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As the fourth book in our series of iPhone Projects based on the work and experiences of iPhone, this volume takes on
the more advanced aspects of iPhone development. The first generation of iPhone applications has hit the App Store,
and now it's time to optimize performance, streamline the user interface, and make every successful iPhone app just
that much more sophisticated. Paired with Apress's bestselling Beginning iPhone Development: Exploring the iPhone
SDK, you'll have everything you need to create the next great iPhone app that everyone is talking about. Optimize
performance. Streamline your user interface. Do things with your iPhone app that other developers haven't
attempted. Along with series editor Dave Mark, your guides for this exploration of the next level of iPhone
development, include: Ben “Panda” Smith, discussing particle systems using OpenGL ES Joachim Bondo,
demonstrating his implementation of correspondence gaming in the most recent version of his chess application,
Deep Green. Tom Harrington implementing streaming audio with Core Audio, one of many iPhone OS 3 APIs. Owen
Goss debugging those pesky errors in your iPhone code with an eye toward achieving professional-strength results.
Dylan Bruzenak building a data-driven application with SQLite. Ray Kiddy illustrating the full application development
life cycle with Core Data. Steve Finkelstein marrying an offline e-mail client to Core Data. Peter Honeder and Florian
Pflug tackling the challenges of networked applications in WiFi environments. Jonathan Saggau improving interface
responsiveness with some of his personal tips and tricks, including “blocks” and other esoteric techniques. Joe Pezzillo
pushing the frontiers of APNS, the new in iPhone OS 3 Apple Push Notification Service that makes the cloud the limit
for iPhone apps. Noel Llopis taking mere programmers into a really advanced developmental adventure into the world
of environment mapping with OpenGL ES.
Modern devices, from phones and cars to houses and the appliances within them, are being designed with formidable
computational power and expanded functionality. To be truly effective, these smart devices must effectively process
data from their environment and experiences and make decisions based on that information. Recent Advances in
Ambient Intelligence and Context-Aware Computing investigates the functionality of ubiquitous computational
systems and how they may adapt to their environment to improve the quality of interaction for the end-user. This
reference book will be of value to under- and post-graduate students, professionals, and researchers in networking,
computer science, communications, and other information technology disciplines.
For the beginner who has never programmed, Beginning iOS Storyboarding shows how to extract those cool and
innovative app ideas you have in your head into a working app ready for sale on the iTunes store by using Apple's
new Storyboarding technology. Storyboarding allows you to skip chunks of code by just dragging scenes and segues
onto your Storyboard canvas. A time saver for sure, but it's new! Dr. Rory Lewis, Yulia McCarthy and Stephen Moraco
— a best selling Apress author, a former Apple iOS engineering group intern and a successful app developer — have
teamed up to bring you this book, Beginning iOS Storyboarding. The three authors have found a beautiful way to lead
the beginner into Storyboarding and at the same time show old school coders of Objective-C the new and exquisite
methodology of this incredible tool. Even if you're an intermediate or pro-level Objective-C developer, you can still
learn the ins and outs of Xcode's new Storyboarding feature, and find new ways of building and debugging your new
Storyboarding app. Yup: This book is also for you, too. In this book, you get the following, beyond learning the
fundamentals and classical elements of Storyboarding: Design and build utilities and a location based service app
using Storyboarding techniques Design and build a universal app with a rich user interface and user experience (UX)
Create a fun game app, and more
Open the door to endless new app development possibilities Pushing the Limits with iOS 5 Programming is an expert
guide for developers aiming to create unique applications for Apple's iPad 2, iPhone, and the iPod Touch, which
includes the latest version of the Apple iPhone SDK, iOS 5. This text goes beyond the basics to keep you ahead of the
technology curve and spark your innovative nature to create seamless, functional, and fun apps. With a focus on
advanced techniques for app development, you will learn to differentiate your apps from all the rest. With this musthave book, you'll explore advanced coverage of a variety of development topics, such as developing with deep
Objective-C, while you learn to create amazing applications for Apple's iPad 2, iPhone, and iPod touch. Veteran mobile
developers and authors guide you through maximizing your programs as they delve into topics not commonly found
elsewhere. Provides a solid foundation in the patterns of iOS Shares tips for running on multiple platforms and best
using security services Discusses topics such as controlling multitasking, advanced text layout and more
Demonstrates how to think differently with blocks and functional programming Teaches table view, performance, and
money-making optimization Eliminates common challenges with memory management and iOS information flow
Pushing the Limits with iOS 5 Programming allows you to take on the future with confidence in your new, stand-out
app design skills.
Beginning iPhone Development with Swift 4
Cool Developers Reveal the Details of their Cooler Apps
Mobilize
Beginning iPhone Development with Swift
13th International Conference, Las Palmas de Gran Canaria, Spain, February 6-11, 2011, Revised Selected Papers,
Part II
Beginning iPhone Games Development
Everyone is developing iPhone applications, and it's clear why. The iPhone is the coolest
mobile device available, and the App Store makes it simple to get an application out into
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the unstoppable iPhone app market. With hundreds of thousands of app developers entering
the game, it's crucial to learn from those who have actually succeeded. This book shows
you how some of the most innovative and creative iPhone application developers have
developed cool, best-selling apps. Not only does every successful application have a
story, but behind every great app is excellent code. In this book, you'll see the code
and learn how to use it to make your own cool applications. You'll learn everything from
importing 3D art assets into your iPhone game to using Cocos2d for iPhone and iPad. This
book shares the secrets of the coolest iPhone apps being built today by the best iPhone
developers—invaluable knowledge for anyone who wants to create the app that everyone is
talking about.
The phenomenal success of the iPhone, iPad and the iPod touch has ushered in a “gold
rush” for developers, but with well over 300,000 apps in the highly competitive App
Store, it has become increasingly difficult for new apps to stand out in the crowd.
