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Getting Started with the iPhone SDK
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SRICT SUPERSE N @M

* Any C stuff applies

» Standard libs are here (time,
Ealst eic)




SR SET OF EXTENSIGINS

» Compiler Directives
* @class, @property etc.
* Message Sending

* [receiver message]




|~ About iPhone SDK.pdf (2 Audio

| About Xcode Tools.pdf @ Dashcode
(] Applications
(1 cupba

(] Documentation
(1] Examples
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(] Graphics Tools
@ Instruments

@ Interface Builder
Performance Tools
4§ Quartz Composer
(] Utilities

(] Extras
(03] Headers
(1 Library
2] Makefiles
(1] Platforms
(] Private
{03 SDKs

(1 Tools
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Launch when we Live Code




Getting Started iPhone Dev Center

iPhone Resources

= Download the Free iPhone SDK
= Apply to the iPhone Developer Program

@ iPhone Tech Talk Videos

1 Introduction to the iPhone SDK

] iPhone Application Development - Getting Started
] iPhone Development Tools Overview

1 Using iPhone Features in Your Application

1 é iPhone Sample Code

(@ WhichWaylsUp (@ Metronome
@ SeismicXML (@ BubbleLevel
(@ Reachability @ QuartzDemo

Mac Dev Center Xcode News [RSS] Mailing Lists

E iPhone Reference Library

) iPhone OS Programming Guide

() iPhone Human Interface Guidelines

) Getting Started with Graphics & Animation
() Getting Started with User Experience

O Getting Started with Performance

© Audio & Video Coding How-To's

| Networking & Internet Coding How-To's

O iPhone Reference Library Topics
() iPhone Frameworks

() iPhone Development Tools

() iPhone SDK Release Notes

M Show at launch
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New Project

Choose a template for your new project:

i m
iPhone OS

Application

ﬁ Mac OS X

Application
Audio Units
Automator Action
Bundle
Dynamic Library
Framework
Java
Kernel Extension
Standard Apple Plug...
Static Library
Other

<« »C

C++ Tool CorefFoundation Coreservices
Tool Tool

<« »C

Description This project builds a command-line tool that links
against the Foundation library.

( Cancel ) (Choose...)
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Foundation Tool




Q- string Matching
[Code [ @ [ & (0] |
L4

Foundation.framewark
ePlayer
iePlayer.1

» ] Source

» (| Documentation

» (| External Frameworks anc

» (| Products
» @ Targets
» </ Executables
» /B Errors and Warnings
v & Find Results
» LU Bookmarks
»Edscm

@ Project Symbols

» (] Implementation Files
» (3] NIB Files

Movi
Movi

—
< » i MoviePlayer.m:l 3  <No selected symbol> & = lc . # ®|a
#inport <Foundat ion/Foundation.h>

int main (int arge, const char * argv[]) {
* pool = [[

alloc] init];

/¢ insert code here
NsLog(@"Hello, Yorld!");
[pool drain];

return 85

ESomumunawne
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BELLO
WORLD

The Ubiquitous ‘First Program'’




import the foundation classes

#import <Foundation/Foundation.h>

int main (int argc, const char * argv[]) {
NSAutoreleasePool * pool = [[NSAutoreleasePool alloc] init];

// insert code here...
NSLog(@"Hello, World!");
[pool drain];

return 0;




#import <Foundation/Foundation.h>

entry point
int main~Cint argc, const char * argv[]) {

NSAutoreleasePool * pool = [[NSAutoreleasePool alloc] init];

// insert code here...
NSLog(@"Hello, World!");
[pool drain];

return 0;




NSAutoreleasePool * pool = [[NSAutoreleasePool alloc] init];

memory management stuff
[pool drainl; é,———”””’——’—’—’—’—’—’—




// insert code here...

single line comment
ObjC also supports multi-line comments with /*
and */ denoting the beginning and end respectively




NSLog(@'Hello, World!");

Objective-C String Object
like C strings but the @’ creates an object instead
of an array of C characters




USING

Sending Messages to Existing
Classes




NSDate *now

= [NSDate alloc];

l

Mewory

MAKING NEW INSTANCES

alloc is a class method

inherited from NSObject

grabs memory

sets up objects class
NSDate in this case

zero initializes the rest

Must call class specific initialize to get a real object
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all objects are pointers

RESTING METHOD I CAIESS




%f is for a variable of type ‘float’

NSDate *then = [[NSDate aWNoc] init];

sleep(l);

NSDpte *now = [[NSDate alloc] MNgit];

NSL@g(@"Hello, World! it's been %ﬁ seconds since %@",
[now timeIntervalSinceDate:then], then);

straight C functions allowed sending timelntervalSinceDate: to now

timelntervalSinceDate: the colon is important!




