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Introduction

“Ultimately design defines so much of our experience. | think there is a profound and
enduring beauty in simplicity. In clarity. In efficiency. True simplicity is derived from so
much more than just the absence of clutter. It is about bringing order to complexity.
iOS 7 is a clear representation of these goals. iOS 7 brings with it the most significant
set of changes to the user interface since the very first iOS. We see iOS 7 as defining
an important new direction, and in many ways—a beginning.”

—dJonathan Ive, Designer of iOS

When the original iPhone was released in 2007, it began a wave of innovation in mobility that is
far from over. Since then, the user interface has remained largely unchanged —until now, with
the release of iOS 7. With this release, Apple has begun the next phase of mobile user interface
innovation and has rejuvenated the already vibrant developer market.

If you haven’t built for iOS, there has never been a better time to start. This is, as Jonathan Ive
mentions above, a beginning.

With this book in your hands, you have everything you need to start on the road to learning the
essential skills for iOS 7 development. There are so many concepts that may be confusing to
beginners, but when you follow the step-by-step tutorials in this book, you’ll begin to knock those
concepts down, one by one, until, by the time you end this book, you’ll know what it takes to be an
iOS 7 developer, and you’ll be able to approach online documentation, open source samples,

or more complex tutorials confident that you’ve gotten the foundation down.

This book, like iOS 7 in its way, is a dramatic makeover of the series of “Absolute Beginners” books.
It’s been rewritten from the ground up to make it more approachable, more intuitive, and more fun
than ever before.

| hope you enjoy it, and | look forward to seeing what you can build on iOS 7.

—Laurence Moroney

Xix



Chapter

Getting Started

If you’ve picked up this book and have read this far, you’re likely interested in being an iPhone and
iPad developer. Given the popularity of this platform and the stories of how lucrative development for
it can be, you’ve made a great choice. However, you may also have heard stories of how difficult it
can be, how you need to learn abstract or difficult languages and concepts, or how you need to use
tools that programmers don't like, or indeed you may have heard how difficult it can be to put your
work into the app store, where you can make some money.

Unlearn all that. It’s really not that bad, and it can be a fun journey. In this book, you’ll go through the
basics of what you need to know, from getting the developer tools, to learning how to use them to
design and code iOS apps, to debugging and fixing your apps before finally deploying them to the
app store.

Your focus will be on the brand new iOS 7 platform. iOS is the operating system (O.S.) that powers
these devices. It was first released (although called iPhone OS back then) with the first iPhone back
in 2007. In 2013, Apple gave iOS its biggest and most revolutionary update with the release of
version 7, called iOS7.

This book is designed for iOS7 development, using a programmer’s tool called Xcode and a
language called Objective-C. The only thing you’ll need is a Mac computer, because Xcode runs only
on the Mac, and you’ll have to ensure that it’s an Intel-based Mac running Mac OS X Snow Leopard
or later. Any Mac bought in the last three or four years should be fine. As you’ll see in the “Getting
Xcode” section later in this chapter, you get Xcode from the app store, so you’ll need an account
there too. It’s free to get an account, and Xcode is free to download.

You don’t need an iPhone or iPad in order to develop for them, as Xcode gives you a simulator
for both of these devices. However, if you want to test on a physical device, which sometimes
is necessary, you’ll need a developer account for iOS development, at a cost of $99 per year.

In this chapter you’ll get started by downloading and installing Xcode and taking a look at how
it works. You’ll also see how to sign up for a developer account and how to access it.
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Getting a Mac

First off, you will definitely need a Mac to work with. It doesn’t have to be the latest, most expensive
model, but as mentioned in the previous section, it must be an Intel-based Mac running Mac OS X
Snow Leopard or later. We wrote this book using two Macs—a 2011 model iMac and a 2011 model
MacBook Air.

You can see the different options available to you at http://www.apple.com/mac/, displayed across
the top of the screen, as shown in Figure 1-1.

& Apple - Mac .
& 2 C [ www.apple.com/mac/ L 9O E =

OS X Mavericks

ig release of the world’s most
advanced desktop operating system. See the preview.

Figure 1-1. Buying a Mac

At the time of writing, the latest version of OS X, called Mavericks, was in preview, as indicated in
Figure 1-1. Of course, you don’t need Mavericks, but if you have it, you’re fine to continue.


http://www.apple.com/mac/
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When buying a Mac, there are several important attributes that you should consider:

Processor Speed: The faster the processor, the quicker your programs
will load, the quicker they’ll update the screen, and the quicker Xcode will
compile your apps

Memory: The more memory the better. OS X will use memory as it runs
applications. If it needs to use more memory than is available, it has to
temporarily store information on disk. Accessing the disk is slower than
accessing memory, so the more memory, the faster your machine will generally
operate

Disk Space: As you download or create information, you’ll take up disk space.
The more space you have, the more time you have before you run out!

