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whoami

Ryan Davis

Professional Mobile LINQPad Developer
ryandavis.io rdavis_au

rdavisau

essential-interfaces — use DI/mocking with Xamarin.Essentials
lightswitch ) — toggle app dark/light mode from the IDE
dumpeditable-linqgpad - extensible inline object editor for LINQPad

jsondatacontext-lingpad - json data context driver for LINQPad

sockets-for-pcl, sockethelpers — socket comms in a PCL

(today you should use netstandard sockets why are you all still installing this)



to cover

— whatisiOS13

— what'’s new

. demos, samples
. resources



13t public release of iOS, shipped alongside Xcode 11 and macOS 15

Release mid-September, with several updates already
Lots of built in OS improvements — performance, security, core app updates

Lots of new features and frameworks for developers

Dark mode



what we get to work with vew |[improved

IOS 13 includes a huge number of new frameworks and improvements to existing ones
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Maybe we just look at these today




what we get to work with vew |[improved

IOS 13 includes a huge number of new frameworks and improvements to existing ones
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-= some of what’'s new in ios13 =-

dark mode




I0S 13 includes a system-wide dark/light theme setting

"

Appearance Night Shift
Dark Off

)
Al
V

..
ok

one

Schedule-based or
manually toggled

Recently Added Settings

Ryan Davis

Finish Setting Up Your iPad 1

Today
New iPad? Try these * @ " ‘ 752}} Aeroplane Mode ‘
* *. '
‘, 3 =| Wi-Fi
gé¥EE: 3 Bluetooth
DAY

y+) Healer's Quest:
“ | Pocket Wand
¥ Play as the Heslort

% Nintificatinne

Observed by all built-in apps

Apple ID, iCloud, iTunes & App St...

X

Observed by your app?

Once your app targets iOS13, it will also be influenced by the selection.



dynamic everything

IOS adds functionality to colours and images to support dark mode

Dynamic elements will automatically change to match the user's theme

A new set of dynamic system colours have been added to UlIColor

Asset catalog includes support for defining theme-aware colours and images

Color Color S

UIColor.color Name Color
@ ScrollViewTexturedBackground Devices @ Universal
@ Secondarylabel .

iPhone

B SecondarySystemBackground iPad
@ SecondarySystemFill o
@ SecondarySystemGroupedBackground Any Appearance Dark Appearance Apple Watch
@ Separator : Apple TV
@ SystemBackground et Mac
@ SystemBlue =
B SystemFill Appearances An},t, Dark o
@ SystemGray2 High Contrast
@ SystemGray3 Gamut "Any S
@ SystemGray4

@ 0 Messades F=1 Build Outout

Dynamic colours on UlColor are easily Custom dynamic colours and images can be defined

identified by the ‘Color’ suffix at build time in your asset catalog



some qssemb|y required Homework slide

Existing apps are likely to require some changes to support dark mode nicely
Any use of non-dynamic colour will need to be considered

You can programmatically define dynamic colours and images, which may
simplify conversion

You can perform arbitrary work on any ViewController in response to a theme
change by overriding TraitCollectionDidChange and checking for the new theme

If your app is not ready, you can target iOS13
but opt out of theming via Info.plist




demo - dark mode

SystemBackgroundColor SystemBackgroundColor

SystemBlueColor

SystemFillColor

SystemFillColor

SystemGray2Color SystemGray2Color
SystemGray3Color SystemGray3Color
SystemGray4Color SystemGray4Color
SystemGray5Color SystemGray5Color
SystemGray6Color SystemGray6Color
put UIColor[] Colours
SystemGrayColor == w []

Dynamic(UIColor.Blue, UIColor.Red),
Dynamic(UIColor.Yellow, UIColor.Green),

Dynamic(UIColor.SystemPinkColor, UIColor.SystemTealColor)
SystemGroupedBackgroundColor SystemGroupedBackgroundColor };

SystemindigoColor

UIColor Dynamic(UIColor light, UIColor dark)
SystemOrangeColor => UIColor(t =>

t.UserInterfaceStyle.HasFlag(LightFlag)
? light
: dark);