Achieving consumer awareness and sales longevity for your iOS app requires a lot of
organization and some strategic planning. Updated and expanded for iOS 4, this
bestselling book will show you how to incorporate marketing and business savvy into every
aspect of the design and development process, giving your app the best possible chance of
succeeding in the App Store. The Business of iPhone and iPad App Development was written
by experienced developers with business backgrounds, taking you step-by-step through cost
effective marketing techniques that have proven successful for professional iOS app
creators—perfect for independent developers on shoestring budgets. No prior business
knowledge is required. This is the book you wish you had read before you launched your
first app!
This is the definitive guide to the Swift programming language and the iOS 9 SDK, and the
source code has been updated to reflect Xcode 7 and Swift 2. There?s up-to-date coverage
of new Apple technologies as well as significant updates to existing material. You'll
have everything you need to create your very own apps for the latest iOS devices. Every
single sample app in the book has been rebuilt from scratch using the latest Xcode and
the latest 64-bit iOS 9-specific project templates, and designed to take advantage of the
latest Xcode features. Assuming little or no working knowledge of the new Swift
programming language, and written in a friendly, easy-to-follow style, this book offers a
complete soup-to-nuts course in iPhone, iPad, and iPod touch programming. The book starts
with the basics, walking through the process of downloading and installing Xcode and the
iOS 9 SDK, and then guides you though the creation of your first simple application. From
there, you?ll learn how to integrate all the interface elements iOS users have come to
know and love, such as buttons, switches, pickers, toolbars, and sliders. You?ll master a
variety of design patterns, from the simplest single view to complex hierarchical drilldowns. The art of table building will be demystified, and you?ll learn how to save your
data using the iPhone file system. You?ll also learn how to save and retrieve your data
using a variety of persistence techniques, including Core Data and SQLite. And there?s
much more! What You Will Learn: Everything you need to know to develop your own
bestselling iPhone and iPad apps Utilizing Swift playgrounds Best practices for
optimizing your code and delivering great user experiences
The iPhone is the hottest gadget of our generation, and much of its success has been
fueled by the App Store, Apple’s online marketplace for iPhone applications. Over 1
billion apps were downloaded during the nine months following the launch of the App
Store, ranging from the simplest games to the most complex business apps. Everyone has an
idea for the next bestselling iPhone app—presumably, that’s why you’re reading this now!
And with the popularity of the iPad, this demand will just continue to grow. So how do
you build an application for the iPhone and iPad? Don’t you need to spend years learning
complicated programming languages? What about Objective-C and Cocoa touch ? The answer is
that you don’t need to know any of those things! Anybody can start building simple apps
for the iPhone and iPad, and this book will show you how. This update of an Apress
bestseller walks you through creating your first app, using plain English and practical
examples using the iOS 5 software development platform and more. It cuts through the fog
of jargon and misinformation that surrounds iPhone and iPad application development, and
gives you simple, step-by-step instructions to get you started. Teaches iPhone and iPad
apps development in language anyone can understand Provides simple, step-by-step examples
that make learning easy, using iOS 5 Offers videos that enable you to follow along with
the author—it’s like your own private classroom
Swift for the Really Impatient
Beginning iOS 5 Development
Beginning IPhone Development
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Beginning iPhone Development with Swift 3
Beginning iPhone Development with SwiftUI
Anwendungen entwickeln für Mac und iPhone
Are you a programmer looking for a new challenge? Does the thought of building your very own iPhone app make your heart race and your pulse
quicken? If so, Beginning iPhone 3 Development: Exploring the iPhone SDK is just the book for you. Updated and revised for iPhone SDK 3, many of
the discussions in the original book have been clarified to make some of the more complex topics easier to understand. In addition, all of the projects
have been rebuilt from scratch using the SDK 3 templates. For the latest version of this book for Swift, see Beginning iPhone Development with Swift,
ISBN 978-1-4842-0410-8. For the latest version of this book for Objective-C, see Beginning iPhone Development: Exploring the iOS SDK, ISBN
978-1-4842-0200-5. Assuming only a minimal working knowledge of Objective-C, and written in a friendly, easy-to-follow style, this book offers a
complete soup-to-nuts course in iPhone and iPod touch programming. The book starts with the basics, walking you through the process of downloading
and installing Apple's free iPhone SDK, and then stepping you though the creation of your first simple iPhone application. From there, you'll learn to
integrate all the interface elements iPhone users have come to know and love, such as buttons, switches, pickers, toolbars, and sliders. You'll master a
variety of design patterns, from the simplest single view to complex hierarchical drill-downs. The confusing art of table building will be demystified, and
you'll see how to save your data using the iPhone file system. You'll also learn how to save and retrieve your data using SQLite, iPhone's built-in
database management system. In addition, you'll also learn about Core Data, an important persistence mechanism that has just been added with SDK 3.
And there's much more! You'll learn to draw using Quartz 2D and OpenGL ES, add multitouch gestural support (pinches and swipes) to your
applications, and work with the camera, photo library, accelerometer, and built-in GPS. You'll discover the fine points of application preferences and
learn how to localize your apps for multiple languages. You can discover more about this book, download source code, and find support forums at the
book's companion site, at www.iphonedevbook.com. The iPhone 3 update to the best-selling and most recommended book for iPhone developers Packed
full of tricks, techniques, and enthusiasm for the new SDK from a developer perspective The most complete, useful, and up-to-date guide to all things
having to do with Apple's iPhone SDK
The team that brought you the bestselling Beginning iPhone Development is back again for Beginning iOS 6 Development, bringing this definitive
guide up-to-date with Apple's latest and greatest iOS 6 SDK, as well as with the latest version of Xcode. There's coverage of brand new technologies,
with chapters on storyboards and iCloud, for example, as well as significant updates to existing chapters to bring them in line with all the changes that
came with the iOS 6 SDK. You'll have everything you need to create your very own apps for the latest iOS devices, including the iPhone 4S, iPad 2, and
the latest iPod touch. Every single sample app in the book has been rebuilt from scratch using latest Xcode and the latest 64-bit iOS 6-specific project
templates and designed to take advantage of the latest Xcode features. Assuming only a minimal working knowledge of Objective-C, and written in a
friendly, easy-to-follow style, Beginning iOS 6 Development offers a complete soup-to-nuts course in iPhone, iPad, and iPod touch programming. The
book starts with the basics, walking through the process of downloading and installing Xcode and the iOS 6 SDK, and then guides you though the
creation of your first simple application. From there, you’ll learn how to integrate all the interface elements Apple touch users have come to know and
love, such as buttons, switches, pickers, toolbars, and sliders. You’ll master a variety of design patterns, from the simplest single view to complex
hierarchical drill-downs. The confusing art of table building will be demystified, and you’ll learn how to save your data using the iPhone file system.
