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Foreword: About the Authors

The three authors have found a beautiful way to lead the beginner into Storyboarding and at the
same time show the old school coders of Objective-C a new exquisite methodology for learning
and debugging this incredible tool. Essentially, you have a guru of explaining complex Objective-
C to beginners, a former Apple iOS intern, and a super-successful, old-school coder showing
many people from many different walks of life the alpha and omega of Storyboard creation,
debugging, and tweaking.

Dr. Rory Lewis Stephen M. Yulia McCarthy
Moraco

Dr. Rory Lewis

Rory and I met in L.A. in 1983. He reminds me of one of my favorite film characters: Buckaroo
Banzai—always going in six directions at once. If you stop him and ask what he’s doing, he’ll
answer comprehensively and with amazing detail. Disciplined, colorful, and friendly, he has the
uncanny ability to explain the highly abstract in simple, organic terms. He always accomplishes
what he sets out to do, and he’ll help you do the same.
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Why You’ll Relate to Dr. Lewis

While attending Syracuse University as a computer-engineering student, Rory scrambled to pass
his classes and make enough money to support his wife and two young daughters. In 1990, he
landed a choice, on-campus job as a proctor in the computer labs in the L.C. Smith College of
Engineering. Even though he was struggling with subjects in the Electrical Engineering program,
he was always there at the Help Desk. It was a daunting experience for Rory because his job was
only to help his fellow students with computer lab equipment questions, yet he invariably found
his classmates asking deeper and harder questions: “Dude, did you understand the calculus
assignment? Can you help me?!”

These students assumed that, because Rory was the proctor, he knew the answers. Afraid
and full of self-doubt, he sought a way to help them without revealing his inadequacies. Rory
learned to start with: “Let’s go back to the basics. Remember that last week when the professor
presented us with an equation...?” By going back to the fundamentals, restating and rebranding
them, Rory began to develop a technique that would, more often than not, lead to working
solutions. By the time his senior year rolled around, there was often a line of students waiting at
the Help Desk on the nights Rory worked.

Fast-Forward 17 Years

Picture a long-haired, wacky professor walking through the campus of the University of Colorado
at Colorado Springs, dressed in a stunning contrast of old-school and dropout. As he walks into
the Engineering Building, he’s greeted by students and faculty who smile and say hearty hellos,
all the while probably shaking their heads at his tweed jacket, Grateful Dead t-shirt, khaki pants,
and flip-flops. As he walks down the hall of the Computer Science Department, there’s a line of
students standing outside his office. Reminiscent of the line of students that waited for him at the
Help Desk in those early years as a proctor in the computer lab, they turn and greet him, “Good
morning, Dr. Lewis!” Many of these UCCS students aren’t even in his class, but they know Dr.
Lewis will see them and help them anyway.

Past—Present—Future

Dr. Lewis holds three academic degrees. He earned a Bachelor of Science in Computer
Engineering from Syracuse University. Syracuse’s L.C. Smith College of Engineering is one of the
country’s top schools. It's there that Intel, AMD, and Microsoft send their top employees to study
for their PhDs.

Upon completing his BS (with emphasis on the mathematics of electronic circuitry in
microprocessors), he went across the quad to the Syracuse University School of Law. During his
first summer at law school, Fulbright & Jaworski, the nation’s most prolific law firm, recruited
Rory to work in its Austin office, where some of the attorneys specialize in high-tech intellectual-
property patent litigation. As part of his clerking experience, Lewis worked on the infamous AMD
v. Intel case; he helped assess the algorithms of the mathematics of microprocessor electrical
circuitry for the senior partners.

During his second summer in law school, Skjerven, Morrill, MacPherson, Franklin, &
Friel—the other firm sharing the work on the AMD v. Intel case—recruited Rory to work with
them at their Silicon Valley branches (San Jose and San Francisco). After immersing himself in
law for several years and receiving his JD at Syracuse, Lewis realized his passion was for the
mathematics of computers, not the legal ramifications of hardware and software. He preferred a
nurturing and creative environment rather than the fighting and arguing intrinsic in law.

After three years away from academia, Rory Lewis moved south to pursue his PhD in
Computer Science at the University of North Carolina at Charlotte. There, he studied under Dr.
Zbigniew W. Ras, known worldwide for his innovations in data mining algorithms and methods,
distributed data mining, ontologies, and multimedia databases. While studying for his PhD,
Lewis taught computer science courses to computer engineering undergraduates, as well as e-
commerce and programming courses to MBA students.



Upon receiving his PhD in Computer Science, Rory accepted a tenure-track position in
Computer Science at the University of Colorado at Colorado Springs, where his research is in the
computational mathematics of neurosciences. Most recently, he co-wrote a grant proposal on the
mathematical analysis of the genesis of epilepsy with respect to the hypothalamus. However,
with the advent of Apple’s revolutionary iPhone and its uniquely flexible platform—and market—
for mini-applications, games, and personal computing tools, he grew excited and began
experimenting and programming for his own pleasure. Once his own fluency was established,
Lewis figured he could teach a class on iPhone apps that would include non-engineers. With his
insider knowledge as an iPhone beta tester, he began to integrate the parameters of the proposed
iPad platform into his lesson plans—even before the official release in April 2010.

The class was a resounding success, and the feedback was overwhelmingly positive,
from students and colleagues alike. When approached about the prospect of converting his
course into a book to be published by Apress, Dr. Lewis jumped at the opportunity. He happily
accepted an offer to convert his course outlines, class notes, and videos into the book you are
now holding in your hands.

Why Write This Book?

The reasons Dr. Lewis wrote this book are the same reasons he originally decided to create a class
for both engineering and non-engineering majors: the challenge and the fun! According to Lewis,
the iPhone and iPad are “... some of the coolest, most powerful, and most technologically
advanced tools ever made—period!”