SystemPinkColor

SystemPurpleColor

Compare light and dark
system colours

Create theme-aware colours
programmatically

excuse me turn that off thank u

TraitCollectionDidChange(UITraitCollection prev)
.TraitCollectionDidChange(prev);

(TraitCollection.HasDifferentColorAppearanceComparedTo(prev))
UpdateUIForThemeChange();

Perform arbitrary work
in response to theme change



-= some of what's new in ios13 =-

multi-window apps



your app can opt into multi-window support

Old World New World

i0S 13 "

QUT NOW

Basic Text Colour

Demonstrates which colours do and don't respond to
§ theme changes

r Built-in dynamic colours
All of the dynamic colours provided by apple v

Custom dynamic colours
ally create your own

How to programmiatic dynamic colours

Basic Text Colour

Demonstrates which colours do and don't respond to
theme changes

Built-in dynamic colours

All of the dynamic colours provided by apple

Custom dynamic colours

How to programmatically create your own dynamic colours t

Advanced theme handling

How perform custom work in response to theme changes

Advanced theme handling

How perform custon 1 response to theme changes

Basic PencilKit

Draw a thing real easy

Basic PencilKit

Draw a thing real easy

Using PencilKit Qutputs ™ k Using PencilKit Outputs A

one x UlApplication one x UlApplication
one x UlApplicationDelegate one x UlApplicationDelegate
one x UIWindow many x UlScene
many x UlISceneDelegate
many x UIWindow



fond memories of a simpler time

— Old World —

UlApplication

UlApplicationDelegate
one process

UIWindow




mo windows mo problems

one process

UlSceneConfiguration

UlSceneConfiguration

UlApplication

UlApplicationDelegate

UlSceneDelegate

UIwWindow

v

0818

Basic Text Colour
Demonstrates which cok 4 don' rasy

Built-in dynamic colours

Al ) o by apple

Custom dynamic colours

10 programmaticall

Advanced theme handling

Basic PencilKit

New World

UlSceneSession

UlSceneDelegate

UIwWindow

Ulscene

UlSceneSession

excuse me tum that off

s is o

HAPPY HAPPY REFL

UlSceneDelegate

Ulwindow

Eval

UlSceneSession

Homework slide



app for process, scene for lifecycle

App/AppDelegate — Scene/SceneDelegate —
One per app « (Potentially) Many per app
Process-level concerns « Ul Lifecycle
Initialization, DI, Xamarin.Forms.Inif - State Restoration
application:willEnterForeground scene:willEnterForeground
application:didEnterBackground > scene:didEnterBackground
application:willResignActive scene:willResignActive
application:didBecomeActive scene:didBecomeActive

Many AppDelegate methods move to the SceneDelegate in a multi-window setup

Except on devices running iOS <13 ha ha ha



i<key=UIApplicationSceneManifest</key=

<dict>
<key=UIAppli

<key=UIScene

<dict>
<key=UIW
<array>

</di
</array>
</dict>
</dict>

cationSupportsMultipleScenes</key=
Configurations</key=>

indowSceneSessionRoleApplication</key=>

|
<key=UISceneConfigurationName</key> :
<string>Default Configuration</string>

=
<key=UISceneDelegateClassName</key>

|
|
<string>SceneDelegate</string> -
|
ct= I




there are many ways to create a new window

From the application launcher

10S 13

OuUT NOW

Basic Text Colour

Demonstrates which colours do and don't respond to
theme changes

Built-in dynamic colours

All of the dynamic colours provided by apple

Custom dynamic colours

How to programmatically create your own dynamic colours

Advanced theme handling

How perform custom work in response to theme changes

Basic PencilKit

Draw a thing real easy

Using PencilKit Outputs



var demo = Demos[indexPath.Row];
var userInfo = newll]
{ "ﬂEﬂ'Inﬂ",
demo.Type.AssemblyQualifiedName

}
.ToNSDictionary();

var userActivity =
new NSUserActivity("com.r2.Helloi0S13.openDetail")

{

UserInfo = userInfo

UIApplication.SharedApplication.RequestSceneSessionActivation(
sceneSession: SceneDelegate.DetailSceneSession,
userActivity: userActivity,
options: null,
errordHandler: null