You’ll also learn how to save and retrieve your data using a variety of persistence techniques, including Core Data and SQLite. And there’s much
more! You’ll learn to draw using Quartz 2D and OpenGL ES, add multitouch gestural support (pinches and swipes) to your applications, and work
with the camera, photo library, accelerometer, and built-in GPS. You’ll discover the fine points of application preferences and learn how to localize
your apps for multiple languages. The iOS 6 update to the bestselling and most recommended book for Cocoa touch developers Packed full of tricks,
techniques, and enthusiasm for the new SDK from a developer perspective Written in an accessible, easy-to-follow style
THE #1 BESTSELLING BOOK ON OBJECTIVE-C 2.0 Programming in Objective-C 2.0 provides the new programmer a complete, step-by-step
introduction to Objective-C, the primary language used to develop applications for the iPhone, iPad, and Mac OS X platforms. The book does not
assume previous experience with either C or object-oriented programming languages, and it includes many detailed, practical examples of how to put
Objective-C to use in your everyday iPhone/iPad or Mac OS X programming tasks. A powerful yet simple object-oriented programming language that’s
based on the C programming language, Objective-C is widely available not only on OS X and the iPhone/iPad platform but across many operating
systems that support the gcc compiler, including Linux, Unix, and Windows systems. The second edition of this book thoroughly covers the latest
version of the language, Objective-C 2.0. And it shows not only how to take advantage of the Foundation framework’s rich built-in library of classes
but also how to use the iPhone SDK to develop programs designed for the iPhone/iPad platform. Table of Contents 1 Introduction Part I: The ObjectiveC 2.0 Language 2 Programming in Objective-C 3 Classes, Objects, and Methods 4 Data Types and Expressions 5 Program Looping 6 Making Decisions
7 More on Classes 8 Inheritance 9 Polymorphism, Dynamic Typing, and Dynamic Binding 10 More on Variables and Data Types 11 Categories and
Protocols 12 The Preprocessor 13 Underlying C Language Features Part II: The Foundation Framework 14 Introduction to the Foundation
Framework 15 Numbers, Strings, and Collections 16 Working with Files 17 Memory Management 18 Copying Objects 19 Archiving Part III: Cocoa
and the iPhone SDK 20 Introduction to Cocoa 21 Writing iPhone Applications Part IV: Appendixes A Glossary B Objective-C 2.0 Language Summary
C Address Book Source Code D Resources
The iPhone is the hottest gadget of our generation, and much of its success has been fueled by the App Store, Apple’s online marketplace for iPhone
applications. Over 1 billion apps have been downloaded in the 9 months the App Store has been open, ranging from the simplest games to the most
complex business apps. Everyone has an idea for the next best-selling iPhone app—presumably that’s why you’re reading this now. And with the
release of the iPad, this demand will just continue to grow. So how do you build an application for the iPhone and iPad? Don’t you need to spend years
learning complicated programming languages? What about Objective-C, Cocoa Touch, and the software development kit (SDK)? The answer is that
you don’t need to know any of those things. Anybody can start building simple applications for the iPhone and iPad, and this book will show you how.
This book takes you to getting your first applications up and running using plain English and practical examples. It cuts through the fog of jargon and
misinformation that surrounds iPhone and iPad application development, and gives you simple, step-by-step instructions to get you started. Teaches
iPhone and iPad application development in language anyone can understand Provides simple, step-by-step examples that make learning easy Offers
videos that enable you to follow along with the author—it’s like your own private classroom
iPhone and iPad Apps for Absolute Beginners, iOS 5 Edition
iPhone for Work
iOS 5 Programming Pushing the Limits
Programming in Objective-C 2.0
Beginning iPhone Development
Beginning iPhone 4 Development

The team that brought you the bestselling Beginning iPhone 4 Development is back again
for Beginning iOS 5 Development, bringing this definitive guide up-to-date with Apple's
latest and greatest iOS SDK, as well as with the latest version of Xcode. There's
coverage of brand new technologies, with chapters on storyboards and iCloud, for example,
as well as significant updates to existing chapters to bring them in line with all the
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changes that came with the iOS 5 SDK. You'll have everything you need to create your very
own apps for the latest iOS devices, including the iPhone 4S, iPad 2, and the latest iPod
touch. Every single sample program in the book has been rebuilt from scratch using Xcode
4.2 and the latest iOS 5-specific project templates and designed to take advantage of the
latest Xcode features. Assuming only a minimal working knowledge of Objective-C, and
written in a friendly, easy-to-follow style, Beginning iOS 5 Development offers a
complete soup-to-nuts course in iPhone, iPad, and iPod touch programming. The book starts
with the basics, walking through the process of downloading and installing Xcode and the
iOS 5 SDK, and then guides you though the creation of your first simple application. From
there, you'll learn how to integrate all the interface elements Apple touch users have
come to know and love, such as buttons, switches, pickers, toolbars, and sliders. You'll
master a variety of design patterns, from the simplest single view to complex
hierarchical drill-downs. The confusing art of table building will be demystified, and
you'll learn how to save your data using the iPhone file system. You'll also learn how to
save and retrieve your data using a variety of persistence techniques, including Core
Data and SQLite. And there's much more! You'll learn to draw using Quartz 2D and OpenGL
ES, add multitouch gestural support (pinches and swipes) to your applications, and work
with the camera, photo library, accelerometer, and built-in GPS. You'll discover the fine
points of application preferences and learn how to localize your apps for multiple
languages. The iOS 5 update to the bestselling and most recommended book for Cocoa touch
developers Packed full of tricks, techniques, and enthusiasm for the new SDK from a
developer perspective Written in an accessible, easy-to-follow style
Program the Internet of Things with Swift and iOS is a detailed tutorial that will teach
you how to build apps using Apple’s native APIs for the Internet of Things, including the
Apple Watch, HomeKit, and Apple Pay. This is the second book by Ahmed Bakir (author of
Beginning iOS Media App Development) and his team at devAtelier LLC, who have been
involved in developing over 20 mobile projects. Written like a code review, this book
presents a detailed "how" and "why" for each topic, explaining Apple-specific design
patterns as they come up and pulling lessons from other popular apps. To help you getting
up and running quickly, each chapter is framed within a working project, allowing you to
use the sample code directly in your apps. The Internet of Things is not limited to Apple
devices alone, so this book also explains how to interface with popular third-party
hardware devices, such as the Fitbit and Raspberry Pi, and generic interfaces, like
Restful API’s and HTTPS. The Internet of Things is waiting — be a part of it!
