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About this report 
SlashData Developer Economics is the leading research 
programme on mobile, desktop, IoT, cloud, web, game, 
augmented and virtual reality, and machine learning developers 
as well as data scientists, tracking the developer experience 
across platforms, revenues, apps, languages, tools, APIs, 
segments and regions.  

The 13th Developer Economics global survey wave ran from 
April to June 2017 and reached more than 21,200 developers in 
157 countries. This research report delves into key developer 
trends for 2017.  
 
This is the fourth chapter from the research report which delves 
into key developer trends for 2017. The full research report, 
available to download here, focuses on five major themes – each 
with its own visualisation, showing how the data lends insight 
into the developer community. 
 
 

1. Developers have become key stakeholders in recent 
years when it comes to making technology decisions in 
companies. Our data show just how far their influence 
reaches. 

2. Game developers are often the first to exploit new 
technologies; their choices influence which hardware 
platforms become king of the hill in the future. We take 
a closer look at where they are placing their bets today.  

3. We all know that developers can get quite tribal about 
the languages and technologies they use. Flame wars 
galore on the internet. But how much is that reflected 
in their actual platform choices?  

4. Internet of Things technology can add a lot of 
complexity to what used to be much simpler objects. 
What makes it so challenging? We look at which parts  

 
of IoT are most likely to cause trouble: the hardware, 
the software, or the data?  

5. The world of backend and cloud technology continues 
to be a fast-moving, ever-changing space. We 
investigate how the focus of developers shifts between 
technologies and levels of abstraction.  

 
 
We hope you’ll enjoy this report and find the insights useful! If 
you have any questions or comments, or are looking for 
additional data, you can get in touch with Sofia Aliferi, 
Marketing Manager for SlashData at sofia@slashdata.co. You 
can download this free report at 
www.DeveloperEconomics.com/go. 
 
 
Mark, Stijn, Lawrence, Christina, Christos, Matos, Alex, Eitan, 
Andreas, Emilia, Kosmas, David, Vanessa, Sarah, Andrea, 
Sofia, Eva, Mostafa, Moschoula, Sam, and Chris at SlashData. 
 

Thank you 
 
We’d like to thank everyone who helped us reach 21,200+ 
respondents for our survey, and create this report. Our 
Research Partners – Intel and Microsoft, our Media Partners, 
who are too many to name here. Also, a special thanks to 
Meetups which participated in our survey including:  
IoT Meetup Korea, Meet.mobile Wroclaw, Autobot13 Algeria, 
Artificial Intelligence Hong Kong, API Athens, Amsterdam 
PHP, Beijing Python, Bucharest JS, Budapest Python, Cocoa 
Shanghai, DevOps Melbourne, Harbour Front Hong Kong, 
Hong Kong JS, JS Lovers Meetup, Latvian Developer Network, 
Munich Frontend, The Web Meetup Australia, and Greece JS. 
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All of a sudden, installers had to expand their skillset from 
laying cable (mostly a manual-labour task) to configuring 
routers and troubleshooting network issues. We backend 
engineers had to deal with a plethora of different APIs and 
protocols (one for each camera model), security issues, packet-
switched, high-volume networking, and of course configuration 
issues from said inexperienced installers. The possible points of 
failure in the system multiplied. 

This experience taught me a valuable lesson about what we 
now call Internet of Things technology: it adds a lot of 
complexity to what used to be much simpler technological 
alternatives. Even with a simple connected device, the 
“hardware is hard” adage applies. Security, interoperability, 
and connectivity issues can and often will cause hard-to-debug 
problems. When dealing with larger systems with multiple 
devices, or with data from devices that are out of the 
developer’s control, the level of complexity only increases.  

This complexity is a challenge for any engineer, and our data 
shows it. 42% of recent IoT projects that developers in our 
survey have been working on run over schedule or budget, 
while only a quarter (24%) are delivered ahead of schedule. 8% 
are even delivered with more than double the expected duration 
or budget (or perhaps not at all).  

The type of IoT project indeed affects complexity. Developers 
that primarily work on apps for an IoT device made by another 
company (e.g. a smartwatch or car app) are about as likely to 
run over or under schedule. Estimation is still hard - only 37% 
of projects go as originally planned. On the bright side, the 
well-defined APIs on which such apps are built can positively 
surprise developers. 15% of projects come in significantly under 
budget.  