He is fascinated by the fact that, just underneath the appealing touchscreen of high-
resolution images and fun little icons, the iPhone and iPad are programmed in Objective-C, an
incredibly difficult and advanced language. More and more, Lewis was approached by students
and colleagues who wanted to program apps for the iPhone and would ask his opinion on their
ideas. It seemed that with every new update of the iPhone, not to mention the advent of the
expanded interface of the iPad, the floodgates of interest in programming apps were thrown open
wider and wider. Wonderful and innovative ideas just needed the proper channel to flow into the
appropriate format and then out to the world.

Generally speaking, however, the people who write books about Objective-C write for
people who know Java, C#, or C++ at an advanced level. So, because there seemed to be no help
for the average person who has no such knowledge but who has a great idea for an iPhone/iPad
app, Dr. Lewis decided to launch such a class. He realized it would be wise to use his own notes
for the first half of the course and then explore the best existing resources he could find.

As he forged ahead with this plan, Lewis was most impressed with Beginning iPhone 3
Development: Exploring the iPhone SDK. This best-selling instructional book from Apress was
written by Dave Mark and Jeff Lamarche. Lewis concluded that their book would provide an
excellent, high-level target for his lessons, a “stepping-stones” approach to comprehensive and
fluent programming for all of Apple’s multitouch devices.

After Dr. Lewis’s course had been successfully presented, and during a subsequent
conversation with a representative from Apress, Lewis happened to mention that he’d only
started using that book about halfway through the semester, as he had to bring his non-
engineering students up to speed first. The editor suggested converting his notes and outlines
into a primer—an introductory book tuned to the less-technical programming crowd. At that
point, it was only a matter of time and details—like organizing and revising Dr. Lewis’s popular
instructional videos to make them available to other non-engineers excited to program their own
iPhone and/or iPad apps.

So, that’s the story of how a wacky professor came to write this book. We hope you're
inspired to take this home and begin. Arm yourself with this knowledge and begin now to change
your life!

Ben Easton
Author, Teacher, Editor



Stephen M. Moraco

Stephen has more than 30 years of experience in software engineering. He’s developed projects
writing in high-level languages such as PL/1, RPG, ANSI C, C++, C#, Objective-C, and assembly
languages for more microprocessors than he can count on two hands. Prior to joining Hewlett-
Packard/Agilent Technologies 1989, he was an embedded-systems designer/developer. Stephen
is a past member of the Large-scale Logic Analyzer Team, building system recovery media and
writing triggering/capture drivers for multichannel custom data capture ASICs. As a software
process engineer, he worked with medium-sized R&D teams developing techniques to improve
the rate of release and initial release quality of software products. Stephen also designed and
wrote an operating system for optical drives produced by Hewlett-Packard.

Stephen’s profession is also his hobby. He is a strong believer in constant learning and of
constantly practicing what he’s learning. All during his career Stephen developed on non-work-
related projects as a form of self-training. He enjoys designing and building his own
hardware/software systems for home control and general experimentation. Stephen also
developed firmware for key integration systems that fly aboard amateur radio satellites and
developed hardware and software for testing these systems.

Stephen and his son Steve both enjoy building large LEGO models and working with
LEGO Mindstorms robotics. Son Steve is studying photography, and together they've volunteered
with Colorado First LEGO League for the past five years, with Dad refereeing the Mindstorms
Robotics tournaments for 9-14 year-olds throughout Colorado while son Steve documents the
excitement of the events though his photography.

In the fall of 2009, father Stephen and son Steve took an Objective-C, iOS programming
class together at the University of Colorado at Colorado Springs. Shortly thereafter Stephen
started his company Iron Sheep Productions LLC, the name under which he sells the hardware
and software he’s developed. After a successful 22-year career with Hewlett-Packard/Agilent
Technologies, Stephen is now a retired professional software engineer and ... a successful iPhone
and iPad app programmer who sells his apps on the iTunes store.

Yulia McCarthy

Yulia is a Senior i0S Developer at InspireSmart Solutions, Inc., a local Denver firm specializing in
innovative mobile business solutions. After graduating from one of the best classic universities in
Russia with a BS in Mathematics, she went on to conquer the snowy peaks of Colorado, pursuing
her dream of snowboarding and adventure. Soon she decided to pursue a graduate career in
Computer Science at University of Colorado at Denver where, after taking an iPhone
development class with Dr. Lewis, she quickly converted into a Mac user and transferred all her
passion and incredible ability to program and solve complex problems into developing iPhone
and iPad apps, which has been her new passion ever since. Her amazing talent soon attracted iOS
recruiters at Apple, and now Yulia is even more inspired and devoted to Cocoa Touch
programming after her invaluable experience as an iOS Apps and Frameworks intern at Apple’s
headquarters in Cupertino, California during the summer of 2011. She believes that life is all
about constantly reaching for new horizons and challenging yourself. As a programmer, this
concept is very close to Yulia’s heart.

From Russia to UC Denver to Apple’s iOS Division at Cupertino, Yulia believes that
everything is possible if we follow our dreams.
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Introduction

In editions of Rory’s previous book iPhone and iPad Apps for Absolute Beginners (Apress), there
were only two ways to teach the reader how to make an iOS app user interface. The first was to
write everything in code, and the other was to use Interface Builder to compose a Windows-based
app. But things have changed with Storyboarding ... boy, have they!

Storyboarding first appeared with Xcode version 4.2. When we first saw the scenes that
made up an app, we thought Storyboard was fantastic. It was wonderful how Storyboard allowed
us to navigate a path through out app in a visual way. Almost immediately Rory found freshmen
students coming into his office, knee-deep in trouble using Storyboards. Meanwhile Xcode
experts were pooh-poohing Storyboards. This book helps the novice understand the power of
Storyboards and can help even experts in Xcode to unleash it.