Disk Type: Most machines have a hard disk, but some have a flash drive, also
known as a solid state drive (SSD). Hard disks are cheaper, so machines with
flash drives tend to be more expensive, or, because of the expense, will have
less capacity. The big advantage of flash drives, however, is that they are very
fast—in some cases, almost as fast as memory. Thus, a machine with a flash
drive can be very responsive, but may have less available storage. MacBook
Airs use flash drives, which are generally optional on the other machines.

Screen Resolution: Screen resolution is the number of dots on your screen in
width and height. So, for example, you might see 1366x768 as the resolution

on a machine, indicating that the screen has 1366 dots (pixels) across and 768
down. The bigger the resolution, the more you’ll see. When developing, it's good
to have a big screen resolution, giving you plenty of room to view Xcode, the
simulator, and a browser for the documentation all at the same time.

We like to use an iMac for our main development, because it comes with a large monitor that offers
very high resolution. We use a MacBook Air as a backup, because it’s light and very fast (due to its
flash drive).

Getting Xcode

OSX Snow Leopard and later include an app store application through which you can get free
software or purchase paid software. Apple distributes Xcode using the app store. If you’re not
familiar with the app store, you can see its icon in Figure 1-2. It’s the one in the center with the
pencils and ruler arranged like the letter “A.”

Figure 1-2. The Mac app store
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When you launch the app store, you’ll see a home screen with the latest “Editor’s Choice”
applications, as well as others that are new and noteworthy. At the top right side of the screen
you’ll see a search box. Type “Xcode” into this box and press the “Enter” key. See Figure 1-3.

A Xcode

Figure 1-3. Searching for Xcode

The app store will return a bunch of apps that match this search term. It should look something like
Figure 1-3, but don’t worry if it’s a little different—apps are being added all the time. Just make sure
that you can see Xcode itself, with its “hammer” icon, as shown in Figure 1-4.

4.4 at Chart S Purchases od xcode
Search Results for “xcode” Sort By: | Relevance
5. Xcode Docs for Xcode (7"_\; Project Statistics fo
N | D er Tools - il er Too
. il

Tutorial for Xcode
Ny c=p
Templates for XCod e Templates for Xcode
Develaper Tools De Tools
ok ot it | g Ittt
3 Rl \\ 2 Y 9 Rat
oD 3
(‘ Spice for Xcode

®

opyright © 2013 Apple Inc. All rights reserved. Privacy Policy | Terms and Conditions | FAQ

Figure 1-4. Searching for Xcode

If you have a store account, you can go ahead and get Xcode now. If not, read the next section,
where you’ll see how to get an account that you can use to acquire and download Xcode.

Getting a Store Account

With the app store open, select the “Store” menu at the top of the screen, and from this select
“Create Account....” See Figure 1-5.
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o App Store Edit m\.‘:‘indow Help

e 006 Back 8[
( | Forward 3]
Reload Page #¥R
Search 38F
™ « Featured #1
Top Charts 382
Categories #3
Purchases 84 i
Updates ®5

Sign In...
Create Account...
Check for Unfinished Downloads...

Figure 1-5. Getting a store account

You'll be taken to the “Welcome to the App Store” screen. From here, you can click “Continue.”
You can see it in Figure 1-6.

L xcode

Welcome to the App Store & secure Connection

The App Store is the simplest way to
discover, buy, and install the best apps for
your Mac with one click.

Cancel Continue

e

Copyright © 2013 Apple Inc. All rights reserved. Privacy Policy | Terms and Conditions | FAQ

Figure 1-6. Step 1 of setting up an app store account

The next step gives you the terms and conditions of the store, as well as Apple’s privacy policy.
If you agree to the terms, check the box and then click the “Agree” button. See Figure 1-7.
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L ncode

Terms and Conditions and Apple Privacy Policy @ secur

Please read and agree to these Terms & Conditions in order to use the iTunes Store.
If the billing address of your payment information is not in United States, click here.

A. ITUNES STORE, MAC APP STORE, APP STORE, AND IBOOKS STORE TERMS OF SALE

B. ITUNES STORE TERMS AND CONDITIONS

C. MAC APP STORE, APP STORE AND IBOOKS STORE TERMS AND CONDITIONS.

THE LEGAL ACREEMENTS SET OUT BELOW GOVERN YOUR USE OF THE ITUNES STORE, MAC APP STORE, APP STORE, AND IBOOKS STORE SERVICES
("SERVICES"). TO AGREE TO THESE TERMS, CLICK "AGREE." IF YOU DO NOT AGREE TO THESE TERMS, DO NOT CLICK "AGCREE,” AND DO NOT USE THE
SERVICES.