Learn how to integrate all the interface elements iOS users have come to know and love,
such as buttons, switches, pickers, toolbars, and sliders. In this edition of the best
selling book, you’ll master a variety of design patterns, from the simplest single view
to complex hierarchical drill-downs. Assuming little or no working knowledge of the Swift
programming language, and written in a friendly, easy-to-follow style, this book offers a
comprehensive course in iPhone and iPad programming. The book starts with the basics,
walking through the process of downloading and installing Xcode and the iOS 11 SDK, and
then guides you though the creation of your first simple application. The art of table
building will be demystified, and you’ll learn how to save your data using the iOS file
system. You'll see how to to create, load and work with playgrounds as you develop an
understanding of the Swift language. You’ll also learn how to save and retrieve your data
using a variety of persistence techniques, including Core Data and SQLite. And there’s
much more! Beginning iPhone Development with Swift 4 covers the basic information you
need to get up and running quickly with your iOS apps. Once you’re ready, move on to
Professional iPhone Development with Swift 4 to learn more of the really unique aspects
of the SDK and Swift language. What You Will Learn Discover what data persistence is, and
why it’s important Build cool, crisp user interfaces Display data in Table Views Work
with all the most commonly used iOS Frameworks Who This Book is For Aspiring iOS app
developers new to the Apple Swift programming language and/or the iOS SDK.
The two-volume proceedings, LNCS 6927 and LNCS 6928, constitute the papers presented at
the 13th International Conference on Computer Aided Systems Theory, EUROCAST 2011, held
in February 2011 in Las Palmas de Gran Canaria, Spain. The total of 160 papers presented
were carefully reviewed and selected for inclusion in the books. The contributions are
organized in topical sections on concepts and formal tools; software applications;
computation and simulation in modelling biological systems; intelligent information
processing; heurist problem solving; computer aided systems optimization; model-based
system design, simulation, and verification; computer vision and image processing;
modelling and control of mechatronic systems; biomimetic software systems; computer-based
methods for clinical and academic medicine; modeling and design of complex digital
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systems; mobile and autonomous transportation systems; traffic behaviour, modelling and
optimization; mobile computing platforms and technologies; and engineering systems
applications.
Exploring the iOS SDK
Beginning iPad Development for iPhone Developers
iOS 6 Programming Pushing the Limits
Beginning iPhone 3 Development
Modellierung ortsabhängiger Zugriffskontrolle für mobile Geschäftsprozesse
Exploring the IPhone SDK. - Title from Resource Description Page (viewed Apr. 20, 2009).
- Includes Index
The team that brought you the bestselling Beginning iPhone Development, the book that
taught the world how to program on the iPhone, is back again for Beginning iPhone
Development with Swift. This definitive guide to the Swift programming language and the iOS
8 SDK, and the source code has been updated to reflect Xcode 6.3.1 and Swift 1.2. There’s
coverage of brand-new technologies, including Swift playgrounds, as well as significant
updates to existing material. You'll have everything you need to create your very own apps for
the latest iOS devices. Every single sample app in the book has been rebuilt from scratch using
the latest Xcode and the latest 64-bit iOS 8-specific project templates, and designed to take
advantage of the latest Xcode features. Assuming little or no working knowledge of the new
Swift programming language, and written in a friendly, easy-to-follow style, this book offers a
complete soup-to-nuts course in iPhone, iPad, and iPod touch programming. The book starts
with the basics, walking through the process of downloading and installing Xcode and the iOS
8 SDK, and then guides you though the creation of your first simple application. From there,
you’ll learn how to integrate all the interface elements iOS users have come to know and love,
such as buttons, switches, pickers, toolbars, and sliders. You’ll master a variety of design
patterns, from the simplest single view to complex hierarchical drill-downs. The art of table
building will be demystified, and you’ll learn how to save your data using the iPhone file
system. You’ll also learn how to save and retrieve your data using a variety of persistence
techniques, including Core Data and SQLite. And there’s much more!