In this book you’ll discover how Xcode’s Interface Builder’s support for Storyboarding in
i0S 5 makes designing your iOS apps so much easier. Storyboarding lets you graphically arrange
all your views within a single design canvas, where you can then define the app’s logical flow and
even assign transition animations. You'll be able to learn how to use Storyboards to quickly go
from concept to a fully functional iOS application.

First, we go over the fundamental concepts of Storyboarding and the technology behind
it. We then walk you through building seven complete projects that advance you through using
various Storyboarding features, covering the most important aspects you need to know to
successfully create your own apps from start to finish. By the end of this book, you'll eventually
see how to use Storyboarding with almost every application template offered by Xcode and you’ll
learn which Storyboarding techniques are most suitable in certain scenarios.

Working with Storyboarding involves much more than simply dragging and dropping
View Controllers onto a canvas. In this book we show how to start from scratch and build
complete apps using Storyboarding. Along the way we demonstrate using common iOS
technologies as Map Views, Page View Controllers, Split View Controllers, Core Data, Table
Views, and more—and we tell you how they all fit together with the new Storyboarding feature.

What You’ll Learn

In Chapter 1, we help you to get started in iOS development by walking you through Apple’s iOS
Developer Program registration process and installing Xcode and other tools you'll be using
throughout this book.

Chapter 2 talks about the basics of Storyboard structure and introduces the main Storyboarding
concepts, including standard view transitions, passing information around, and creating custom
transitions between the views.

Chapter 3 explains how to create a map-driven app using Storyboarding and how to transition to
other scenes from a Map View. It also demonstrates several important Storyboarding concepts,
such as triggering manual segues and instantiating View Controllers designed in the Storyboard
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from within the code. Additionally, you’ll learn how to easily parse JSON data from a remote
server (such as Flickr) using nothing but the new iOS 5 API.

In Chapter 4, you'll find out how to develop a fun utility app using Storyboarding targeted for the
iPad. You'll learn the foundation of many apps, which is how to place controls on the settings
screen of a utility application and to return those settings to the Main View of the app via the
Settings View delegate protocol. You'll get a good grasp of the main Storyboarding specifics of the
iPad environment, including Split View Controllers, Popover View, and iPad-specific segues. As a
part of building this chapter’s project, you'll also demonstrate how you can use a build-it media
framework to enable your app to play audio files.

In Chapter 5, we explore a very special Xcode template: the Page-Based Application template.
Unlike other templates, it doesn’t let you opt out of using Storyboarding. In this chapter, you'll
learn the powerful tools that let you create Page View Controller transitions. We dig deep into the
ins and outs of how to use the UIPageViewController to build an iPad brochure with beautiful,
built-in page-curl animations and custom layout.

Chapters 6-8 bring to you a whole new world of Storyboarding features that dramatically change
the way to program Table Views. We walk you through a more advanced Table Views-based
project that utilizes Core Data in the back end. You'll learn critical Storyboarding techniques such
as Dynamic Cell Prototyping and designing Static Table Views. Most importantly, in this chapter
we show you how to design your entire app workflow entirely in the Storyboard before doing any
coding at all.

In Chapters 9-11 you'll learn to develop a cool game app that stretches your knowledge of how
segues can be used to provide much more complex navigation paths between screens.

Who Should Read This Book?

This book is for readers of Rory Lewis’s last book, iPhone and iPad Apps for Absolute Beginners,
but it’s also for the beginner who’s never programmed but who can use the Storyboarding tool in
Xcode to get up and running fast. This book is also for experienced iOS developers who want
to learn Storyboarding to quickly cut down on app development and debugging time.

For the beginner who has never programmed, Beginning iOS Storyboarding with
Xcode shows how to extract those cool and innovative app ideas you have in your head into a
working app ready for sale on the App Store. 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 for you, too.

Regardless of your skill level, we're extremely happy to have you on board and hope you
enjoy the ride. Let’s get to Storyboarding!
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Chapter

Preliminaries

This introductory chapter will make sure that you have all the required tools and
accessories to proceed fully and confidently. Three types of readers are likely
reading this book. One group can skip to Chapter 2 immediately without reading
Chapter 1. Another group may only need to read one small section in Chapter 1
and then move on to Chapter. The third group should read Chapter 1 very
carefully before moving on.

Group 7: You own a Mac. You have experience coding with
Xcode on your Mac. You have an up-to-date iOS SDK and an
up-to-date version of Xcode. You also have experience with
DemoMonkey, and it's installed on your machine. If all this is
true, meet me in Chapter 2.

Group 2: You own a Mac. You have experience coding with
Xcode on your Mac. You have an up-to-date iOS SDK and an
up-to-date version of Xcode. However, you don't have
experience with DemoMonkey or it's not installed on your
machine. Please check out the section "Installing
DemoMonkey" in this chapter and then meet me in Chapter 2.

Group 3. You are a seeker of knowledge and have begun
travelling down a wonderful road. We need to check your
backpack and make sure you have all the tools you'll need for
your journey. So let's start right here.

Necessities and Accessories

In order to program for the iPhone and/or iPad, and to follow along with the
exercises, tutorials, and examples presented in this book, you’ll need to have 6
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minimal requirements which you may not completely understand right now but
that’s OK just roll with me for a second, I'll explain everything as we go through
these steps.

NOTE: Whenever we say /Phone or iPad, we're referring to any iPhone or iPad 0S
device, including the iPod touch. Also when we say Macintosh HD, yours may be
named something different.

Briefly, you will need six things:
An Intel-based Macintosh

The correct operating system for your Mac (OS X 10.7.4 Lion
or later)

Be a registered developer or be simulator-based (discussed in
detail later in this chapter)

To have the correct operating system for your iPhone (iOS 5
or above)

To have the correct Software Development Kit (SDK) for your
iPhone that runs a program called Xcode (version 4.3
and above)

To install and run DemoMonkey

Let's go into each of these in a bit more detalil.

