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Abstract
The project investigates the benefits and drawbacks of developing 
cloud based cross-platform mobile application using the Titanium 
mobile framework. There have been multiple mobile development 
platforms exist to develop cloud based apps, but this project is 
unique in developing a cloud based backend mobile app using 
Open Source Titanium Framework, which enables us to develop 
and deploy apps for Android, IOS, Blackberry and Mobile web 
with maximum amount of code shared between the platforms. 
The compatibility of the application on any tablets is not tested. 
In this project I will focus on developing an Online Shopping 
system using cloud based services. The project will explain 
the core features of Titanium mobile framework and the data 
integration techniques with cloud storage as backend. A working 
mobile application will be demonstrated in the Google Android 
Emulator/device and Apple IOS simulator/device. In our project 
we develop a cross platform mobile application and then connect 
to the cloud and then packaging and running the application in 
popular mobile phone simulators.  
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I. Introduction
Mobile application development is the process by which application 
software is developed for low-power handheld devices, such 
as personal digital assistants, enterprise digital assistants mobile 
phones. These applications can be pre-installed on phones during 
manufacturing, downloaded by customers from various mobile 
software distribution platforms, or delivered as web applications 
using server-side or client-side processing (e.g. JavaScript) to 
provide an “application-like” experience within a Web browser. 
Application software developers also have to consider a lengthy 
array of screen sizes, hardware specifications and configurations 
because of intense competition in mobile software and changes 
within each of the platforms.

Fig. 1: Mobile Application Development Process

A platform is a combination of hardware and software used to 
run software applications. A platform can be described simply 
as an operating system or computer architecture, or it could be 
the combination of both (an example of a common platform 
is Microsoft Windows running on the x86 architecture). Other well-
known desktop computer platforms include Linux/Unix and Mac 
OS X (both of which are themselves cross-platform).

Fig. 2: Mobile Application Methodology Formats

As shown in the above figure mobile application methodology can 
be applicable for solving data accessing from different resources. 
These applications are developed in cloud based services using 
Best Buy cloud based services. Our proposed work mainly 
developed some of the promise in cloud storage is the customer 
ability for accessing from anywhere, every time, and any place. 
Customers need high quality values in top three levels are Android, 
iOS and Windows Phone in mobile applications developed in 
cloud computing web services.  Our developed work conducted 
with commercial events of the data storage process on the cloud 
computing.  

II. Related Work
As hinted in the introduction, the challenges for content providers 
and software engineers when implementing mobile apps that can 
run seamlessly without modifications on different platforms are 
great. Fortunately, tools and frameworks have flourished and 
evolved over the last couple of years and can go a long way to 
help achieve this without compromising quality, user experience 
and performance. One possible solution to solve the cross-
platform problem is to use a technique called cross compilation: 
a cross-compiler separates the build environment from the target 
environment, effectively decoupling a source from its target. In the 
mobile development context it works as follows: the framework 
provides a platform-independent API (application programming 
interface) using a mainstream programming language (like 
JavaScript, Ruby or Java). Developers use the API to build the 
mobile application, including the UI, data persistence and business 
logic. 
The code is then processed by a cross-compiler that transforms 
it into platform-specific native app(s) targeted at the different 
platforms that the application will run on. 
Anvaari and Jansen have compared the predominant mobile 
platforms with regard to the openness of their architectures. Their 
approach takes a very close look at one aspect and thus can be seen 
as complementary with our work. Charland and Leroux compare 
the development of native apps and Web apps. In contrast to our 
approach, they do not take a cross-platform perspective.
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III. Existing Approach
Cross-platform development approaches emerged to address this 
challenge by allowing developers to implement their apps in one 
step for a range of platforms, avoiding repetition and increasing 
productivity. On the one hand, these approaches need to offer 
suitable generality in order to allow provision of apps.  for several 
platforms. On the other hand, they still have to enable developers 
to capitalize on the specific advantages and possibilities of smart 
phones. 

