wednesday 0% 3~
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Ceu Time
Profiling tool made specifically for Xamarin apps @
ns [® Call Tree E Snapshots @ Console
Quickly identify memory and performance
. Count Siz Filter
ISSUes String 238, 087 7.8 ——————
LObject[] 186,223 4, | Only Live OL
t.Ling.Expressions. Interpreter.Interpretedframe 15,265 1.
. . . . . Int32[] 18,243 gge,  Croupby:
Provides analysis of code running in the Mono - Reflect ion. NowoParanaterZnfol] 21,178 651 statistics
. em. Double 24,937 584,
runtime en.Attribute[] 15,258 54 452 MB
tem.Reflection.PropertyInfol] 2,498 4 ALk
Jtem.Reflection.RuntimePropertyInfaol] 2,858 445, 1414 MI; ::I
stem.Char[] 6,975 438. 1411 MB v
leather.Domain. Measuremant 12,808 37 ACB v
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Foundation.ExportAttribute[] 8,909 325,
System.Reflection. MonoMethod 8,308 324, Siring (2
System.Collections.Generic. List<System.0bject> 7,281 284,
System.Collections.Generic.Dictionary.Entry<System.Reflection.Me 541 269,
System. Typel[] 6,491 256,
System.Reflection.MethodBase[] 3,538 248,
# Xeeather.Domain.FCTTIME 1,288 243,
Svstem, Int32 9,573 224, Ohjmet(] (4.



Fmbedded Assemblies

Additional Code Protection for
Android App Development

Add additional protection by using assembly
bundling for compiled code

[

» Default =
Project Options - WeatherApp.™ -
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iguration: Debug (Active)l_J Platform: Any CPUl_J

2neral | Linker | Advanced

‘ackaging and Deployment
Use Shared Mono Runtime

Faster deployment during development

Fast Assembly Deployment

(] Embed assemblies in native code N

(] Generate one package (.apk) per select| Embeds the assemblies into the native code of your application.

(] Enable ProGuard

(] Enable Multi-Dex

Uncompressed resource extensions:

Debugging Options

Not recommended for release builds

Code Generation and Runtime

| ] Enable AOT (Experimental)

| ] Use the concurrent garbage collector (Experimental)

HttpClient implementation Default

SSL/TLS implementation Default -

Cancel