Learn how to integrate all the interface elements iOS users have come to know and love, such
as buttons, switches, pickers, toolbars, and sliders. In this edition of the best selling book,
you’ll also learn about touch gestures, table views, and collection views for displaying data on
a user interface. Assuming little or no working knowledge of the Swift programming language,
and written in a friendly, easy-to-follow style, this book offers a comprehensive course in
iPhone and iPad programming. The book starts with a gentle introduction to using Xcode and
then guides you though the creation of your first simple application. You’ll start with
designing basic user interfaces and then explore more sophisticated ones that involve multiple
screens such as navigation controllers, tab bars, tool bars, page views, and split views that are
particularly useful on the larger screens of the iPad and certain iPhone models. And there’s
much more! Beginning iPhone Development with Swift 5 covers the basic information you
need to get up and running quickly to turn your great ideas into working iOS apps. Once you’re
ready, move on to Pro iPhone Development with Swift 5 to learn more of the really unique
aspects of iOS programming and the Swift language. What You Will Learn Discover what data
persistence is, and why it’s important Build cool, crisp user interfaces Display data in Table
Views Work with all the most commonly used iOS Frameworks Who This Book is For Aspiring
iOS app developers new to the Apple Swift programming language and/or the iOS SDK.
Learn to build extraordinary apps for iPhone, iPad, and iPod touch iOS is the hottest
development platform around, and iOS 6 adds a new and deeper dimension to explore. This
guide offers serious information for serious programmers who know the basics and are ready
to dive into the advanced features of iOS. You'll learn to create killer apps for the iPad, iPhone,
and iPod touch, including how to maximize performance and make more money from your apps
with in-app purchases. Topics covered include security, multitasking, running on multiple
platforms, blocks and functional programming, advanced text layout, and much more. App
development for iPhones and iPads is a lucrative and exciting venture; books on this topic are
steady bestsellers This advanced guide helps experienced developers take full advantage of the
latest platform upgrade, iOS 6 Provides in-depth background on maximizing your apps with
Apple's iPhone SDK 6.0, including the major new APIs and building applications for the new
iPad Covers keeping control of multitasking, increasing income with in-app purchases, key
value observing with Cocoa, running on multiple platforms, advanced text layout, building a
Core foundation, and more iOS 6 Programming: Pushing the Limits gives experienced mobile
developers a wealth of knowledge for creating outstanding iPhone and iPad apps on the latest
platform.
It's in magazines and newspapers, it's on television and radio, it's on buses and billboards and
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pretty much everywhere you look. The iPad is the touchscreen tablet from Apple, representing
the next generation of mobile computing. Packed with dozens of new features, the iOS 3.2 SDK
enables you to build sophisticated, desktop-quality apps for this exciting new platform. Every
iPhone and iPod touch app developer looking to take the next step and move into the iPad
arena will want to read this book from cover to cover. Beginning iPad Development for iPhone
Developers: Mastering the iPad SDK has all the answers, and you'll find them presented with
the same easy-to-follow style and thorough coverage you've come to expect from titles like
Beginning iPhone 3 Development—everything an aspiring iPad developer needs to know to
create great apps. Best-selling authors Jack Nutting, Dave Wooldridge, and Dave Mark show
iPhone developers how to master all of the iPad-exclusive frameworks and features, which are
explained, demonstrated in action, and put through their paces in this comprehensive
programming guide. You'll get a detailed understanding of the new feature set and gain every
possible advantage in the iTunes App Store.
iPhone and iPad Apps for Absolute Beginners
Beginning IPhone Development with Swift 2
Further Explorations of the iOS SDK
Design, User Experience, and Usability. Theory, Methods, Tools and Practice
Beginning iOS Storyboarding
Beginning iOS 6 Development
The team that brought you the bestselling Beginning iPhone Development, the book that taught the world
to program on the iPhone, is back again, bringing this definitive guide up-to-date with Apple's latest and
greatest new iOS 8 and its SDK, as well as with the latest version of Xcode (6.1). You'll have everything
you need to create your very own apps for the latest iOS devices. Every single sample app in the book has
been rebuilt from scratch using Xcode 6.1 and the latest 64-bit iOS 8-specific project templates, and
designed to take advantage of the latest Xcode features. Assuming only a minimal working knowledge of
Objective-C, and written in a friendly, easy-to-follow style, Beginning iPhone Development offers a
complete soup-to-nuts course in iPhone, iPad, and iPod touch programming. The book starts with the
basics, walking through the process of downloading and installing Xcode 6.1 and the iOS 8 SDK, and then
guides you though the creation of your first simple application. From there, you’ll learn how to integrate
all the interface elements iOS users have come to know and love, such as buttons, switches, pickers,
toolbars, and sliders. You’ll master a variety of design patterns, from the simplest single view to complex
hierarchical drill-downs. The confusing art of table building will be demystified, and you’ll learn how to
save your data using the iPhone file system. You’ll also learn how to save and retrieve your data using a
variety of persistence techniques, including Core Data and SQLite. And there’s much more!
Beginning iPhone 4 Development is here! The authors of the bestselling Beginning iPhone 3 Development
are back, with the same excellent material completely updated for iOS 4 and written from the ground up
using the latest version of Apple's Xcode 3. All source code has been updated to use the latest Xcode
templates and current APIs, and all-new screenshots show Xcode 3 in action. Beginning iPhone 4
Development is a complete course in iOS 4 apps development. You’ll master techniques that work on
iPhone, iPad, and iPod touch. We start with the basics, showing you how to download and install the tools
you'll need, and how to create your first simple application. Next you’ll learn to integrate all the interface
elements iOS users have come to know and love, such as buttons, switches, pickers, toolbars, and sliders.
You’ll master a variety of design patterns, from the simplest single view to complex hierarchical drilldowns. The confusing art of table building will be demystified, and you’ll learn techniques to save and
retrieve your data using SQLite, iPhone’s built-in database management system and Core Data, the
standard for persistence that Apple brought to iOS with the release of SDK 3. And there’s much more!
You’ll learn to draw using Quartz 2D and OpenGL ES, add multitouch gestural support (pinches and
swipes) to your applications, and work with the camera, photo library, accelerometer, and built-in GPS.