A. ITUNES STORE. MAC APP STORE, APP STORE. AND IBOOKS STORE TERMS OF SALE

PAYMENTS, TAXES, AND REFUND POLICY

You agree that you will pay for all preducts you purchase through the Services, and that Apple may charge your payment methed for any products
purchased and for any additional amounts (including any taxes and late fees, as applicable) that may be accrued by or in connection with your
Account. YOU ARE RESPONSIBLE FOR THE TIMELY PAYMENT OF ALL FEES AND FOR PROVIDING APPLE WITH A VALID PAYMENT METHOD FOR PAYMENT
OF ALL FEES. For details of how purchases are billed please visit support.apple.com/kb/HT5582.

Your total price will include the price of the product plus any applicable sales tax; such sales tax is based on the bill-to address and the sales tax
rate in effect at the time you download the preduct. We will charge tax only in states where digital goods are taxable.

All sales and rentals of products are final.

Prices for products offered via the Services may change at any time, and the Services do not provide price protection or refunds in the event of a price
reduction or promotional offering.

I have read and agree to these terms and conditions.

Printable Version »

Go Back Cancel Agree

Copyright © 2013 Apple Inc. All rights reserved. Privacy Policy | Terms and Conditions | FAQ
Figure 1-7. Step 2 of the app store signup

On the following screen, you will set up the details of your Apple ID. You need to provide an email
address, security information, a backup email address, and your date of birth. Fill out values for
the security info that you’ll remember (and not silly answers like ours), and when you’re done,
click “Continue.” You can see all this in Figure 1-8.
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enon - - .
- X * ] N ® ey
Featured  Top Charts  Categories  Purchases Updates LoRc
Provide Apple ID Details a
Email
Password Verify Password
Security Info
What is the first name ¢ 3 Gandalf the Grey
What is your dream job 3 Toilet Engineer
In what city did your pi & Mars Prime
Optional Rescue Email
Enter your date of birth.
February = 1 H 1970
Would you like to receive the following via email?
(] New releases and additions to the App Store and the iTunes Store.
[ News, special offers, and information about related products and services from Apple.
Go Back Cancel Continue

opyright © 2013 Apple Inc. All rights reserved. Privacy Policy | Terms and Conditions | FAQ

Figure 1-8. Setting up your Apple details

When you’re done with this, you'll reach the final screen, where you will set up your payment
method. Fill out the details as shown and click “Create Apple ID.” Your Apple ID will be created,
and Apple will send an email to the address of the ID. You’ll have to click on a link in this email
to confirm your address, and then you’ll be ready to use your new Apple ID.

Downloading and Installing Xcode

When you search for Xcode in the app store, you'll see it with a link that allows you to install it
(if you’ve downloaded it before), or notifies you that it’s free, as in Figure 1-9.
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Search Results for “xcode”

Xcode
Developer Tools

| FREE [~ ]

Figure 1-9. Accessing Xcode in the app store

Click on the button, and it will change to a green “Install App” button. Click on this, and you’ll be
asked to log in with your Apple ID.

B h R Its for “xcod o Sign in to download from the App Store.
Sanc L O coce | If you have an Apple ID, sign in with it here. If you have used the iTunes Store or
) I’ iCloud, for example, you have an Apple ID. If you don't have an Apple ID, click
Xcode h.__4 Create Apple ID.
Developer Tools

WSTAECRPP | v Apple ID Password Forgot?

Templates for XC : 'Cre_at'ejqulﬂ_;, |_Ca[|§gl ) | Signin
Developer Tools

e

Figure 1-10. Signing into the store

Use your Apple ID and password. Xcode will begin to download. You'll see its progress from within
LaunchPad. See Figure 1-11.

Figure 1-11. Downloading Xcode

It’s a big download, so it will take a bit of time. While you’re waiting, you could check out the page
for Xcode in the app store. You can get this by clicking on the word “Xcode” in the search results.
Its page looks like Figure 1-12.



CHAPTER 1: Getting Started

xcode

Xcode
Xcode provides everything developers need to create great applications for Mac, iPhone, and
iPad. Xcode has unified user interface design, coding, testing. and debugging all within a
single window. The Xcode IDE analyzes the details of your project to identify mistakes in
both syntax and logic, it can even help fix your code for you. ...

£ % X » SUpp
What's New in Version 5.0
« Includes SDKs for OS X 10.8 Mountain Lion and iDS 7. ] v greemer
» LLVM compiler builds 64-bit apps for i05 7.
» Automatic Configuration enables services like iCloud and Game Center with one click. Privacy Pol
» Test Navigator helps you quickly add, edit, and run unit tests.
» Test Assistants display tests and code side-by-side for test driven development.
« Auto Layout in IB can generate constraints automatically, or allow free-form design. Information

» Preview Assistant demonstrates your Ul in portrait or landscape, for i05 6 or iD5 7.
= Asset Catalog organizes all your project’s images in a single .xcassets archive.