Fig. 3: Cross Cloud Mobile Application Platforms for Accessing 
Services

Traditionally developed paper first classifies general approaches 
to cross-platform development of mobile applications. We then 
analyze and compare existing cross-platform solutions based on 
Web technologies like HTML, CSS, and JavaScript. As these differ 
in their general architecture and their capabilities, it is not obvious 
which to prefer. We will outline criteria that are important when 
making a decision as well as evaluate the popular approaches 
mobile Web apps and Titanium Mobile according to these criteria. 
A number of publications address more than one platform. While 
these publications foster a better understanding of the platforms, 
they do not really compare the different approaches. Rather, they 
explain how to use a technology on a multitude of platforms or 
devices. Due to the high relevance for practitioners, the topic is 
also recognized in technology weblogs. Although such articles 
give valuable advice, they cannot be compared to structured 
approach.

IV. Proposed Approach
We develop a cross platform mobile application and then connect 
to the cloud and then packaging and running the application in 
popular mobile phone simulators. 

Fig. 4: Mobile Application Cross Platform on Cloud Services

Our work mainly contributions are comprehensive overview of the 
current cross cloud development and we also develop a framework 
for evaluating cloud based approaches. They are not only applicable 
in this paper but can be used for future assessments. 

V. Performace Evaluation
The evaluation draws on an analysis of the solutions informed 
by own research and experiences as well as opinions from 
experienced developers. The experience was mainly gathered 
by developing a prototypical task management app employing 
all four solutions. Typical problems arising when using these 
solutions were compiled from observing the respective developer 
communities and completed the background information for the 
evaluation.

A. Select the Development Technologies 
Each mobile platform has a native language with software 
development kit. It provide quickest access to the new features of 
new operating systems version process on software development 
kit with various applications. For best experience we have to 
develop native platform paramount aggressive naturality.

B. Titanium Mobile
The evaluation of Titanium Mobile as a cross platform approach 
based on a self-contained runtime environment. As its main 
advantage, apps built with Titanium Mobile inherently have the 
look and feel of native apps, although performance limitations 
might impair the user experience in certain situations. Titanium 
only supports IOS and Android; the entire ecosystem is less open. 
Advanced features often require a subscription. Developing 
apps with Titanium requires a high amount of Titanium-specific 
knowledge, which, together with the programmatic GUI creation, 
slows down development. 

C. Define the User Experience 
With application personality, customers can feel the unique values 
provided by your applications. The applications on different 
platforms can have many things in common to identify themselves, 
such as similar color themes, features and flows for user actions. 
Even if a customer switches platforms, he or she should still be 
able to use the application with little or no ramp-up time.

Fig. 5: Deployed Cloud Mobile Application Development

With platform look and feel, the customer interactions will be 
similar to other applications on the platform, and customers can 
immediately use the application. For example, the command icons 
will be in the same place on the screen as other applications on 
the same device.
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D. Provide a Great Customer Experience
With the small screen sizes, it can be hard for a customer to 
see all of the data and find the all of the needed commands; the 
application needs to make navigation easy. Most of the screen 
space should be devoted to showing the data the customer wants 
to see, and the most important commands, status, etc. should be 
on the screen. Any less commonly used items can be moved to 
menus or other dialogs. Always ask the question, “How may taps 
does a customer need to finish an operation?” Fewer taps make 
customers more likely to use a feature.

E. Develop Rapidly and Use the Application
In the mobile space, the competition is fierce and customers expect 
updates on a regular basis. Traditional product development 
processes with long planning; development and test phases can 
take months, or even years.
The quality assurance of the designed application development can 
be achieved the situation is to get the application into of as many 
people as possible prior to release. The application should provide 
an easy mechanism for those early users to report issues; a single 
tap to report issues greatly improves the chance of getting more 
feedback. Apps developed specifically for each platform using 
their APIs and following their conventions inherently results in 
a native look and feel. 

VI. Conclusion
The ensuing analysis of several cross-platform solutions 
according to these requirements has shown in Titanium used for 
data processing unless the interface necessarily has to resemble 
native apps as closely as possible. Mobile Web apps offer a 
quick and simple entrance into cross-platform development. 
In summary, the maturity of cross platform approaches reveals 
that native development is not necessary when implementing 
mobile applications. Combined with additional measures to 
utilize the special capabilities of mobile devices, they fulfill the 
requirements of most mobile scenarios. However, particularly 
for user interfaces, future research will have to scrutinize the 
current possibilities. Interfaces of games are an exemplary field 
where available approaches might fall short. A working mobile 
application will be demonstrated in the Google Android Emulator/
device and Apple IOS simulator/device. In our project we develop 
a cross platform mobile application and then connect to the cloud 
and then packaging and running the application in popular mobile 
phone simulators.
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