You’ll discover the fine points of application preferences and learn how to localize your apps for multiple
languages. You'll also learn how to use the new concurrency APIs included in iOS 4, and make robust
multithreaded applications using Grand Central Dispatch. The iPhone 4 update to the best-selling and
most recommended book for Cocoa touch developers Written in an accessible, easy-to-follow style Full of
useful tips and techniques to help you become an iOS pro NOTE: For iPhone 4S or iOS 5 apps
development, please instead check out the next edition of this book, Beginning iOS 5 Development - now
available.
Swift for the Really Impatient is the perfect jumpstart to the Swift language for every experienced
Objective-C developer. Leading iOS and OS X developers Matt Henderson and Dave Wood help you take
full advantage of Swift’s powerful innovations, without wasting time on basics you already know. Through
expert code examples and crystal-clear explanations, Henderson and Wood reveal how Swift features
improve on Objective-C and show how to make the most of them. You’ll quickly master “Swift-er”
techniques for using objects, classes, optionals, generics, functions, closures, and more. Each chapter
includes hands-on exercises designed to reinforce and deepen your skills. You’ll learn how to reimplement common Objective-C programming solutions in Swift, improving code clarity, power, and
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performance on both desktop and mobile devices. And, because you probably won’t (or can’t) abandon
Objective-C anytime soon, you’ll discover how to use both languages together, smoothly integrate Swift
into existing projects and workflows, and gradually move your current code base into the future. Coverage
includes Using Swift’s new patterns and concise, expressive syntax to produce safer, more reliable code
Leveraging the surprising power of Swift’s data structures Utilizing Swift’s type system to help prevent
errors common in other languages Using optionals to correctly handle invalid, missing, or unknown values
Implementing generics to reduce duplication, improve power, and simplify maintenance Interacting with C
and Objective-C APIs Abstracting functionality for reusable code while maintaining type safety Isolating
code in clean, flexible, low-overhead closures Combining Swift with Objective-C in the same project
Avoiding gotchas when importing Objective-C classes in Swift projects Nesting types to improve code
clarity Creating shared objects with singletons Managing threading and concurrency with Swift’s advanced
Grand Central Dispatch (GCD) patterns
Everyone wants their product to be the next great killer app. But in the increasingly crowded world of
mobile content, this pinnacle of success is becoming harder and harder to reach. The iPod, iPhone, and
iPad offer tremendous opportunity for the...
Strategies for Success from the Frontlines of the App Revolution
Developing Extraordinary Mobile Apps for Apple iPhone, iPad, and iPod Touch
Exploring the IOS SDK : Learn to Build IPhone and IPad Apps Using the IOS SDK and Swift 2
Making and Marketing Apps that Succeed
Advanced Application Development for Apple iPhone, iPad and iPod Touch
Beginning iOS 7 Development
Tame the power of Apple’s new user interface toolkit, SwiftUI. Integrate all the interface elements iOS users have come to know and love,
such as buttons, switches, pickers, toolbars, and sliders with less effort and more efficiency. You’ll also learn about touch gestures, lists, and
grids for displaying data on a user interface. And you’ll even go beyond those simple controls to liven up any user interface with simple
animation techniques. Spice your designs up with movement, scaling, and resizing, including spring and bounce effects! You’ll start with basic
designs and then explore more sophisticated ones. Assuming little or no working knowledge of the Swift programming language, and written
in a friendly, easy-to-follow style, this book offers a comprehensive course in iPhone and iPad programming. The book starts with a gentle
introduction to using Xcode and then guides you though the creation of your first simple application. You’ll create user interfaces for that
application using multiple screens in two different ways—using Navigation View and Tab Bars. Beginning iPhone Development with Swift UI
covers the basic information you need to get up and running quickly to turn your great ideas into working iOS apps with stunningly interactive
interfaces using SwiftUI. Once you’re ready, move on to Pro iPhone Development with Swift UI to learn more of the unique aspects of iOS
programming and the Swift language. What You Will Learn Discover the basics of designing a user interface using SwiftUI Build cool, crisp
user interfaces that use animation Display data in lists and outlines Organize user interfaces in forms and groups Who This Book is For
Aspiring iOS app developers new to the Apple Swift programming language and/or the iOS SDK.
Are you a programmer looking for a new challenge? Does the thought of building your very own iPhone app make your heart race and your
pulse quicken? If so, then Beginning iPhone Development is just the book for you. Assuming only a minimal working knowledge of ObjectiveC, and written in a friendly, easy-to-follow style, Beginning iPhone Development offers a complete soup-to-nuts course in iPhone and iPod
Touch programming. The book starts with the basics, walking you through the process of downloading and installing Apple's free iPhone
software development kit, then stepping you though the creation of your first simple iPhone application. You'll move on from there, mastering
all the iPhone interface elements that you've come to know and love, such as buttons, switches, pickers, toolbars, sliders, etc. You'll master a
variety of design patterns, from the simplest single view to complex hierarchical drill-downs. You'll master the art of table-building and learn
how to save your data using the iPhone file system. You'll also learn how to save and retrieve your data using SQLite, iPhone's built-in
database management system. You'll learn how to draw using Quartz 2D and OpenGL ES. You'll add multi-touch gesture support (pinches
and swipes) to your applications, and work with the Camera, photo library, and Accelerometer. You'll master application preferences, learn
how to localize your apps into other languages, and so much more. Apple's iPhone SDK, this book, and your imagination are all you'll need to
start building your very own best-selling iPhone applications.