Category: Developer Tools

+ Debug Gauges show CPU, memery, iCloud, and OpenGL ES usage at a glance. Updated: Sep 18, 2013

« Source Control top-level menu enables context sensitive branching and merging. Versic on: 5.0

« Modules build setting speeds compile times, and enables auto-linking system Price: Free

frameworks. Size: 1.96 GB
Language: English

Seller: Apple Inc.
© 1995-2013 Apple Inc.

Rated 4+

Compatibility

PR AN NTTELNCN: 4 05X 10.8.4 or larer

More by Apple

& 05 X Mountain Lion

Welcome to Xcode

%= Final Cut Pro

B e,

& e

'3 Logic Pro X

| Rr eyt g —

e —

Figure 1-12. Xcode’s app store page

Here you can learn about the features of Xcode, as well as read reviews that other users have posted
about it. Previous versions were a little confusing, as the app store only downloaded the installer,
and then you had to install explicitly from the download, which wasn’t documented very well.

This led to a lot of negative reviews.

However, version 5, which you should be installing here, doesn’t require this —Xcode will download
and install and be ready to use right away!
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Running Xcode

You can launch Xcode from launcher. When you do so, and it runs for the first time, you’ll see the
“Welcome to Xcode” screen. See Figure 1-13.

hello_world01

rsktop/ios? book

mapControlDemo

/Desktop/ios7 book/appCode

helloWorld_01

desktof ook fappCode

DD D DD

downloadimageTest

0s7 book/ar

~fDesktop/ios/ book/appLode

Welcome to Xcode

Version 5.0 (5A1413) quotesAppTest

~/Desktop/ios? book/appCode

webViewDemo

~[Desktop/ios7 book/app

?

L Create a new Xcode project mapControlTest
Start building a new iPhone, iPad or Mac application. ~/Desktop/ios7 book /appCode

7, rtableviewNavDemo
Check out an existing project il ~/Desktop/ios7 book/appCode
Start working on something from an SCM repository.
2 o POSIOry [P tableViewDemo

Show this window when Xcode launches l', ODEH Other...
Figure 1-13. Xcode’s welcome screen

This screen allows you to create a new Xcode project, and from there to choose a number of
different project types. You’ll learn about these starting in Chapter 2, where you’ll create your first
application. Before doing that, it’s good to switch gears for a moment and take a look at Apple’s
developer portal, which is a great source of information and resources for you as you develop
applications.

The Apple Developer Portal

Apple’s developer portal is at https://developer.apple.com. It has sections for iOS7,
OS X Mavericks, and Xcode 5. See Figure 1-14.


https://developer.apple.com/
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@ Apple Developer ®
&  C [ https://developer.apple.com @ Q@ =
‘ DeveIoper Technologies Resources Programs Support Member Center q

Design. Code. Build. Innovate.
Here's where it all happens for Apple developers.

i0s7
7 Develop your apps for i0S 7 today. DEVEIOPETS in Action
I|r Learn more | i0S Dev Center
The most powerful iOS apps are ones that change
people's lives in ways they never imagined.

05 X Mavericks
x Download the Developer Preview of 05X 10.9.

Learn more | Mac Dev Center

!
«  Xcode 5 :
See what's new in version 5.0.
Learn more | Download
@ View all news »

Why You'll Love to Develop i0S Developer Program Mac Developer Program

with Apple Technologies Get the resources you need to develop Gain access to a range of technical
Read about our powerful, yet easy to and distribute apps for iPad, iPhone, resources to assist you in distributing
use tools and technologies that allow and iPod touch. Mac apps on the Mac App Store.

you to turn your concepts into reality.

®ES0
«s®o@

Figure 1-14. The Apple developer portal

Click on the iOS dev center link, and you’ll be taken to the iOS dev center page, which contains
documentation, videos, and more. Most of the information is freely available—you don’t need a
developer account. If you want to test on physical devices or deploy to the app store, you'll need
to register as a developer. This costs $99 per year. You'll step through how to do that in Chapter 3.

The documentation and videos section (see Figure 1-15) is particularly useful, giving you “Getting
Started” guides as well as sample code and other references. If you are an absolute beginner, once
you’ve gone through this book and gained some confidence in building iOS apps, go back and visit
that section—it’s really good, but does require you to have a little knowledge.
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Development Resources

Documentation and Videos Featured Content

iOS Developer Library W Create Apps for iOS 7
View the latest documentation and sample

Wl [0S 7 Design Resources
code for i0S 7.