Getting a Mac

If your Mac was manufactured after 2006, you’re okay. One of the authors
purposefully programs everything on a MacBook bought in 2008. All the videos
on the net are screencast from Dr. Lewis's MacBook from 2006; or if he
broadcasts from his 2010 iMac, he first runs it on his MacBook bought in 2006.

You don’t need the latest revved-up Mac. If you haven’t
bought one yet, we suggest you get a basic, no-frills
MacBook Air.
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If you do own an older Mac, you may be able to add some
RAM. Make a free appointment at the Genius Bar at an Apple
Store and ask whether they can increase the RAM on your
older model Mac, and if so, ask about the maximum the RAM
can be increased. Then ask explicitly: "Can this old computer
run Lion, at feast 10.7.1, and Xcode 4.3 or later?" Note that
some of the apps in this book will work using Xcode 4.3 on
Snow Leopard. But if possible, try to get Lion (at least Mac OS
X 10.7.4) and iOS SDK 4.3.

If you don't have a Mac, you'll need to buy one if you want to
follow along with this book and or program Objective-C to
make iPhone apps. Keep in mind that, as mentioned, we have
made a point to code and run every program in this book on
Apple’s smallest and cheapest model, the MacBook. Apple
has discontinued the MacBook; it now sells the MacBook Air
for $999, which is more advanced than the Author's MacBook.
You can purchase a MacBook on eBay and other such sites.
See Figure 1-1.

M wod

The new, faster
MacBook Air

Everyone should have a notebook
this advanced. And now everyone can.

Featuring OS X Lion. Starting at $999.

The new iMac iCloud.

&S

&
Figure 1-1. The authors use the cheapest 2006 Mac on the market, the MacBook, to perform all the

coding and compiling in this book. Many of the authors’ students purchase the MacBook Air for $999 as
illustrated here.
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Getting OS X

You will need the correct version of OS X. At the time of this writing, that version
is OS X 10.7.4. We need to make sure that you have the latest greatest
operating system inside your Mac. We see a lot of emails and forum questions
revealing that many of you will think: “Ah, my code probably did not compile
correctly because Dr. Lewis has a different version of OS X or/and iOS on his
machine...”

NOTE: Even if you think everything is up to date, we suggest you follow along with
the procedure in this section and make sure your system has the latest 0S X and the
latest i0S inside it. We say this because as you follow along in this book and tackle
all the programs, there will be times when your code doesn’t work the first time you
run it.

To make sure your system is recent enough to follow along with the book,
please do the following:

1. Close every program running on your Mac so that only the
Finder is running.

2. Click the little apple in the upper left-hand corner of your screen
and select About This Mac. You'll see the window shown in
Figure 1-2. Make sure it says OS X 10.7.4.

e About This Mac

'
Mac OS X
Sr.;ltwue u;dale...

Processor 2.66 GHz Intel Core i7

Memory 8 CB 1067 MHz DDR3

Startup Disk Macintosh 55D

More Info...

derved.. Licease AQreerient Ach fed License Ag

Figure 1-2. Here you can see that Dr. Lewis’s MacBook is using is 0S X 10.7.4.
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Now to make sure you have the latest software on your Mac:

1. With all your programs closed except for the Finder, click the
apple in the upper left-hand corner again and select Software
Update... as illustrated in Figure 1-3.

2. If updates are available, click Continue and follow the
instructions and four screen prompts, as shown in Figure 1-3.

Soff Update

Checking for new software...

JP—
( Cancel )
, baderlandlt

Software Update

Software upd are ilable for your comp
(@) Do you want to download and install them?

You must restart your computer after the updates are installed.

| Software License

OO o Upd

. Downloading 1 item
v Downloading Mac 05 X Update...
131.1 MB of 313.2 MB — About 4 minutes ( Stop )

( To install the updates, you must restart

@) your computer.

To finish the installation and restart your computer,
click Restart.

( NotNow ) ( Restart )

Figure 1-3. Top: Checking for new software. Second from top: Download the new software. Second
from bottom: Wait for software to download. Bottom: Click Restart to have your Mac properly install the
new soffware.
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If by the time you are reading this book, you realize that your version of OS X or
iOS makes my pictures seemed dated, don't freak out. We have an online forum
where we and volunteers love to help others. We always update the forum with
news about recent updates of OS X and iOS. You can visit the forum here:

www. rorylewis.com/ipad_forum/
http://bit.ly/olLVwpY

Become a Developer

You will need to become a registered developer via the iPhone/iPad Software
Development Kit (SDK) for $99. Or you can pay $0 for an introductory set of
bells and whistles.

Making Your Choice

If you are a student, it’s likely that your professor has already taken care of this,
and you may already be registered under your professor’s name. If you are not a
student, you need to decide which type of developer you would like to be. Here
are your options:

$0 optior: You can go to the App Store and download Xcode
for free. This is fine, but bear in mind that unless you become
a developer ($99), you will only be able to see the apps you
code and program in this book running on the iPhone or iPad
Simulator. That means you can't run them on a real physical
iPad or iPhone. You also won't be able to sell your apps on
the iTunes store. Lastly, you won't be able to log in to the
developer site to view code snippets and updates, beta-test
new products, or be a part of the Apple online community.
This may be a very good choice for the person who isn't sure
whether they want to continue with Xcode and programming.
If that's the case, then download the latest version of Xcode
from https://developer.apple.com/xcode/ and meet me at
Figure 1-13.

$99 option: If you do want to run your apps on a physical
device such as a real iPad or iPhone, sell apps on the iTunes
store,andbea partofthe developergroup at Apple—simply
continue reading.
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Installing Xcode
Let's get started installing Xcode.

1. Goto http://developer.apple.com/programs/ios/ or
http://bit.ly/rrrdjc. You'll see a page similar to the one
shown in Figure 1-4. Click the Enroll Now button.

fﬂ(‘ﬂ i05 Developer Program - Apple Developer
[l M 63 1 © [z s L4 [T nitp:  devetoper.apple.com/programs fios

‘ De\!eloper Technologies Resources prams Support Member Center Q

iOS Developer Program

The fastest path from code to customer.

