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Introduction

The easy part of software development is knowing how to write code in the programming language
at hand. The tougher part is mastering the programming interfaces of the platform and getting to the
level where you can effectively turn ideas into working features with real values.

iOS 6, although extremely powerful and easy to use, is no exception to this. Objective-C, by many
considered a rather “funky” programming language, is something you’ll get your head around rather
quickly, even learn to appreciate. However, you're likely to spend a lot of time learning the various
APIs and frameworks.

We believe the best way to acquire the necessary knowledge and reach that plateau of high
productivity, is through hands-on experience. We think the best way to learn is to code along,
creating small projects in which you can test and tweek the features, get a feeling for them before
you implement them in your real projects.

With this idea in mind, we created /OS 6 Recipes. It contains over 600 pages of sample code
accompanied by instructions on how to create small test apps that allow you to run the code on your
iOS 6 device or in the iOS Simulator.

We have tried to cover as many topics as possible using the features of iOS 6. We hope it provides
the basic fundament you need to start converting your great ideas into fantastic apps.

Who This Book Is For

When you read this book, it will help if you have a basic knowledge of Objective-C, have taken your
first steps in Xcode, and written a couple of Hello World apps. If you haven’t, don’t worry; just pay
extra attention to the first eight recipes of Chapter 1. They should provide most of the basics you
need to follow along.

How This Book Is Structured

The example-based chapters of this book do not particularly build off of one another, in the hope
that you can simply open up to any chapter of specific interest and start building a certain type of
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application. It is recommended that you at least skim Chapter 1, “Application Recipes,” and then
Chapter 2, “Autolayout Recipes,” before moving on. The first chapter contains recipes for common
tasks, such as creating outlets and actions, which are referenced throughout the text and should be
fully understood. The second chapter provides basic knowledge of the new layout scheme of iOS 6.
Reading that chapter might prove helpful when you create the user interfaces of the recipes later on.

Throughout this book, it is assumed that you are developing in the latest versions of iOS (6.0) and
Xcode (4.5) at the time of writing. This means that every recipe in this text assumes that you will
be using Automatic Reference Counting (ARC), and as such does not include significant memory
management. This also means that depending on when you are reading this, your results may look
slightly different, although the basic functionality should remain similar.

Many of the recipes in this book cannot be fully tested on the iOS simulator, and as such will require
both an iOS device and a provisioning profile, which can be acquired when you subscribe to the iOS
Developer Program. We’ve pointed out each recipe that cannot be tested in the iOS Simulator.

Note With the introduction of iPhone 5, Apple has added a new screen size to the iPhone family. The new
4 inch screen has the same width but is slightly taller than the old 3.5 inch screen. The recipes in this book
use the Retina 3.5 Full Screen size metric for their user interfaces. However, thanks to the new
Autolayout feature of i0S 6, they will work just as well with the new Retina 4 Full Screen size metric.
You can freely choose whichever metric works for you.

Downloading the Code

The code for the examples shown in this book is available on the Apress web site, www.apress.com.
A link can be found on the book’s information page under the Source Code/Downloads tab. This tab
is located underneath the Related Titles section of the page.

Contacting the Author

If you have any questions or comments regarding this book, I’d be happy to hear them. Contact me
at hasse42g@gmail.com, or write a comment at my blog, http://www.hans-eric.com.



Chapter

Application Recipes

We’re going to start this book with a set of recipes dealing with the iOS application, its project, and
various basic Xcode tasks. The first eight recipes are fundamental, showing things like how to setup
an application, how to connect and reference user interface elements to your code, and how to add
images and sound files to your project. If you’re new to iOS development we suggest you go through
those first before moving on.

We also recommend that you take a closer look at Recipe 1-9 to see whether Storyboards is
something for you. Storyboards is the new way of designing user interface in iOS, allowing you to
gather several views in one file. Although the examples in this book are based on the old way of
creating user interfaces, having one .xib file per view controller, you could just as easily do them
the storyboards way.

The last four recipes in this chapter deal with miscellaneous topics like how to set up simple APIs for
default error and exception handling; how to include a Lite version of your app in your projects, and
how to make the app launch seem shorter in the eyes of the user.

Recipe 1-1: Setting Up a Single-View Application

Many of the recipes in this book are implemented in a test application with a single view. Such a
project is easy to setup in Xcode using the Single View Application template.

To create a new single-view application project in Xcode, go to the main menu and select
File » New » Project. This brings up the dialog with available project templates (see Figure 1-1).
The template you’re looking for is located in the Application page under the iOS section.
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Choose a template for your new project

W ios 2
Framework & Library o
Dther 4
Master-Detail OpenGL Game Page-Based Single View
“'__ 05 X Application Application Application
Application = =
REEEE
Framework & Library \‘ﬂ ! H
Application Plug-in (5 - | R Hod
System Plug-in
Other | Tabbed Application Utility Application Empty Application
|I| Single View Application
This template provides a starting point for an application that uses a single view. It provides a
view controller to manage the view, and a storyboard or nib file that contains the view.
Cancel | Previous | MNext kJ

Figure 1-1. The single view application template in the iOS application section

After you’ve selected the Single View Application template and clicked Next, you need to enter a few
properties for your application:

A Product Name, for example My Test App
An Organization Name, which unless you have one can be your name

A Company Identifier, preferably your Internet domain if you have one

If you like, you can also enter a class prefix that will be applied to all classes you create using the
Objective-C file template. This can be a good idea if you want to avoid future name conflicts with
third party code, but if this app is only meant for testing a feature, you can leave it blank.