W 05 7 Ul Transition Guide

* Getting Started  + Sample Code W Xcode Continuous Integration Guide
» Guides + Technical Notes

« Reference + Technical Q&As W Start Developing iOS Apps Today

* Release Notes W App Distribution Guide

W Developing Apps for iPad

W i0S App Programming Guide
Development Videos

+ i0S Development » WWDC Videos W i0S Human Interface Guidelines

W Programming with Objective-C

Figure 1-15. Development resources

At the very least, consider looking at the “Getting Started” section once you’ve worked through the
tutorials in this book; you’ll find it very rewarding!

Summary

This chapter was your introduction to development for iOS 7 using Xcode. From it you learned where
the tools are available and how to download and install them. Starting in the next chapter, you’ll use
these tools to build your first app, and in Chapter 3 you’ll learn how to deploy it to your hardware
using a developer account.



Chapter

Your First i0S Apps

The first app you'll build is a basic “Hello, World” app where, despite the simplicity of the app, you’ll
implement some of the functionality that is found in more advanced applications, including taking
user input and having your code update the user interface as a result. By the time you finish this
chapter, you’ll know how to run the app in the following three ways:

iPhone app on iPhone simulator: This shows you how to run an iPhone app in the
iPhone aspect ratio on an iPhone-sized emulator.

iPhone app on iPad simulator: iPhone applications can be run on iPads too, with

a special “2x” mode that enlarges the user interface to make it fit the screen. You'll

see how to test your iPhone app with the iPad simulator to see how it would look in
this scenario.

iPad app on iPad simulator: Applications can also be written specifically for the
iPad, taking advantage of the larger screen resolutions. You’ll see how to do that too!

Note Supplementing this book are a number of screencasts of the examples in this book.
If you prefer video instead of step-by-step reading, we hope they’ll be a great resource
for you. You can access these, as well as blogs and help forums around the book, by
visiting ios7developer.com.

Creating Your First iPhone App

In this first example, you’re going to create an app that gives you a button and a label. When you tap
the button, text will appear on the label that says “Hello World!” This is a very simple app, but you’re
going to spend quite a bit of time, and quite a few pages, on it. That is because an app like this,
despite its simplicity, implements many of the concepts found in larger, more sophisticated apps,
making it a really useful learning tool.

13
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Use Xcode to create your app. Launch Xcode, and the “Welcome to Xcode” screen will appear.
See Figure 2-1.

H mapControlDemo

| ~/Desktop/ios7 book/appCode

|ﬁ magic8

~({Desktop

|H helloWorld_01

~[/Desktop/ios7 book/appCode

|ﬂ downloadimageTest

_ -/Desktop/ios? book/appCode

Welcome to XCOde [ﬁ q?;tisli;?ple?sr:ookamf_oce
Version 5.0 (5A1412) |ﬁ webViewDemo

8| ~/Desktop/ios? book/appCode

[ﬂ mapControlTest

~[Desktop/ios7 book/fappCode

A Create a new Xcode project |ﬁ tableViewNavDemo
Start building a new iPhone, iPad or Mac application. |8 -~ /Desktop/ios7 book/appCode

|ﬁ tableViewDemo

~/Desktop/ios7 bookfappCode

Check out an existing project

Start working on something from an SCM repository.
g - e ) |w tableViewMultiSegmentDemo

Show this window when Xcode launches l', Dpen Other...
Figure 2-1. The “Welcome to Xcode” screen

Click the “Create a new Xcode project” option, and you’'ll see a list of templates for your new
application.

Your first application will use the “Single View Application” template. Select it as shown in Figure 2-2,
and click “Next.”
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Choose a template for your new project

A ios
- 9 ®00 1
Framework & Library
Other y - .
Master-Detail OpenGL Game Page-Based Single View
K 0sX Application Application Application
Application
Framework & Library \t i
Application Plug-in s 4 -
System Plug-in
Other Tabbed Application Utility Application Empty Application SpriteKit Game
1 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 Next

Figure 2-2. Selecting your application template

When you click “Next,” you’ll see a new dialog that requests the options for your new project.

These settings are shown in Figure 2-3, and the recommended settings are:

Product Name: This is the name of your app. For now use “helloWorld_01.”

Organization Name: This is the name of your organization, or yourself if you are an
individual developer.

Company ldentifier: This is the identifier for your company. It is written in
reverse-domain-name format. So, for example, if your company is ios7developer.com,
you would use “com.ios7developer” here. The reason for this is that once you
deploy your app to the app store, you could have different apps with the same
name, written by different people. Our “Hello, World” will be com.ios7developer.
helloWorld 01, whereas yours will be different.

Class Prefix: This is used to organize your classes into namespaces, which defaults
to matching your company identifier. For the sake of simplicity, erase the class
prefix. It will make your initial code easier to read.

Devices: You'll see the drop-down list giving you the options “iPad”, “iPhone,” and
“Universal.” This defaults to “iPhone,” so keep it that way. A “Universal” selection is
one that runs on both iPhone and iPad.
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Choose options for your new project:

-
—

Product Name | helloWorld_01
Organization Name | Laurence Moroney
Company Identifier .com.ios?developer
Bundle Identifier com.ios7developer.helloWorld-01
Class Prefix .