CREATING

Making New Classes to Model
your Space




BEEh RING A G




ion/Foundati

BEEh RING A G




ation/Foundatio

ERE@EERIIES




undation/Foundation

(void)play;
naming convention is to name ivar with

€

an ‘_’in front of property name

ERE@EERIIES

@end




oation/Foundatio

dplay;

“"means instance method
@end ‘“+’means class method
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description method on the
argument
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MEMORY 1
MANAGEMENT - 25

Reference Counting Objects




@E=CT OVVINERSISIIE

* If you own an object you must release it when you are done

* If you don't own an object, don't release it




EROIMIPIEE REE=S

you ‘Own’ an Object when

* You create it with ‘alloc’ or ‘new’
* You copy another object

* You explicitly retain it

the system automatically frees the object when its retain count goes to
Zero



must call release when we are done with it

FOIR EXAMIPILE




- (void) dealloc {

NSLOQC@ n deal}oc ), ) since setName: releases the old
[self setName:nil] ;«—— object this does both set the ivar
[super dealloc]; to nil and release the old object

self.property = nil; would be equivalent
This syntax is an idiom, not required you can
instead just release _name

Called by the system when the ref-count goes to zero

Never call dealloc on an object, instead call

release, let the system deal with freeing the
memory

e ASING OWNED OBJEGHES




AUTORELEASE - JSA

Release Objects Later




- no copy or new in this

MIEMIGIRNE LEAIK




S ORELEASE PGS

* Autorelease pools do not retain the objects they contain

* An autorelease pool is a place to put objects that you want to
release but can't for whatever reason release them now

* Objects go into an autorelease pool via the autorelease
method

* Objects are removed and released when the pool is drained




cription {

o returning a valid object here

AUTTOINELEASE




IPHONE APP

Enough Theory, Let's Build!




BEMO APP

In the next few minutes we
are going to build this app

-1l Carrie

7:45 PM

Add New Movie

Iron Man

Matrix

U-571

[~
ey




UlNavigationController

UlTableViewController

NAVIGATION CONTROLLER




UlTableViewController

dataSou7@/ %gate

TAB |—E \/l EW Add New Movie

Delegate and DataSource

Iron Man

Matrix

U-571

dataSource provides how many sections and how many rows
delegate responds to events like ‘this row was clicked on’



- (NSInteger)numberOfSectionsInTableView:(UITableView *)tableView {
return 2;

}

R@y MANY SECTIGINE




- (NSInteger)tableView:(UITableView *)tableView
numberOfRowsInSection:(NSInteger)section {
NSInteger count = 1;
if(1l == section) {
count = self.movies.count;

I

return count;

I
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- (UITableViewCell *)tableView:(UITableView *)tableView
cellForRowAtIndexPath:(NSIndexPath *)indexPath {

static NSString *Cellldentifier = @"Cell";

UITableViewCell *cell =
[tableView dequeueReusableCellWithIdentifier:CellIdentifier];
if Ccell == nil) {
cell = [[[UITableViewCell alloc] initWithFrame:CGRectZero
reuseldentifier:CellIdentifier]
autorelease];

b

if(indexPath.section == @) {
cell.text = @"Add New Movie";
} else {
cell.text = [[self.movies objectAtIndex:indexPath.row] name];

}

return cell;

@OINFIGURE THE CEEE

dequeue - muy importante!



- (void)tableView:(UITableView *)tableView
didSelectRowAtIndexPath:(NSIndexPath *)indexPath {
Movie *movie = [self.movies objectAtIndex:indexPath.row];
1f(@ == indexPath.section) {
movie = [[[Movie alloc] initWithName:@"New Movie"]
autorelease];
[self.movies addObject:movie];
}
self.movieDetailViewController.movie = movie;
[self.navigationController
pushViewController:self.movieDetailViewController
animated:YES];

NAVIGATION




BlVE CODE

Now we have seen the basics of ObjC coding, we are using



RESOURCES

* http://pragprog.com/titles/amiphd

* http://bill.dudney.net/roller/objc

* http://pragmatic.tv/