CTETD 355/

1. Develop 2. Test 3. Distribute

Figure 1-4. Click the Enroll Now button.

2. Click the Continue button, as illustrated in Figure 1-5.
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S

Figu

3.

Deveioper Apple Developer Program E

Enrolling in Apple Developer Programs

Get everything you need to develop and distribute apps for i0S and OS X.

It's easy to get started.

v Join as an individual or company/organization.
Choose individual if you are a sole proprietor or would like 1o develop
under your own name. If you are a company, organization, government
entity or educational institution, choose company/organization.

v Submit your information.
Provide basic personal information, including your legal name and
address. If you're enrolling on behalf of your company or organization,
we'll need a few more things, like your legal entity name and corporate
headquarters address.”

¥ Purchase and activate your program(s).
Once we verify your information, you can purchase your programis) on the
Apple Online Store. After you have completed your purchase, we'll send
you an email within 24 hours on how to activate your membership.

re 1-5. Click the Continue button.

Most people reading this book will select the “I need to create a
new account for...” option (arrow 1 in Figure 1-6). Next, click
the Continue button (arrow 2). (If you already have an existing
account, then you have been through this process before; go
ahead with the process beginning with the “I currently have an
Apple ID...” option, and I’ll meet you at step 6, where you’ll log
in to the iPhone/iPad development page and download

the SDK.)
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an6 Create or Choose an Apple ID - Apple Developer Program Enrollment
| | @® | 55 | {xer || 4 [T hiep:/ /developer.apple.com/programs /start/standard create.php ¢ J(Q- coogle

Are you new istered Apple developer?

New oper Existing Apple Developer

@ create a new account for an Apple Developer o I'm registered as a developer with Apple and would like
Program. to enroll in 2 paid Apple Developer Program.

o | currently have an Apple 1D | would like to use for my o I'm currently an ADC Select, Premier, or Student
in an Apple Developer Program. Member and would like to enroll in an Apple Developer
Program.
I'm currently enrolled Teveloper Program or Mac
O Developer Program and add an additional

program to my existing

Note: If you intend to enroll in a paid Developer Program for business purposes, you may prefer to create a new Apple 1D that is dedicated to yo ¢
transactions and used for accounting purpases with Apple, if your Apple ID is associated with an existing iTunes Connect account, please create 1+ o
to avold accounting and reporting issues.

el

Figure 1-6. Click the “I need to create a new account ... ”option to proceed.

4. You are probably going to be enrolling as an individual, so click
the Individual link shown in Figure 1-7. If you are enrolling as a
company, click the Company option to the right and follow the
appropriate steps; Skip to step 6.
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Individual
Enroll as an Individual if you do not need to add additional
developers to your team. Your name will appear as the “seller”

1: Preliminaries

Developer Program Enroliment

+ | hutp: / /developer.apple.comenrollfselectEnrolimentType.php?ts nm

for apps you distribute on the App Store.

5 &
©

Individual Development Only
You are the sole developer who will be allowed access to
Program resources.

App Store Distribution
Your name will appear as the “seller” for apps you distribute
on the App Store.

View example

To enroll as an Individual you will

e Credit Card Billing information f; ty verification.

Individual

Figure 1-7. Click the Individual option.

3 §

Are you Enrolling as an Individual or Company?

& Google

Company
Enroll as a Company if you would like to add additional
developers to your team. Your company name will

appear as the “seller” for apps you distribute on the
App Store.

P8
©

Development Team
You can add additional developers 1o your team who can
access P\'ouram resources.

App Store Distribution

Your company name will appear as the “seller” for apps you
distribute on the App Store.

View example

To enroll on behalf of a Company you will need:
» Legal Company/Organization Name.

The legal authority to bind your company to any legal
agreements that may be presented to you during the
enrallment process o your program year,

To provide us business documents including, but not limited
to: Articles of Incorporation, Business License, etc. as part of
our identity verification process.

|_Company |

5. Enter all your information as shown in Figure 1-8 and pay your
fee of $99 for the Standard Program. This provides all the tools,
resources, and technical support you will need. (If you're
reading this book, you really don’t want to buy the Enterprise
programat$299—it’s for commercial in-house applications.)
After paying, save your Apple ID and username; then receive
and interact with your confirmation email appropriately.
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[ane Apple Developer Program Enroliment
m 4 |[|nttps:/ feonnect.apple.com/cgi-bin /WebObjec

& Developer Apple Developer Prog

Enter Account Info

Complete your personal profile e

(Al form fields are required) NPT SEELL EIe N SAD

Create Apple ID

Email Address: L Apple 1D
The email address you enter will be your Apple
ID. You will be asked for your Apple ID and
Password: password to access certain areas of the Apple
6-32 characters) Developer website.

Re-enter Password:

Security Information

Birthday: | Select Month ] [ SelectDay ] ! Security Information
In the event you do not remember your Apple ID ]
and password, you will be asked the security 1

Figure 1-8. Enter all your information accordingly.

NOTE: Before you move on to step 6, make sure you have received your confirmation
email and chosen a password to complete the last step of setting you up as a bona
fide registered Apple developer. Congratulations!

6. Use your Apple ID to log in to the main iOS development page
at http://developer.apple.com. This page has three icons for
the three types of Apple programmers. As shown on Figure 1-9,
click the iOS Dev Center icon, which leads to the download
page for iOS development software.

1
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/
.‘ De\l’eloper Technologies Resources Programs Support Member Center Q
Design. Cogf . Build. Innovate.

il happens for Apple developers.

e

< = i05 Dev Center

% - Find a wealth of technical resources for
"_ developing innovative apps for i0S.