Devices iPho_l_'le; |

Cancel | Previous | Next

Figure 2-3. Setting the options for your new project

Click “Next,” and you’ll get a dialog that asks you where you want to create your code. It will likely
default to your desktop. If not, use the drop-down list at the top of the screen to specify your
desktop and click “Create.” You can see this in Figure 2-4.



CHAPTER 2: Your First i0S Apps

[« » ][22 00 Iml || & v || (&) Desktop NG
FAVORITES Shared Folder
";_-1'. All My Files Name A Date...dified Size Kind
#\ Applications » (] Eclipse Today --  Folder
(=) Desktop (0 eva I:'; 14/13 --  Folder
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|| FreeAgent GoFlex... &
TAGS
@ Red
Orange
Yellow
Green
Source Control: [ | Create git repository on = My Mac A
Xcode will place your project under version control
| New Folder | Cancel | | Create |

Figure 2-4. Choosing your source location

Note that you should keep the “Source Control” checkbox at the bottom unchecked. If you were
to check this box, you would be enabling Source Code control through git. This allows you to
work with other developers in such a way that you can check changes in and out, avoiding
multiple people touching code at the same time. It’s beyond the scope of this book, but if you're
interested in learning more about git, the ‘Pro Git’ book by Scott Chacon is available for free here:
http://git-scm.com/book.

Once you click “Create,” Xcode will create a folder on your desktop containing all the source code
and metadata that your application needs. Xcode will also launch the workbench that you’ll use for
editing your user interface and code. You’ll see that in the next section. Congratulations—you’ve
created your first iPhone app project!


http://git-scm.com/book
http://git-scm.com/book
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Xcode and Your Project Files

In the previous section you created your first app, called helloWorld 01, and saved it on the
desktop. Xcode then launched, showing your application.

Figure 2-5 shows what the top-left-hand side of Xcode will look like. If you don’t see the code files
listed, make sure the folder icon in the toolbar is selected, as shown in Figure 2-5.

> v h) [ iPhone Retina (3.5

helloWorld_01.xcodeproj

= ) iy oY — —_— P

A

| helloWorld_01

| AppDelegate.h

| AppDelegate.m
Main.storyboard

| ViewController.h

| ViewController.m

ERIEAIR VERIES

|5 Images.xcassets

» | _|Supporting Files
» | |helloWorld_01Tests
» | |Frameworks

» || Products

Figure 2-5. Exploring your Xcode project

There are lots of files shown here, and you’ll learn what each does as you work along through

this book. You can see that there are two pairs of files (AppDelegate and ViewController), each

with a “.h” and a “.m” file. These are called classes, and they have the code for your application

in Objective-C. AppDelegate has the code for the shell of your application, and ViewController

has the code for the default view of your application. Think about a single-view application as a
shell containing a view. The shell handles all the application-level stuff, such as launching, shutting
down, and so forth, and each “screen” in your app has a view. The code for this view is called a
“controller.” As this app only has one screen, it has one controller piece of code, and that’s the
ViewController.h and ViewController.m files. These terms come from a common pattern used in
software development called “Model-View-Controller,” or just MVC. Under this pattern, applications
can be built by creating a Model of your data, a View that the user has on your data, and a Controller
that manages the interaction between the two.

The “Supporting Files” folder contains other files that your app will need, including the “.plist” file
that contains metadata about your application and the main.m file that is the starting point of your
application as it runs.
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Your user interface is the Main.storyboard file. You’ll edit that in the next section.

Don’t worry if some of this seems overwhelming right now—there are a lot of concepts to take in,
and you’ll go through them step by step. Before you know it, it will become second nature!

Using Interface Builder to Create Your “Hello, World” App

Using Xcode, select Main.storyboard, and the storyboard editor will open. On the left-hand side of
the screen, you’'ll see a menu drop down that reads “View Controller Scene.”

Drop this down to view all the options underneath it and select the “View Controller” entry, as shown
in Figure 2-6.

4 > helloworld 01 helloworld 01 » [ Main.storyboard » [ Main.storyboard (Base) » B View Controller Scene

v [5l View Controller Scene
¥ [l View Controller
n Top Layout Guide
n Bottom Layout Guide
View

@ First Responder

Exit

Figure 2-6. Exploring the scene in interface builder
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To the right of this, you should see the utility area, where all the settings for your user interface are kept.
If you don’t see it, make sure that you click the “View Utility Area” button on the very top-right-hand
side. It looks like a square with a shaded area to the right.

You can see the utility area in Figure 2-7.