MenuTableView.DragDelegate = new InlineUITableViewDragDelegate
{

_GetItemsForBeginningDragSession = (tv, session, indexPath) =>
{

var demo = Demos [indexPath.Row];

var userActivity = // same as previous slide
var itemProvider = new NSItemProvider(userActivity);

itemProvider.RegisterObject(
userActivity,

NSItemProviderRepresentationVisibility.All);

return new[]
{

new UIDragItem{itemProvider)
{

LocalObject = userActivity
s

Custom aynamic

Built-in dynamic cc

e aynamic COoIours proviaea py

ygram

o S ‘ g m e ) e e T
vancend theme hanadlinn




there are many ways to create a new window

Using a Shortcut ltem

<key=UIApplicationShortcutltems</key=

<array=
<dict=
<key=UIApplicationShortcutItemType</key= Basic Text Colour

. . ; Demonstrates which colours do and don't respond to
<string>com.helloiosl3.repl</string= theme changes
<key=UIApplicationShortcutItemTitle</key= e '

, , Built-in dynamic colours
<strin g =REPL=< /strin g= All of the dynamic colours provided by apple
<key=UIApplicationShortcutItemSubtitle</key= ! L

Custom dynamic colours
<str ]_ nag ;T'E S - d REF‘ |_ I = ,I'r str ]_ ng= How to programmatically create your own dynamic colours
. ! Y
</dict> & v
Advanced them*é handling
= l.-"r dlray-= How perform custom \ work in response to theme changes

Basic PencilKit

Draw a thing real easy




IO'I'S 'I'O ConSider Homework slide

Revisit assumptions that there is a single window in the application

Separation of process level concerns and window/scene level concerns
Setting up DI, Xamarin.Forms, etc. — (probably) process level

Multiple lifecycles and the interplay

State restoration at the scene level

Handling legacy versions of iOS

Handling non-iPad devices

Xamarin.Forms=e



-= some of what's new in ios13 =-

sign in with apple



SIWA leverages Apple ID to improve the auth experience for developer and user.

& Sign in with Apple & Sign in with Apple

Developer User
» Free, consistent, sign-in Ul « Streamlined auth/signup
« Stable user ID across devices « Familiar Ul
« Verified email address * No passwords
« Built-in 2FA « Email hiding
« “Real User” detection « Forced 2FA

« OIDC compliant / story for x-plat



4.8 Sign in with Apple

Apps that exclusively use a third-party or social login service
(such as Facebook Login, Google Sign-In, Sign in with Twitter,
Sign In with LinkedIn, Login with Amazon, or WeChat Login) to

set up or authenticate the user’s primary account with the app
must also offer Sign in with Apple as an equivalent option.

Sign in with Apple is not required if:

 Your app exclusively uses your company’s own account setup
and sign-in systems.

Your app is an education, enterprise, or business app that
requires the user to sign in with an existing education or
enterprise account.

Your app uses a government or industry-backed citizen
identification system or electronic ID to authenticate users.

Your app is a client for a specific third-party service and users
are required to sign in to their mail, social media, or other
third-party account directly to access their content.




private void SignInWithAppl()

{

var provider = new ASAuthorizationAppleIdProvider();
var request = provider.CreateRequest();

request.RequestedScopes = newl]

ASAuthorizationScope.Email,
ASAuthorizationScope.FullName

var authorizationController =
new ASAuthorizationController(new[] { request })

{
Delegate = this,
PresentationContextProvider = this

authorizationController.PerformRequests();

public void DidComplete(ASAuthorizationController _, ASAuthorization auth)

{
var cred = auth.GetCredential<ASAuthorizationAppleldCredential=>();

var userIdentifier = cred.User;

var fullName = cred.FullName;

var email = cred.Email;

var identityToken = cred.IdentityToken;
var authCode = cred.AuthorizationCode;

// send details to the server

var provider = pew ASAuthorizationAppleldProvider();
@ NotFound
provider.GetCredentialState( B Revoked
"theUserId", (credentialState, error) => { /* .. */ }); @ Transferred



Apple ID

‘
Do you want to sign into HelloiOS13 with your Apple ID

“ryan.signs.in.with.apple@gmail.com"?