Mac Dev Center
A complete set of resources for developing

with the powerful technologies in 05 X. ko $ .~ ; “
Safari Dev Center wch 201 2
Resources for designing and creating June 11-15 in 5an Francisco

websites and extensions for Safari.

° Wiew all news »

Figure 1-9. For now click on the i0S Dev Center icon as indicated by the arrow. Later you may want to
also program apps for the Mac Computer or the Safari Web Browser.

7. After logging in with your username and password as described
in step 6, you will see a screen similar to Figure 1-10. The iOS
Dev Center contains all the tools necessary to build iOS apps.
Later on you will spend time here, but for now just go to the
Developer Page of the latest build of the iOS SDK. Click the icon
indicated by the arrow.
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- DEVQkaEr Technologies Resources Programs Support

iOS Dev Center

Member Center

Q

Development Resources

Resources for i0O5 5 Featured Content

- Desrrsionds 8 Create Apps for i0S 5.1
W What's New in i0S 5.1

ﬁ Getting Started Vid

t t W iCloud for Developers
W Newsstand for Developers
Getting Started Documents

L L Game Center for Developers
& Start Developing iPad Apps

105 Developer Library

t t W In-App Purchase Programming Guide

Supporting Multitasking In Your Applications
IAd JS Developer Library

Apple Push Notification Service Programming
Guide

Coding How-To's

B =

]

Sample Code

Hi, Rory Lewis My Profile Log out

i0S Developer Program

08 Provisioning Portal
Tunes Connect
Apple Developer Forums

Developer Support Center

e © © ©

[l App Store Resource Center

ﬁ Prepare for App Submission

App Store Approval Process

« Managing Apps on the App Store

Marketing Resources

iAd Netwaork

Figure 1-10. The Downloads link takes you to the bottom of the page as shown in Figure 1-11.

NOTE: At the time of writing, Xcode 4.3 and i0S SDK 5 are the latest environments.
There is a great chance that by the time you read this book these may have larger
numbers. This is not a problem—just go on to step 8. If by chance there is something
that has really thrown us a curve ball, it will be discussed and solved for you in our

forum located at www.rorylewis.com/ipad_forum/ or
http://bit.ly/oLVwpY.

8. For now we want you to click on the latest version. The figures
in this section show the latest version at the time of print. These
wifl be different by the time you read this. Right now the latest
version is Xcode 4.3 for Lion, so click the link indicated by the

arrow in Figure 1-11.
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Downloads

e
i

ng

Xcode 4.3.2 for Lion

This is the complete Xcode developer
toolset for Mac, iPhone, and (Pad. it
includes the Xcode IDE, 105 Simulator,
and all required tools and frameworks
for bullding OS5 X and i0S apps

Xeode 4.2 for Snow Leopard
Downioad »

Looking for Xcode 37 »

05 5.1
This is the release version of i0S 5.1
for iPad, iPhone, and iPod touch

Posted Date: March 21, 201
Build: 4E2002

Included iO5 SDK: i05 5.1
Included Mac SDK: Mac 05 X 1

Posted Date: October 12, 2011
Bulld: 4C199
Included I05 SDK: 105 §

Included Mac SDK: Mac 05 X 10.6

Posted: March 7, 2012

05 5.1 Downloads

C

Pad 2 (WI-FI)

Fi + 3G (GSM)
F1 + 3C (COMA)
i-Fi and Wi-Fi + 3G)

IPhane 45

iPhane 4 (GSM)

iPhone 4 (CDMA)

Phane 305

iPod touch (4th generation)
IPad touch (3rd generation)

New Resources for Promoting 105 Apps

Optimizing Connections to the Apple
Push Notification Service

Higher Limit for Cver-the-Air
Downloads

05 X Mountain Lion Developer Preview
Now Available

Xeode 4.3 Now Available on the
Mac App Store

Figure 1-11. Clicking the Download Xcode 4 button takes you to the Xcode 4 Developer page.

9. Click the View in Mac App Store button. Remember that if it’s a
later version than shown in Figure 1- 12 things may look slightly

different, but we have confidence in you.
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Download Xcode 4 for free.

+ Xcode 4.3.2 for Lion
Xcode in the Mac App Store has been repackaged, and is now
distributed as a stand-alone application. This replaces the Install Xcode

package, and adds support for delta updates. Xcode includes a new #) What's New in Xcode
“Downloads” preference pane to install optional components such as
command line tools, and previous i05 Simulators.

View in Mac App Store

1 Xcode 4 User Guide

Note: To get the latest version of Xcode, you will need to click the
“View in Mac App Store” button to the right and download from the
new Xcode product page. The update from Xcode 4.2 will not show up
in the Mac App Store "Updates” tab. Updates will work as normal for
Xcode 4.3 and later.

Figure 1-12. Click the View in Mac App Store link.

10. Click the Install button, as shown in Figure 1-13. As the
download continues, the Install button changes to say
“Installing.” When it has completed downloading Xcode and
iOS SDK, it changes to “Installed.” Included with Xcode's iOS
SDK is Apple’s Integrated Development Environment (IDE). This
is the programming platform that contains a suite of tools, sub-
applications, and boilerplate code that enable programmers to
do their jobs more easily.
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% * = S ®

Featured Top Charts Categories  Purchases  Updates

Apple Web Site
What's New in Version 4.4
This update runs on both OS5 X Lion and 05 X Mou i Xcode Support

..More App License Agreement

Information

Figure 1-13. Click Install and then wait for the download to complete.

With your Xcode and iPhone/iPad Simulator tools installed and ready to access
easily, you're almost ready to roll.

ABOUT DEMOMONKEY

Before you load the final tool—called DemoMonkey—Iet’s step back and have a look at where
we’re going.