The team that brought you the bestselling Beginning iPhone Development is back again for Beginning iOS 7 Development, bringing this
definitive guide up-to-date with Apple's latest and greatest iOS 7 SDK, as well as with the latest version of Xcode. There’s coverage of brandnew technologies, including a new chapter on Apple's Sprite Kit framework for game development, as well as significant updates to existing
material. You'll have everything you need to create your very own apps for the latest iOS devices. Every single sample app in the book has
been rebuilt from scratch using latest Xcode and the latest 64-bit iOS 7-specific project templates, and designed to take advantage of the
latest Xcode features. Assuming only a minimal working knowledge of Objective-C, and written in a friendly, easy-to-follow style, Beginning
iOS 7 Development offers a complete soup-to-nuts course in iPhone, iPad, and iPod touch programming. The book starts with the basics,
walking through the process of downloading and installing Xcode and the iOS 7 SDK, and then guides you though the creation of your first
simple application. From there, you’ll learn how to integrate all the interface elements iOS users have come to know and love, such as
buttons, switches, pickers, toolbars, and sliders. You’ll master a variety of design patterns, from the simplest single view to complex
hierarchical drill-downs. The confusing art of table building will be demystified, and you’ll learn how to save your data using the iPhone file
system. You’ll also learn how to save and retrieve your data using a variety of persistence techniques, including Core Data and SQLite. And
there’s much more!
Create your very own apps for the latest iOS devices. You'll start with the basics, and then work your way through the process of
downloading and installing Xcode and the iOS 10 SDK, and then guides you though the creation of your first simple application. Assuming
little or no working knowledge of the Swift programming language, and written in a friendly, easy-to-follow style, Beginning iPhone
Development with Swift 3 offers a comprehensive course in iPhone and iPad programming. In this third edition of the best-selling book, you’ll
learn how to integrate all the interface elements iOS users have come to know and love, such as buttons, switches, pickers, toolbars, and
sliders. Every single sample app in the book has been rebuilt from scratch using the latest Xcode and the latest iOS 10-specific project
templates, and designed to take advantage of the latest Xcode features. Discover brand-new technologies, as well as significant updates to
existing tools. You’ll master a variety of design patterns, from the simplest single view to complex hierarchical drill-downs. The art of table
building will be demystified, and you’ll learn how to save your data using the iOS file system. You’ll also learn how to save and retrieve your
data using a variety of persistence techniques, including Core Data and SQLite. And there’s much more! What You Will Learn Develop your
own bestselling iPhone and iPad apps Utilize Swift playgrounds Display data in Table Views Draw to the screen using Core Graphics Use
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iOS sensor capabilities to map your world Get your app to work with iCloud and more Who This Book is For Anyone who wants to start
developing for iPhone and iPad.
iPhone Advanced Projects
Beginning iPhone Development with Swift 5
Recent Advances in Ambient Intelligence and Context-Aware Computing
First International Conference, DUXU 2011, Held as Part of HCI International 2011, Orlando, FL, USA, July 9-14, 2011, Proceedings
Using Xcode
Computer Aided Systems Theory -- EUROCAST 2011

Learn WatchKit for iOS covers the development of applications for the new Apple Watch using the WatchKit framework in iOS 8 and
the Swift programming language. In this book, an Apple Watch application is an extension to an existing iOS app and is packaged and
submitted to the App Store along with it. Using a suite of simple examples, Kim Topley, co-author of Beginning iPhone Development
with Swift, introduces and explains every feature of WatchKit and the associated technologies that you’ll need to understand to build
Apple Watch applications for iOS 8, culminating in a complete WatchKit application that shows weather forecast information for
various cities around the world on the Apple Watch.
The two-volume set LNCS 6769 + LNCS 6770 constitutes the proceedings of the First International Conference on Design, User
Experience, and Usability, DUXU 2011, held in Orlando, FL, USA in July 2011 in the framework of the 14th International Conference
on Human-Computer Interaction, HCII 2011, incorporating 12 thematically similar conferences. A total of 4039 contributions was
submitted to HCII 2011, of which 1318 papers were accepted for publication. The total of 154 contributions included in the DUXU
proceedings were carefully reviewed and selected for inclusion in the book. The papers are organized in topical sections on DUXU
theory, methods and tools; DUXU guidelines and standards; novel DUXU: devices and their user interfaces; DUXU in industry; DUXU
in the mobile and vehicle context; DXU in Web environment; DUXU and ubiquitous interaction/appearance; DUXU in the
development and usage lifecycle; DUXU evaluation; and DUXU beyond usability: culture, branding, and emotions.
Interested in iPhone and iPad apps development? Want to learn more? Whether you are a relative newcomer to iPhone and iPad or
iOS development or an old hand looking to expand your horizons, we have the perfect Swift-flavored book for you. The update to the
bestselling More iPhone Development by Dave Mark and Jeff LaMarche, More iPhone Development with Swift digs deeper into the
new Apple Swift programming language and iOS 8 SDK, explaining complex concepts and techniques in the same friendly, easy-tofollow style you’ve come to expect. More iPhone Development with Swift covers topics like Swift, Core Data, peer-to-peer networking
using Multipeer Connectivity, working with data from the web, MapKit, in-application e-mail, Camera Live-Previews integration,
Barcode scanning, Face recognition and more. All the concepts and APIs are clearly presented with code snippets you can customize
and use, as you like, in your own apps. You’ll journey through coverage of concurrent programming and some advanced techniques
for debugging your applications.
Interested in iPhone and iPad apps development? Want to learn more? Whether you’re a self-taught iPhone and iPad apps
development genius or have just made your way through the pages of Beginning iOS 6 Development, we have the perfect book for you.
