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Xcode Project Screen
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Creating the first project

Create a Single View

Project

Choose a template for your new project

B ios
S — - 9 *00 1

Framework & Library

Other
Master-Detail OpenCL Game Page-Based Single View
",_I 058 X Application Application Application
Application
Fe===q -
Framework & Library \{a : : %
Application Plug-in & wan ’ Loaceed

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.

15

| Cancel | Previous
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Creating the first project

Choose options for your new project:

Application
Name

Product Name [myFirstApp

Organization Name | uec

Company Identifier !com.uec

Bundle Identifier com.uec.myFirstApp

Supported
Platforms

Class Prefix f uec

Devices | iPhone :

Class Prefix. XYZ

means no prefix '

| Cancel | | Previous | [LiNexto |




Default Files

e ViewController.h 3 targets, 105§
v myFirstApp
'hl uecApplDelegate.h

— inherits the UlViewController which i uecAppDelegate.m
. . = Main.storyboard
provides the fundamental view [} wecViewControlier
management model for the iOS m uecViewController.m
app||cat|ons. | Images.xcassets

| 3 Supporting Files
> myFirstAppTests
[ 2 Frameworks

 ViewController.m .

Products

— Do initial setup in viewDidLoad which is
called after view loads

— didReceiveMemoryWarning method is
called in case of memory warning.
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Default Files

* AppDelegate.h

— AppDelegate inherits from UIResponder that handles iOS events

— Implements the delegate methods of UlApplication delegate which
provide key application events like finished launching, about to
terminate and so on.

— UIWindow object to manage and co-ordinate the various views on
the iOS device screen. It's like the base view over which all other
views are loaded. Generally there is only one window for an
application.

— UlViewController to handle the screen flow.
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Default Files

* AppDelegate.m

— UlApplication delegates defined here. All the methods
defined above are Ul application delegates and contains no
user defined methods.

— UIWindow object is allocated to hold the application is
allocated.

— UlViewController is allocated made as window's initial view
controller.

— To make window visible makeKeyAndVisible method is called.
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MainStoryBoard.storyboard

* Contains the Interface Builder for creating interface for the
apps

Every scene has
these 3 icons
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IBOutlet

* |BOutletis a indicator to the compiler that this UlLabel is
connected to the code and its values can be affected by the

code

e Control-drag/Right button drag from the UlLabel element to
the ViewController.h file to create the IBOutlet automatically.

Connection | Outlet 1 8 #impﬂrt <UIKit/UIKit.h=>

g_agJeg Chject (B View Controller ]
Name | . @interface ViewController : UlViewController
Type |UlLabel r
Storage | Weak s 8 @En
Cancel Connect |
[ m

Give the outlet

name



IBAction

* |BAction is another indicator to the compiler that an event
associated with the UlIButton will trigger the named method
in the code

e Create similar to the IBOutlet

l E Make sure
Connection | Action : ] Action is
O O C Object [0 View Controller selected
Buttore

Mame |

Type lid

Event '::T-DIJEH Up Inside
Method Arguments | Sender

Name

. Cancel | Connect




UN:iSOFT

IBOutlet and IBAction

* |BOutlets and IBActions are defined in the
ViewController.h and need to be implemented
in the ViewController.m

#import <UIKit/UIKit.h=

@interface ViewController : UlViewController

@property (weak, nonatomic) IBOutlet UlLabel *myLabel;
- (IBAction)changelabel:(id)sender;

@end
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Exercise 1
Create a Label

ViewController.h

@interface ViewController : UlViewController

@property (weak, nonatomic) IBOutlet UlLabel *mylLabel;

G

ViewController.m

- (void)viewDidLoad

{

[super viewDidLoad];

self.myLabel.text =@"Hello",
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Exercise 2
Use a Button to change Label Content

ViewController.h

Label /

/

Button

@interface ViewController : UlViewController
@property (weak, nonatomic) IBOutlet UlLabel *myLabel;

- (IBAction)changelLabel:(id)sender;

@end

ViewController.m

- (IBAction)changelLabel{id)sender {

self.myLabel.text =@"I am clicked";

@end
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UIButton — More Info

UlControlStateNormal Normal State

UlControlStateHightlighted Button in selected

UlControlStateDisabled Button is disabled
Example

* [myButton setTitle:@"”Press Me” forState:UlControlStateNormal];

* [myButton setTitle@”Disabled” forState:UlControlStateDisabled];

Touch Up Inside Triggered when finger lift up

Touch Down Triggered when touch down

Touch Down Repeat Triggered when touch 2 times
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Exercise 3

Use a TextField to enter information

ViewController.h

@property (weak, nonatomic) IBOutlet UlLabel *myLabel;

@property (weak, nonatomic) IBOutlet UlTextField *
/ myTextField;
>

- (IBAct ion)changelabel:(id)sender;

ViewController.m

- (IBAction)changelLabel:{id)sender {

selfmyLabel.text = self.myTextField.text;
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UlTextField — More Info

Example
 myTextField.placeholder = @”Please enter your name”;

 myTextField.textAlignment = UlTextAlignmentCenter;
 myTextField.textColor = [UIColor greenColor];
 myTextField.font = [UIFont systemFontOfSize:14];
 myTextField.minimumFontSize = 10.0

* myTextField.keyboardType = UlKeyboardTypeNumberPad