You also need to say which device type your application is for: iPad, iPhone, or both (Universal).
Pick iPhone or iPad if you’re testing. You can also pick Universal, but then the template will generate
more code, which you probably don’t need if your only purpose is trying a new feature.

All the code examples in this book assume you’re using ARC (Automatic Reference Counting) so
make sure that Use Automatic Reference Counting is checked. Also, if you’re not planning on using
Storyboards (see Recipe 1-9) or unit tests, be sure that the corresponding options are unchecked.
Figure 1-2 shows an example of this configuration.
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Choose options far your new project:

|\

Product Name My Single View App

Organization Name |Hans-Eric Granlund

Company ldentifier | com.hans—eric

Bundle ldentifier com.hans-eric.My-5Single-View-App

Class Prefix | XYZ
Devices |ﬁ1_n_r;a |
|_| Use Storyboards
qu Use Automatic Reference Counting

[ Include Unit Tests

|  Cancel | | Previous | | Next , |

Figure 1-2. Configuring the project

Finally, click the Next button and then select a folder where the project is stored. Bear in mind that
Xcode creates a new folder for the project within the folder you picked, so select the root folder for
your projects.

There’s often a good reason to place the project under version control. It allows you to check
changes to the code so that you can go back to a previous version if something goes wrong or you
just want to see what’s been done. Xcode comes with Git, a well-spread open-source version control
system. To initialize it for your project, check the Create local git repository for this project checkbox,
as in Figure 1-3.
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EIEEE 0o | i || =~ |[ (8 Hasse i) (Q
FAVORITES Name Date Modified Size  Kind Date Add] |
- . a-Sites 82710 Eoldes
= All My Files [ Public 8/27,/10 --  Folder -
Desktop # Projects 8/24/12 = Folder =
% Hasse Pictures 7/10/12 - Folder -
- o [] PS)ava...Settings 12/30/11 - Folder - r
#y Applications (i Music 8/13/12 -~ Folder - [
@ Documents Movies 8/13/12 -- Folder -- |
(] Epostarkiv 1/2/12 == Folder - |
Al (] dwhelper 10/26/11 - Folder - [
[E npi0f0360 {&2] Downloads 11:58 AM -—  Folder -
— (] Documents 7/26/12 - Folder - f
= [ Dew 12/12/11 == Folder - I
| & B00TCAMP Desktop 8/22/12 -~ Folder -
] ;E {1 Code 7/8/11 —  Folder —
jr‘-"1 {5 Applica...rallelsy 8/7/1L - Folder -
/ | ] @ Applications 4/29/)12 == Folder ==
4
— 77 Source Control: M Create local git repository for this project
= 1 Xcode will place your project under version control

| New Folder | | Cancel | [ Create | l

Figure 1-3. Selecting the parent folder for the project

Now when you click the Create button, an application with an app delegate and a view controller
will be generated for you (see Figure 1-4). The setup is complete and you can build and run the
application (which of course at this point only shows a blank screen).
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Figure 1-4. A basic application with an app delegate and a view controller

Recipe 1-2: Linking a Framework

The iOS operating system is divided into so called frameworks. To use the functionalities of a
framework you need to link the corresponding binary to your project. For the UIKit, Foundation and
CoreGraphics frameworks Xcode does this automatically when you create a new project. However,
many important features and functions reside in frameworks like CoreMotion, CoreData, MapKit, and
so on. For those other frameworks you need to follow these steps to add them.

1. Select the project node (the root node) in the Project navigator panel on the
left-side of the Xcode project window. This brings up the Project editor panel.

2. Select the target in the Targets dock. If you have more than one target, for
example, a unit test target, you need to perform these steps for all of them.

3. Navigate to the Build Phases tab and expand the section called Link Binary
With Libraries. There you see a list of the currently linked frameworks.

4. Click on the Add items (+) button at the bottom of the list. This brings up a
list of available frameworks.

5. Select the framework you want to link and use the Add button to include it
(see Figure 1-5).
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Figure 1-5. Adding the Core Data framework

Tip To make it easier to find a particular framework you can use the search field to filter the list.

When you add a framework to your project, a corresponding framework reference node is placed

in your project tree (see Figure 1-6). What you may want to do is to drag and drop the node to the
Frameworks folder where the other framework references reside. It’s not strictly necessary but helps
your project tree stay organized.
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Figure 1-6. When adding a framework, a reference node is created at the top of your project tree

Now, to use the functions and classes from within your code you only need to import the framework
API (Application Programming Interface.) This is normally done in a header file (.h) within your
project, as in this example where we import the CoreData API in the ViewController.h file.

//

// ViewController.h
// My Test App

//

#import <UIKit/UIKit.h>
#import <CoreData/CoreData.h>

@interface ViewController : UIViewController

@end

Note If you don’t know the header file for a framework, don’t worry, all framework APIs follow the
same pattern, namely #import <FrameworkName/FrameworkName.h>.

With the framework binary linked, and the APl imported, you can start using its functions and
classes in your code.