Through the years we have found that the most efficient means to teach students code is to take
what we call the subsystem approach, teaching you what pieces or sections of code will serve
you in which situations. In this book we will use a cool program you may have seen if you
watched the latest WWDC: it’s called DemoMonkey. Essentially, you drag a heading explaing
what needs to be done from the DemoMonkey palette, and as you drop it into your code at the
appropriate section of your Xcode file, it magically transforms into code that the author of the
DemoMonkey file wrote. Before you can download and compile the Xcode project that creates
DemoMonkey, you need to make sure Xcode works.So in the next section you first run a simple
app to make sure all is in order in Xcode land.
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Getting Ready for Your First iPhone/iPad
Project

Before starting on your first Storyboarding app, you need to make sure that
everything runs. Assuming you’ve already downloaded and installed Xcode,
open up Xcode.

1. Press Command + Shift + N (38 ¢'N), simultaneously. This will
open a new window that showcases the different types of
project templates in the land of Xcode.

2. Figure 1-14 displays the project templates: Master-Detalil
Application, OpenGL Game, Page-Based Application, Single
View Application, Tabbed Application, Utility Application, and
Empty Application. Click Single View Application as shown in
Figure 1-14 and then click Next.

Choose a template for your new project:

| ios [
27
APPIG £ E -
Framework & Library ®
Other _ :
Master-Detail OpenGL Game Page-Based m
& Mac OS X Application Application pplicatio
Application : :
peseey
Framework & Library \‘\' : :
Application Plug-in = | LN S
System Plug-in
Other Tabbed Application Utility Application Empty Application

B 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 1-14. Select the Single View Application and then click Next.
3. On your screen you should see something very similar to Figure

1-15. First call your project test as indicated by arrow 1.
Choose iPhone (arrow 2) and then click Next (arrow 3).
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@ Xcode File Edit View Navigate Editor Product Window Help Ge TS Wed B.02 PM Q

_____________________________________ -

ALO danimzs MY

Use Autormanic Relererce Counting
Include Unst Tests

— — J =

«D
03 | IR T ep—.

&

Figure 1-15. Let’s go for a test drive.

NOTE: For this test we are not using Storyboarding; we just want to see that Xcode
builds a simple app. So keep everything unchecked—yes, including "Use
Storyboard" for now (as shown in Figure 1-15).

4. Figure 1-16 shows the initial view of Xcode’s IDE. Click the
ViewController.h file as indicated by the arrow.
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Figure 1-16. The initial Integrated Development Environment (IDE) screen.

5. This will bring up the screen shown in Figure 1-17 where we
want you to run your blank app by clicking on the “go” button,
as indicated by the arrow. Oh yeah!
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eann D testxcodepraj — bl ViewController.h
- Downicading Mac 05 X 10.7 Core Library B
Wresipoets. Ednor
<+ Faen st - b ViewControfier b - Ko Selecton |
= v Quick
ViewController 1 UIViewContr
i ot

s+ 0@8 @

Figure 1-17. Run it!

6. The iPhone Simulator pops up, as illustrated in Figure 1-18.

Figure 1-18. Your first test drive.
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Congratulations! You've loaded Xcode and you've taken it for a test drive. Now
let's get DemoMonkey running and start Storyboarding.

Installing DemoMonkey

DemoMonkey is an optional tool intended to help you follow along with the book
projects. You only need it if you choose to use our .demoMonkey files for each
chapter, which will allow you to drag and drop ready-to-use code snippets into
the Xcode for most of the steps. Otherwise, you can still type the code yourself,
and if you choose not to use DemoMonkey for this book, you can skip the rest
of this chapter.

DemoMonkey will make life easier for you and let you focus more on the code
you are using—»but you will still be challenged in this book, and that's simply
part of our pedagogy. The issue is really how to handle things when you get
challenged.

NOTE: When you do find yourself in one of those tough spots, you can always reread
the section, rewind the video examples, or—most importantly—go visit the forum
where there are often many people, including us, online and ready to help you
immediately. We may refer you to somebody else's solution or we may help you
directly. So go to the forum, say "hello" to the crowd, and become immersed by first
seeking help from others and then going back to help others at the forum, located at
www.rorylewis.com/ipad_forum/ or http://bit.1ly/oLVwpY.

With your Xcode running and building apps, you can now install DemoMonkey.

1. Apple provides DemoMonkey as an OS X sample code project
that is available for download to anyone. Go to
http://developer.apple.com/library/mac/#samplecode/DemoMo
nkey/Introduction/Intro.html or http://bit.1ly/v3BuKI, as
shown in Figure 1-19. Click Download Sample Code as
indicated by the arrow and save the zip file into a desired
location on your machine.
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Figure 1-19. Download Sample Code

2. Unzip the zip file by double-clicking it, open the folder, and then
double click on the DemoMonkey .xcodeproj file, as indicated by
the arrow in Figure 1-20. Once the Xcode project is open, press
Command + B (3B} simultaneously to compile the project.
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Figure 1-20. Open the DemoMonkey Xcode project inside your DemoMonkey folder.

3. After the “Build Succeeded” message shows up, expand the
Project Navigator, right-click on the DemoMonkey .app icon, and
then choose Show in Finder from the context menu, as shown in

Figure 1-21.
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Figure 1-21. Expand the Project Navigator and choose Show in Finder from the context menu.

4. Lastly, once Finder opens the folder containing the application
you just built, drag the DemoMonkey . app to your Applications
folder, as shown in Figure 1-22.
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Figure 1-22. Drag the DemoMonkey.app to your Applications folder.

NOTE: If for some reason you were unable to reproduce the steps in this section, you
can download a compiled DemoMonkey . app from our site using this link:
www.rorylewis.com/docs/02_iPad_iPhone/Storyboarding%20Book/Stor
yboarding%20Video%20Tutorials.html. Then simply drag it to your
Applications folder.

You're ready to roll now!
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Chapter

Fundamentals

With the release of iOS 5, Apple has given iOS developers an updated SDK with
more than 1500 APIs, among which Storyboarding is one of the most intriguing.

So what is Storyboarding? And how can it make your life as iOS developer
easier?