----- M, | L el (B¢
D BE B » «& © :
| Identity and Type ]

Name Main.storyboard
Type | Default - Interface Build... * | |
]

Location | Relative to Group

Base.lproj/
Main.storyboard 1
Full Path [Users/Imoroney/Desktop/ 1

helloWorld_01/
helloWorld_01/Base.lproj/
Main.storyboard [+ I

. Interface Builder Document
Opens in | Default (5.0) v |
Builds for | Project Deployment Tar... v |
View as | i0S 7.0 and Later w2
ﬁ Use Autolayout

Global Tint | B | Default &
I Localization
v ) Base
" English Localizable Strings & |
[ Target Membership H
v /A helloworld_01 I

helloworld_01Tests

. Source Control
Repository O --
O {} & =W
Ubject - Provides a template for
objects and controllers not directly
available in Interface Builder.

Label - A variably sized amount of
Label static text.

Button - Intercepts touch events and
Button sends an action message to a target
object when it's tapped.

“ Segmented Control - Displays

miiltinle canmante sarh af whirh
EE

Figure 2-7. The utility area
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Across the top of the utility area, you’ll see six buttons. These are shown in Figure 2-8.

3
1]
]

D B E

il

Figure 2-8. Utility area buttons

From left to right, these buttons are:

File Inspector: Used to set the details including the name, document, language,

and localization for the interface

Quick Help Inspector: Gives context-sensitive help on the currently selected object

Identity Inspector: Provides details on the class underlying the view

Attributes Inspector: Displays metadata about the currently selected view, such as

background color

Size Inspector: Shows definitions about how controls should stretch to fit the view

Connections Inspector: Shows definitions about how the view connects to code

Again, don’t worry if you don’t understand most of this yet. As you work through this book you’ll be
using each of these tabs, so it’s good to take a quick tour to get a feel for what the controls do.

The important setting that we want you to see here is that which connects the interface that you are
designing to the underlying code that you’ll write. With “View Controller” selected (see Figure 2-6),
make sure the “Custom Class” button is clicked, and you’ll see that this user interface will map to a
specific class—in this case ViewController. That class is implemented using the ViewController.m

and ViewController.h files.

At the bottom of the utility area, no matter which button is selected, you’ll see a list of controls. Scroll
this list until you see the “Label” control, as shown in Figure 2-9.

Label
Label .\ 2bel

Implements a read-only text view. A label can contain an
arbitrary amount of text, but UlLabel may shrink, wrap, or
truncate the text, depending on the size of the bounding
rectangle and properties you set. You can control the font, text
color, alignment, highlighting, and shadowing of the text in the
label.

Done

Figure 2-9. Selecting the “Label” control

oD {} » =MW
Object - Frovides a template for
objects and controllers not directly
available in Interface Builder.

Label

Label - A variably sized amount of
static text.

Button

.

22 (@

Button - Intercepts touch events and
sends an action message to a target
object when it's tapped.

Segmented Control - Displays

multinla eanmante aarh af which
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Using your mouse, drag the “Label” control onto the view. As you move it around, you should see
blue dotted guide lines that will help you place it. Vertical ones show you the horizontal center of the
view and vice versa. Others show you borders around the edge of the screen that you might want to
avoid. You can drop the label wherever you like on the view. When you’re done, it will look something
like Figure 2-10.

4 p
v [ View Controller Scene

v View Controller
i Top Layout Guide
B Bottom Layout Guide

v View

Label - Label g oo
@ First Responder 3'315’88
B Exit

Figure 2-10. Placing your label on the view

You should then drag the little white dots around the label to resize it. Xcode will crop any text that
goes into a label to the size of the label by default, so your “Hello, World!” text will look something
like “He .. .” unless you make the label larger.

Experiment until you get the width that you like; you’ll notice that the word “Label” appears on the
left of the screen. To re-center it, don’t move the label—find the “Alignment” setting in the attributes
inspector and set it to “Center.”

Go back to the controls list and scroll until you see the “Button” control. Select it and drag and drop
it onto the view, just like you did with the label. When you’re done, your view should look something
like Figure 2-11.

HHEEE I S helloworld_01 helloworld = Main.story
v [Z] view Controller Scene

v View Controller
ﬁ Top Layout Guide
a Bottom Layout Guide

v View
Label - Label
Button - Button Label
o . o
ﬁi First Responder LJ
Exit 0 Button O
o o o

Figure 2-11. Placing the “Button” control on the view
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With the button selected (it will be highlighted on the list on the left and will have dots around it on
the designer to the right), select the “Attributes Inspector” button. You’ll see the “Title” property that
says “Button.” You can use this to change the title to “Press Me!” See Figure 2-12. (Alternatively, you
could double click on the button in the designer and just type the new caption.)

