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1. Application prototype

shout
 some kind of anonymous Twitter based on 

locations
 for Android >= 4.0
 server based on PHP and MySQL
 communication via HTTP/REST and JSON
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1. Application prototype / client

 reading shouts

– listed shouts depend on reader's location

– possibility to answer a shout via private 
message

– report/unreport shouts
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1. Application prototype / client

 writing shouts
– different fixed ranges → 5, 50, 500, ∞

– limited shouts per user per day

– shout length limited to 100 chars



 6Team 9 / Julian Catoni / Stephan Dinter

1. Application prototype / client

 private conversations

– anonymous

– can be canceled by each 
participant

– notifications for new 
messages

– if canceled, no restart 
possible



1. Application prototype / server

 uses PHP 5.6.3, MySQL 5.6.22

 php scripts recieving requests

 returns JSON

 cronjobs for

● deletion of shouts older 24h/reports > 5

● resetting of available shouts per user

 MySQL tables for

● shouts, users, activeConversations, reports

 additional database for conversations 
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2. Architecture
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3. Demo
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4. Issues of mobile computing

 offline challenge
– downloaded shouts stored on device

 usability challenge

– clear and structered user interface

– use of of android specific gestures / controls

– tutorial

 connectivity challenge

– reduce amount of sent data to minimum

– check if there is a internet connection (fast enough)

● location data

– GPS dependend on surrounding/weather

– additional network based tracking (using WiFi,GSM...)
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5. Conclusion

 awareness of mobile computing challenges
 many opportunities to adapt to the user
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5. Conclusion

 experiences and pitfalls
– debugging of client-server-architecture sometimes exhausting 

(especially on server side)

– encoding issues (MySQL ↔ PHP)

– implementation of server-client communication generally not as hard 
as expected

– team work and division of work was awesome

– git is your friend
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Questions?
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