Projects that focus on creating new IoT devices are harder to 
complete as planned. Almost half of these projects overrun their 
plan (45%). One in five (19%) sees extreme deviations from the 
plan, half of those (10%) in the negative sense. 

  
4 THE INTERNET OF THINGS CHALLENGE 

   

 

In my first job, I worked for a company developing video security systems. I joined right at the 
time that the industry was transitioning from traditional cameras based on TV standards to 
software-driven network cameras. The former were pretty simple to install; it was mainly a matter 
of providing the right cabling and plugging in the system, similar to how you would plug in a new 
DVR or Blu Ray player at home. Network cameras were a different matter altogether. 

 

https://www.DeveloperEconomics.com/go


 

 

 
 

Developer Economics | State of the Developer Nation Q3 2017 | © SlashData | All rights reserved | https://www.DeveloperEconomics.com/go   5 

 Data mashups that combine data from multiple devices or 
other data streams are easier to plan and control (only 13% sees 
very significant over- or underruns). Unfortunately the outcome 
is skewed towards overruns: 51% of projects come in over 
schedule or budget. It might be that in these cases feature creep 
and shifting specifications play a big role, as do the 
aforementioned coordination bugs (security, connectivity, 
interoperability).  

When we dig a bit deeper and look at the personal expertise of 
developers, we see that software, not hardware, is the most 
challenging bit. Those working on application-level software or 
data are more likely to have overruns, be it often of a more  

modest nature than the hardware folks. What makes a new 
device hard, is the combination of hardware (with sometimes 
extreme overruns) and the software (where most of the added 
value of an IoT solution is implemented). What makes a data 
mashup hard is not necessarily only the data analysis itself, but 
having to coordinate complex systems with software.  

The last word has not been said on the challenges that IoT 
developers face, of course, and one can get much more specific 
than the high level correlations we presented here. Any 
potential difficulties also have to be balanced with the 
opportunities that are evident in IoT. We are closely following 
both through our long-standing research in this field.  

https://www.DeveloperEconomics.com/go
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 PARTNERS 

 

SlashData is very lucky to be supported by the entire developer community: from the largest internet and software 
companies to the smallest local Meetups. Partnering with these organisations ensures that there is a representative 
sample across participating developers, so that something valuable is delivered back to the community. Some of them are 
listed below. You can read more about our media partnerships here. 
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Developer Economics 13th edition reached an impressive 
21,200+ respondents from 157 countries around the world. As 
such, the Developer Economics series continues to be the most 
global independent research on mobile, desktop, IoT, cloud, 
web, game, AR/VR, machine learning developers and data 
scientists combined ever conducted. The report is based on a 
large-scale online developer survey designed, produced and 
carried out by SlashData over a period of nine weeks between 
April and June 2017. 
Respondents to the online survey came from 157 countries, 
including major app, machine learning and IoT development 
hotspots such as the US, China, India, Israel, UK and Russia 
and stretching all the way to Kenya, Brazil and Jordan. The 
geographic reach of this survey is truly reflective of the global 
scale of the developer economy. The online survey was 
translated into seven languages in addition to English 
(simplified Chinese, Japanese, Korean, Portuguese, Russian, 
Spanish, and Vietnamese) and promoted by 82 leading 
community and media partners within the software 
development industry. 

 

 

 

 

 
To eliminate the effect of regional sampling biases, we weighted 
the regional distribution across eight regions by a factor that 
was determined by the regional distribution and growth trends 
identified in our Developer Economy research. Each of the 
separate branches: mobile, desktop, IoT, cloud, web, games, 
augmented and virtual reality, data science and machine 
learning were weighted independently and then combined. 

To minimise other important sampling biases across our 
outreach channels, we weighted the responses to derive a 
representative distribution for platforms, segments and types of 
IoT project. Using ensemble modeling methods, we derived a 
weighted distribution based on data from independent, 
representative channels, excluding the channels of our research 
partners to eliminate sampling bias due to respondents 
recruited via these channels. Again, this was performed 
separately for each of mobile, IoT, desktop, cloud, web, games, 
augmented and virtual reality, data science and machine 
learning. 

 
For more information on our methodology please visit 
https://www.slashdata.co/methodology. 

  

 

  
 METHODOLOGY 
  

https://www.slashdata.co/methodology
https://www.DeveloperEconomics.com/go
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distilling market noise into market sense 
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