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Overview

 Getting Started
 iOS Overview
 OOP
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Why are we here?y

 To build iPhone/iPad applications using Cocoa Touch

Requirementsq

 Hardware & Software
 Intel-based Macintosh, running Mac OS X 10.6 Snow Leopard
 Hardware required for final project (iPad) and iPad loaners 

availableavailable
 iPhone SDK iOS4.3 & Xcode 4.0.2

 Apple Developer Account Apple Developer Account
 http://developer.apple.com/programs/start/register/create.php
 Sign up for Apple’s iOS Developer Program
 You must have an Intel-based Mac running on Mac OS X 

Snow Leopard or later to develop Mac OS X and iOS apps for 
the App Storethe App Store.
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iPhone SDK

 Go to iOS Dev Center
 http://developer.apple.com/devcenter/ios/index.action

 Download Xcode4.0.2
 Included iOS SDK : iOS 4.3
 Included Max SDK : Mac OS X 10.6 
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iPhone SDK

 Uninstall a previous version of Xcode using this 
command:
 sudo /Developer/Library/uninstall-devtools –mode=all

I ll X d 4 0 2 Install Xcode 4.0.2
 Double-clicking on “xcode_4.0.2_and_ios_sdk_4.3.dmg”
 Double clicking on “Xcode and iOS SDK mpkg” (Required Double-clicking on Xcode and iOS SDK.mpkg  (Required 

Mac OS X 10.6.6)

 Launch Xcode 4.0.2
 Open “Macintosh HD” (finder) and then go 

to >Developer>Applications>Xcode
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iOS OverviewiOS Overview
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Mac OS X
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iPhone OS 
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iPhone OS 
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iPhone OS 
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iPhone OS 
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Platform Componentsp Cocoa Touch Architecture

Object-Oriented ProgrammingObject Oriented Programming
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Objectj

ThingThing
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Behavior

ThingThing

doSomethingbehavior
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Messageg

ThingThing
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doSomething
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State

ThingThing
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Other Objects As Statej
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Outlets

ControllerController

slider
l b llabel

updateLabel
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Target/Actiong /
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DemoDemo
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Object-Oriented Programming

 Class

j g g

 Defines the grouping of data and code, the “type” of an 
object

 Instance Instance
 A specific allocation of a class

 Message Message
 Sent to objects to make them act

 Method Method
 A “function” that an object knows how to perform

 Instance variable 
 A specific piece of data belonging to an object



Object-Oriented Programming

 Encapsulation

j g g

 Keep implementation private and separate from interface

 Polymorphism
 Different objects, same interface

 Inheritance
Hi hi l i i h d i d Hierarchical organization, share code, customize or extend 
behaviors

Inheritance

Superclass
M tNSObject Memory management

UIControl Generic behaviors

Subclass

UIButton UITextField Specific behaviors

 Hierarchical relation between classes

Subclass

 Subclass “inherit” behavior and data from superclass
 Subclasses can use, augment or replace superclass Subclasses can use, augment or replace superclass 

methods
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