NAME Ryan Davis

EMAIL  Share My Email
ryan.signs.in.with.apple@gmail.com

Hide My Email
Forward to: ryan.signs.in.with.apple@gmail.com




-= some of what's new in ios13 =-

pencilkit




N fl'ng erl

precise, performant pencil input

PencilKit is a high performance input framework that lefs you provide users with a
sophisticated drawing environment with just a few lines of code.

o a
1\ A f ] @ \ 4 *
- " ! - 006
Optimised for Includes familiar tooling Ul with undo/redo, Transparently handles light
(but does not require) vector-based select/erase and dark mode themes

Apple Pencil



two classes, many superpowers

PKCanvasView PKToolPicker
« Acceptsinput from user’s finger or Pencll » Floating/dockable toolbox
« Provides change callbacks via a delegate « Colours, tools, lasso selection, undo/redo
« Supports bitmap and vector interactions « Consistent Ul with built in iIOS applications

« Recolours content on theme change



*)

HAPPY HAPPY REPL
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augmenting apple’s augmented offering

Performance improvements driven primarily
by advances in apple’s ML capability

Features to improve end-user experience
such as automated coaching and additions
to collaborative experiences

New capabilities like people occlusion, body
motion fracking and dual camera AR



public class CoachingDelegate : ARCoachingOverlayViewDelegate

readonly ARCoachingViewController Parent;

public CoachingDelegate(ARCoachingViewController parent)
=> Parent = parent;

public override void WillActivate(ARCoachingOverlayView _)
=> Parent.DimUserInterface(true);

h = AR hi i Coach.Goal = ! _ _ _ .
anc S G T ARCoachingGoal. - public override void DidDeactivate(ARCoachingOverlayView _)

" ActivatesAutomatically = true, @ AnyPlane : => Parent.DimUserInterface(false);
Delegate = new ARDelegate(this), @ HorizontalPlane '

Session = SCNView.Session @ Tracking : public override void DidRequestSessionReset(ARCoachingOverlayView

@ VerticalPlane => Parent.ResetTracking();




public override ARConfiguration GetARConfiguration()
=> new ARWorldTrackingConfiguration
{
FrameSemantics =
ARFrameSemantics.

@ BodyDetection
@ None
@ PersonSegmentation

public override void OnFrameUpdate(ARSession s,
{

base.0OnFrameUpdate(s, f);

= f.EstimatedDepthData;
f.SegmentationBuffer;

var depth
var seg =

// do phd things here




-0.20,-0.01,0.17

public override ARConfiguration GetARConfiguration()
=> new ARWorldTrackingConfiguration
{
PlaneDetection = ARPlaneDetection.Horizontal,
UserFaceTrackingEnabled = true

}

public override void OnNodeAddedForAnchor(
1 ISCNSceneRenderer renderer, SCNNode node, ARAnchor anchor)
{

switch (anchor)

{

: case ARFaceAnchor faceAnchor:
// do things with face
break;

case ARPlaneAnchor planeAnchor:
// do things with plane
break;



-= some of what's new in ios13 =-




too many updates to mention

New model types supported, kNN, ItemSimilarityRecommender,
SoundAnalysisPreprocessor, LinkedModel

Many new NN layer types (increased expression = greater external compatibility),
including control flow layers

Mutable models — on-device retraining (for a subset of model types)
Improvements to CreateML — new tasks like Audio Classification

Improvements to Turi Create




Image Classifier Object Detector

Text Classifier

Sound Classifier
A machine learning model that has been trained to classify sounds.




4 vVvVVvYVVYYY

train’

I Acoustic_guitar

i Applause

i Bark

i Bass_drum

W Burping_or_eructation

i Bus

= Cello

I Chime
W 0b92a7e0.wav
I 0e6el1f35.wav
W 012903dbwav
I ofa3eed5.wav
[l 0ofbb28b.wav
W offffoafwav
H 1c189121.wav
W 1d1d0d72.wav
[l 1dbbaesbwav
W 2a756789.wav
W 22a94643.wav
W 2cc2a170.wav
W 2f3ba7ab.wav
Il 3ac0Oe2cawav
M 32208499.wav
W 3b4d4e22fwav
W 3c71a915.wav
W 3def93b9.wav
W 24089998 wav
Il 4fd80b5c.wav
Il 523deddfwav