More iOS 6 Development: Further Explorations of the iOS SDK digs deeper into Apple’s latest iOS 6 SDK. Bestselling authors Dave
Mark, Alex Horovitz, Kevin Kim and Jeff LaMarche explain concepts as only they can—covering topics like Core Data, peer-to-peer
networking using GameKit and network streams, working with data from the web, MapKit, in-application e-mail, and more. All the
concepts and APIs are clearly presented with code snippets you can customize and use, as you like, in your own apps. If you are going
to write a professional iPhone or iPad app, you’ll want to get your arms around Core Data, and there’s no better place to do so than in
the pages of this book. The book continues right where Beginning iOS 6 Development leaves off, with a series of chapters devoted to
Core Data, the standard for Apple persistence. Dave, Alex, Kevin and Jeff carefully step through each Core Data concept and show
techniques and tips specifically for writing larger apps—offering a breadth of coverage you won't find anywhere else. The Core Data
coverage alone is worth the price of admission. But there's so much more! More iOS 6 Development covers a variety of networking
mechanisms, from GameKit’s relatively simple BlueTooth peer-to-peer model, to the addition of Bonjour discovery and network
streams, through the complexity of accessing files via the web. Dave, Alex, Kevin, and Jeff will also take you through coverage of
concurrent programming and some advanced techniques for debugging your applications. The enhanced multitasking, threading,
memory management and more are important. Apps are getting more and more complex, including sophisticated game apps that offer
virtual or augmented reality experiences and new mapping views that take advantage of sensors and other APIs in the newest iOS 6
SDK. Whether you are a relative newcomer to iPhone and iPad or iOS development or an old hand looking to expand your horizons,
there’s something for everyone in More iOS 6 Development.
Program the Internet of Things with Swift for iOS
Mastering the iPad SDK
More iPhone Development with Swift
More iOS 6 Development
Objective-C 2.0
Exploring the iPhone SDK
iPhone games are hot! Just look at the numbers. Games make up over 25 percent of total apps and over 70
percent of the most popular apps. Surprised? Of course not! Most of us have filled our iPhone or iPod
touch with games, and many of us hope to develop the next best-selling, most talked-about game. You've
probably already read and mastered Beginning iPhone 3 Development; Exploring the iPhone SDK, the bestselling second edition of Apress's highly acclaimed introduction to the iPhone and iPod touch by
developers Dave Mark and Jeff LaMarche. This book is the game-specific equivalent, providing you with
the same easy-to-follow, step-by-step approach, more deep technical insights, and that familiar friendly
style. While games are all about fun, at the same time, they're serious business. With this Beginning
iPhone Games Development book, you're going to roll up your sleeves and get your hands dirty with some
hardcore coding. While you may have written games before, this book will take you further, immersing you
in the following topics: Game graphics and animation with UIKit, Quartz, Core Animation, and OpenGL ES
Game audio with OpenAL, MediaPlayer Framework, AV Foundation, and AudioSession Game networking with
GameKit, Bonjour, and Internet sharing For those looking for iPad game development coverage and/or iOS 5
SDK specific game coverage, check out the published Beginning iOS 5 Games Development by Lucas Jordan
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from Apress.
This is the definitive guide to the Swift programming language and the iOS 9 SDK, and the source code
has been updated to reflect Xcode 7 and Swift 2. There’s up-to-date coverage of new Apple technologies
as well as significant updates to existing material. You'll have everything you need to create your very
own apps for the latest iOS devices. Every single sample app in the book has been rebuilt from scratch
using the latest Xcode and the latest 64-bit iOS 9-specific project templates, and designed to take
advantage of the latest Xcode features. Assuming little or no working knowledge of the new Swift
programming language, and written in a friendly, easy-to-follow style, this book offers a complete soupto-nuts course in iPhone, iPad, and iPod touch programming. The book starts with the basics, walking
through the process of downloading and installing Xcode and the iOS 9 SDK, and then guides you though
the creation of your first simple application. From there, you’ll learn how to integrate all the
interface elements iOS users have come to know and love, such as buttons, switches, pickers, toolbars,
and sliders. You’ll master a variety of design patterns, from the simplest single view to complex
hierarchical drill-downs. The art of table building will be demystified, and you’ll learn how to save
your data using the iPhone file system. You’ll also learn how to save and retrieve your data using a
variety of persistence techniques, including Core Data and SQLite. And there’s much more! What You Will
Learn: Everything you need to know to develop your own bestselling iPhone and iPad apps Utilizing Swift
playgrounds Best practices for optimizing your code and delivering great user experiences“/li> What data
persistence is, and why it’s important Get started with building cool, crisp user interfaces How to
display data in Table Views How to draw to the screen using Core Graphics How to use iOS sensor
capabilities to map your world How to get your app to work with iCloud and more Who This Book is For:
The iPhone is cool, and the iPhone is fun, but the iPhone also means serious business. For those of you
who bought your iPhones to help get your lives organized and free yourselves from the ball and chain of
desktop computing, iPhone at Work: Productivity for Professionals is the book to show you how. There are
plenty of general-purpose iPhone guides, but iPhone at Work: Productivity for Professionals shows you
how to complete all the traditional smartphone tasks, like to-do lists, calendars, and e-mail, and
become much more efficient and productive at work. You'll learn mechanisms for developing effective
workflows specific to the features of the iPhone and also efficient strategies for dealing with the
specialized aspects of business and professional lifestyles. From the introduction and throughout the
book, author Ryan Faas targets professional users of the iPhone. You'll tour the built-in applications
and configuration options, always with work and productivity in mind, and discover all of the enterprise
features of the iPhone, learning how to configure and use each one. Then discover the App Store: source
of all third-party software. There's something a bit daunting about the dominance of games and frivolous
apps on the best-seller lists, but there are serious business and vertical applications also available,
and you'll learn about some of the best and how to take advantage of this wealth of add-on and very
professional functionality. And for those administrators with the special job of deploying lots of new
iPhones across the enterprise, this book concludes with two appendixes that provide information and
resources for companies. The first is intended for organizations looking to perform larger-scale iPhone
or iPod touch deployments complete with device management. The second is geared for those companies that
wish to develop an iPhone platform–oriented infrastructure through the use of customized in-house
applications and iPhone/iPod touch–specific web services.
Beginning iPhone Development with Swift 2
Increasing Productivity for Busy Professionals
More iPhone Cool Projects
The Business of iPhone and iPad App Development
Learn WatchKit for iOS

Page 9/9

Copyright : scheepvaartmuseum.nl