Type | System

State Config | Default

-
Title | Plain
Press Me!
Label Font | System Bold 15.0 T
a o o
Text Color | EEEER | Default
Press MeDb
Shadow Color | E== | Default
o o o
Image | Default Image v
Background | D I v
Shadmw Offcet 0.0115 0.01l:

Figure 2-12. Updating the button title

You’ve now finished with the designer, so save your work before you go to the next step. You can do
this by pressing 38s or selecting “Save” on the “File” menu.

At the top of the screen, where you opened the utility area, you should now close it and then open
the “Assistant” editor. (This is the second icon from the left looking like a tuxedo.) See Figure 2-13.

= L ] -
Figure 2-13. Opening the assistant

Note that when an icon is selected it’s shaded in light blue. So, in Figure 2-13 you can see that the
utility area at the right has been closed, and that the assistant has been opened.

You should see that a code window will open beside the designer.

Note If the code in the assistant window on the right is for ViewController.m, as shown in Figure 2-14,
you'll need to make some changes. This is actually the wrong file, but it is often the default file that you get.
If this happens, find where it says Automatic > ViewController.m atthe top of the assistant window.
You can see it in Figure 2-15. Once you’ve done this, click on ViewController.m, and a drop-down menu
will appear that you can use to pick ViewController.h.
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< > | B helloworld_o1 BBy v v Button - PressMe! 53 | < | [[J Automatic } [m ViewController.m » No Selectior 42r0O
v [ view Controller Scene f:’ ViewController.m
L View Controller /7 helloWorld o1
i "
B Top Layout Cuide L) /f Created by Laurence Moroney on 7/17/13.
¥ Bottom Layout Cuide /7 Copyright (c) 2813 Laurence Moroney. ALl rights reserved.
v | View "
Label - Label Label #import “ViewController.h"
Button - Press Me! o 3
@ First Responder i ginterface ViewController ()
B exit ; ]
@implementation ViewController
- (void)viewDidLoad
{
[super viewDidLoad);
// Do any additional setup after loading the view, typically from a nib.
}
- {void)didReceiveMemoryWarning
{
[super didReceiveMeroryWarning);
// Dispose of any resources that can be recreated.
}
@end
Figure 2-14. Using the assistant window
- A - el 1 1 = 1. — -
un | €4 p | L Automatic » |h] ViewController.h » No Selection 420 083

//

// ViewController.h

// helloWorld_e1l

//

f// Created by Laurence Moroney on 7/17/13.

// Copyright (c) 2013 Laurence Moroney. All rights reserved.
/f

#import <UIKit/UIKit.h>
@interface ViewController : UIViewController

@end
Figure 2-15. Assistant with ViewController.h selected

As mentioned earlier, classes are defined using two files. The .h (or header) file contains all the
information about the class, including the names of the functions and variables used within it.
The .m (or implementation) file contains all the logic. To map the controls to functions in the class,
you’ll need to edit the .h file, so it should be the one selected in the assistant view before you go
any further.

When the user presses the button, you want something to happen. You’ll write the code for this;
Objective-C and iOS call this an Action. So, to create an action that happens in response to the
user pressing your button, you should hold the CONTROL key and drag the button onto the code
window, just below the word @interface. This creates what is called a connection.

You’ll see a little helper window pop up. It will look like Figure 2-16.
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// Copyright (c) 2013 Laurence Moroney. All rights reserved.

Connection | Outlet : /7
Object View Controller #import <UIKit/UIKit.h>
Name

@interface ViewController : UIViewController
T I n v | of
ype  UlButto @end

Storage | Strong

Cancel Connect

Figure 2-16. Connection helper window

The default type of connection is called an Outlet. You’ll see what that is for a little later in this
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chapter. What you want to create right now is an action, so change the “Connection” setting to this.

You'll see that the settings change. See Figure 2-17 for how they will look now.

L // Created by Laurence Moroney on 7/17/13.
) - // Copyright (c) 2013 Laurence Moroney. All rights reserved.
Connection | Action ' ¥7,
Object 2 View Controller . >
#import <UIKit/UIKit.h>
Name
@interface ViewController : UIViewController
Type |id v

("’ @end
Event | Touch Up Inside e

Arguments | Sender

Cancel Connect

Figure 2-17. Connection helper window for actions

The important parts you want to set up here are the “Name” and “Event” types.

The Name setting is the name of the function that will run when the action happens. Type
“btnPressed” into the Name field.

The Event setting is the type of interaction from the user that will trigger this action. Every control
has a different set of events that it supports. For a button, “Touch Up Inside” is the default event.
It fires, as the name suggests, when the user releases their touch inside the button.

Enter these values (“btnPressed” for Name and “Touch Up Inside” for Event), and click the
“Connect” button. You'll see that the code in the assistant window has changed. See Figure 2-18.
(If you inspect the .m file, you’ll see that code has been added there too. You’ll be editing that code
in the next section.)