. c.nan-

Date Modified

Today at 11:14 am

2 dgam’

asterday at 4:34 pm
Yesterday at 4:34 p
Yesterday at 4:34 pm
Yesterday at 4:34 pm
Yesterday at 4:34 pm
Yesterday at 4:34 pm
Yesterday at 4:34 pm
Yesterday at 4:34 pm
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am
28 Mar 2018 at 4:28 am

20 8 20 5420 o

Folder

Folder

Folder

Folder

Folder

Waveform audio
Waveform audio
Waveform audio
Waveform audio
Waveform audio
Waveform audio
Waveform audio
Waveform audio
Waveform audio
Waveform audio
Waveform audio
Waveform audio
Waveform audio
Waveform audio
Waveform audio
Waveform audio
Waveform audio
Waveform audio
Waveform audio
Waveform audio
Waveform audio

Project
AudioClassifier

Model Sources

v Data Inputs

v Parameters

Ready to train

Input

Training Data

8,171

Items

Training

Validation Data

Maximum Iterations

Overlap Factor

auto

50%

Accuracy

Validation

Output

b

No Model

Testing Data

1,362

Items




Input
41 ¢ --

Classes Validation Testing No Model

Step 2 of 2 - Training model
100%

75%
50%
25%

0%

1 2

Iteration 9 of maximum 25
== Training accuracy 68%
= Validation accuracy 65%

¥ Accuracy

Training started today at 4:57 pm




Project

AudioClassifier

Model Sources

¥ Data Inputs

¥ Accuracy

Class

Bus

Squeak

Gong
Scissors
Harmonica
Trumpet
Tambourine
Snare_drum
Electric_piano
Meow
Keys_jangling
Finger_snapping
Chime

Accuracy

89% 81%

Training Validation

Testing Data

1,362

Items

Training completed after 1 hour, 50 minutes — today at 6:47 pm




Project Accuracy

AudioClassifier
& 89% 81% 7%
MR BT Training Validation Testing
File Name AudioClassifier 1.mimodel
Size 8.4 MB
Model Name AudioClassifier_1
Author Ryan Davis
License License

Description A machine learning model that
has been trained to classify
sounds.

02:28.43

Drawer_open_or_close
32% confidence

Drag or Add Files Computer_keyboard
27% confidence

Keys_jangling
16% confidence

Tearing
9% confidence

Squeak
6% confidence

Add Files...
+

Training completed after 1 hour, 50 minutes — today at 6:47 pm




Make a sound

Finger_snhapping

Hi-hat Saxophone Trumpet Glockenspiel Cello Knock
Gunshot_or_gunfire Clarinet Computer_keyboard Keys_jangling
Snare_drum Writing Laughter Fart Tearing Oboe Fiute Cough
Telephone Bark Chime Bass_drum Bus Squeak Scissors
Harmonica Gong Microwave_oven Burping_or_eructation
Double_bass Shatter Fireworks Tambourine Cowbell
Electric_piano Meow Drawer_open_or_close Applause
Acoustic_guitar Violin_or_fiddle Finger_snapping Nothing Ryan

Ryan&Co Studios)

Use SoundAnalysis framewerk with CreateML3
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corenfc




a substantial expansion to the NFT offering

IOS11 — NDEF tag reading

I0S12 — background NDEF tag scanning

IOS13 — Lots of good stuff:

NDEF Writing

« New NFCNDEFReaderSession helper
« Query NDEF status (capacity, kind)

« Read/Write NDEF message

« Lock an NDEF tag

« Your app can create Siri Shortcut
compatible tags

L -7

z,,__u\&

4 —»

Native Tag Access

New NFCTagReaderSession
Support for ISO 14443, ISO15693, ISO18092
« Electronic IDs, transit cards
« Payment cards deliberately excluded
Unique Identfifier (UID) access
Amiibo



Demo - MiFare native protocol interaction

BeginSession()
TryInvalidateSession();

Session = (
NFCPollingOption.Isol14443,
GetSessionDelegate(),

.MainQueue);

Session.BeginSession();

GetDelegate() =>
_DidBecomeActive = (session)
=> session.RestartPolling(),

_DidDetectTags = (session, tags) =>

{
+

_DidInvalidate = (session, error) =>

{

}
+;

Use an NFCTagReaderSession to scan
for ISO14443 tags, then process
them via the delegate

ReadTagDatal
session, INFCTag tag)

session.ConnectToAsync(tag);

mifare = tag.GetNFC

x| FeliCaTag

x| Is015693Tag

] Iso7816Tag

B GetNFCMiFareTag (ex
X

INFCTag exposes methods to get
‘native tag’ representations

mifare.SendMitareCommand |
Bx3a,
Ox0, Ax86);

Native tag representations facilitate the
sending of native protocol commands

10.3 FAST_READ

The FAST_READ command requires a start page address and an end page address and
returns the all n*4 bytes of the addressed pages. For example if the start address is 03h
and the end address is 07h then pages 03h, 04h, 05h, 06h and 07h are returned. If the
addressed page is outside of accessible area, the MFOULx1 replies a NAK. For details
on those cases and the command structure, refer to Figure 14 and Table 18.

Table 19 shows the required timing.

PCD SlaﬂAddr EndAddr

453 ps I depending on nr of read pages ‘

PICC ,NAK" NAK

ThaK | 57 ps |

Time out TTimeOut ‘
SR S—

Figure 14. FAST_READ command

Table 18. FAST_READ command
Name Code Description Length

Cmd 3Ah read multiple pages 1 byte

StartAddr - start page address 1 byte

EndAddr - end page address 1 byte

CRC - CRC according to Ref. 1 2 bytes
Data - data content of the addressed pages ’4 bytes
NAK see Table 10 see Sechon 9.3 4-bit

CoreNFC handles a lot of the busywork,
but you'll still probably need to
consult the datasheet




Demo - MiFare native tag access

com.apple.developer.nfc.readersession.formats

20000000 4C 81
08000010 Al 33 7 20
00000020 S5F 25 3A
NDEF 00000030 9F F4 72
00000040 6E CE 61
TAG 00000050 00 @0 47
00000060 35 18 11
20000070 B5 34 3C
00000080 29 43 4D
00000090 FB A4 A6
000000A0 7 77 A® 6D
00000080 3A AF CE [
200000C0 ) BB A6 iD
[] 000ee0D0 F4 60 ce 33
Don’t forget to add the TAG format to 0000000 A" ca 2 6A o a
000000FE 96 50 3 E A7
H H 00000100 A2 6B 64 8A
Entitlements.plist i 74 o
00000120 D7 E4 51 20
00080130 Cc1 1C 8C
- N 00000140 F5 18 61
06000150 A D8 7C 4B
(and don't tell VS about it) o . il s
00000170 1 C1 19 1C FD BB 5A
00000180 3B 00 55 DA 36 57 F4
00000190 FC c1 43 DC 68 6D 7 39
08000140 27 El 60 F4 70 02 8C
08080180 E8 93 72 68 46 @D 1A
200001C0 BS («:] E 31
000060100 44 64 9
000001E0 F3 02 D7
#00001F0 AB ac 3B 7
00000200 c7 97 1}
08000210 5

d: 01000000
Char Id: 834C0902

: https://www.

amiibo

"Link - Majora's Mask",
“Link",
The Legend of Zel

https://raw.githubusercontent.c
"@10080800",
"934c0902", . i
“Figure" It's Link - Majora's Mask!

/N3evin/AmiiboAPI/master/images/icor
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Improved

New

what we saw

Analysis

Multi window

Sound

CoreML3
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useful resources

iOS13 on Apple Developer

WWDC2019 Videos

Xamarin iOS13 Documentation

Merge Conflict Podcast - WWDC Roundup
(Some of) What's new in iOS13

(More of) What's new in iOS13


https://developer.apple.com/ios/
https://developer.apple.com/videos/wwdc2019/
https://docs.microsoft.com/en-us/xamarin/ios/platform/ios13/
https://www.mergeconflict.fm/special-edition-wwdc19
https://ryandavis.io/some-of-whats-new-in-ios13/

questions