For our introduction to Storyboarding, we will navigate our way through this
awesome new tool. Storyboarding allows one to lay out the workflow of your
app using the new Storyboards feature built into the design tools of Xcode.
Created for apps that use Navigation and Tab Bars to transition between Views,
Storyboards ease the development by managing the View Controllers for you.
You can specify the transitions and segues that are used when switching
between Views without having to code them by hand. Storyboarding enables
you to interact seamlessly and link all the screens in your application without the
cumbersome code you had to write for the transitions between the screens and
the controls used to trigger the transitions. This allows you to see every possible
path through your application graphically, greatly reducing the amount of code
you need to write for a complex multi-View application.

Before we dive into all the nuts and bolts of creating apps using Storyboarding,
let’s take a quick tour of what lies behind this new developer tool.

As you may already know, since the release of Xcode 4, Interface Builder (IB)
has been completely integrated within the Xcode IDE so there is no longer a
separate application for building your user interface (Ul). Selecting an interface
file (.nib/.xib) in your project simply opens the IB Editor within Xcode, where
you tweak your Ul just the way you want it.

Storyboard is a new IB file, introduced in Xcode 4.2, which allows you to view
the entire Ul of your app in one place, including the transitions between the
parts of your app and the triggers that initiated those transitions, so you can
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very conveniently get an overview of the app. It is very similar to a .nib/.xib file
except that it manages multiple View Controllers for you and allows you to
specify the transitions used when switching from one View to another without
having to code them manually. You can think of a Storyboard as a collection of
mini .xibs and transitions and/or relationships between them.

With the built-in Storyboarding feature, you can now lay out the workflow of your
app visually before writing any code at all! It also reduces the amount of code
you need to write for complex multiscreen applications.

Ever wondered what lies behind the mysterious .storyboard files? The answer
may s urprise you: it’'s XML (Extensible M arkup L anguage)—yes, good ol' XML
that’s so widely used in web-server communication and a variety of web
applications. So, at the low level, Storyboard is just a text document formatted
in a special way that defines an object graph of your application Ul, and which
iOS interprets at runtime to render the Ul elements, based on the rules specified
in the document. This XML file keeps track of all the attributes for every Ul
element in the Storyboard as well as transitions and/or relationships between
them.

In fact, you can check it out for yourself. Open Xcode and create a new project.
Select the Single View Application template in the first dialog screen. Hit Next.
Name the project whatever you like, but make sure the Use Storyboards option
is checked. Save it to your preferred location. Once the new project opens up,
you’ll see that Xcode has created a file for you called
MainStoryboard.storyboard. Select the file in the Project Navigator as shown in
Figure 2.0A. Now click the Version Editor icon in the top right-hand corner of the
main toolbar and then click the Log mode icon in the bottom right-hand corner
as shown in Figure 2-0B. You can now see the XML behind your Storyboard file.
Not very pretty, huh? Imagine how complex and hard to read it gets after you
add tons of Ul elements to it? Luckily, Interface Builder nicely renders it for you
in the form of graphical elements that are much more pleasant to interact with
than raw XML.
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Figure 2-0A. Standard Storyboard file of the Single View Application template
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Figure 2-0B. Storyboard file viewed as XML document

Now that you know the secret behind the Storyboard implementation, let’s take
a quick peek at how it looks at first sight.

As you probably noticed, the basic Storyboard created by the Xcode for Single
View Application template is almost identical to any regular .xib file you may
have seen before, with just a few exceptions: there’s an incoming arrow pointing
towards the main View, and there’s a black container below the main View that
says “View Controller.” Both of these elements serve a very clear purpose.
Because Storyboard can have multiple View Controllers, you need a way to
specify which one of those should load when the app starts; the arrow is
pointing towards the View Controller that will be the first View presented to the
user when the app is launched. To change the Initial View Controller of your
application, drag and drop the arrow onto any View Controller in the Storyboard
that you want to be presented first.

What about the black container? It’s a so-called Dock for each View Controller
scene. As we mentioned earlier, Storyboard can be seen as a collection of nibs,
and each one of them has a View Controller class it's controlled by (default or
custom) and a First Responder.
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NOTE: First Responder is a placeholder object that represents the first object in the
responder chain, which is determined dynamically at runtime by the UIKit framework.
This object first receives many kinds of events like touches, key events, action
messages, and so on. In i0S applications, there is no single First Responder object—
the First Responder is always the View that is the target of a touch, which is typically
the currently selected object or the object with the current focus in the frontmost
window.

The Dock gives you easy access to the two objects just described, which you
would normally see at the top of the Document Outline in a regular nib file. You
can see the icons representing View Controller and First Responder placeholder
objects by clicking the Dock as shown in Figure 2-0C. You can use these
referencing icons to quickly connect the IBOutlets and specify IBAction for your
Ul elements. Each View Controller in the Storyboard has a set of those two
objects, so you can conveniently edit all the necessary details of each
Storyboard scene by focusing on just one particular screen at a time.
Additionally, the Dock may contain other objects added to a scene, such as
Gesture Recognizers, Navigation Items, and others. You'll get a better
understanding of how to use them when you get to actual coding.
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fq m
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View Controller

First Responder

Figure 2-0C. Scene’s Dock with First Responder and View Controller objects

We’ll give you a short overview of the main high-level concepts you should
understand before we start Storyboarding apps.

Figure 2-0D depicts the main components of a standard Storyboard file that
gets created for you by Xcode when you pick a Master-Detail Application
template for your project. We’ll now explain the role those key components play
and how they fit together.
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Figure 2-0D. Storyboards’ Master-Detail Application template

There are two main concepts in Storyboarding: scene and segue.

Scereis a View Controller that either represents a screen in the app or just one
major component area (like a split View pane in a Split View Controller). You can
do everything here you used to do in a nib file: drag and rearrange Ul elements
(like labels, text fields, and images), resize them, set their properties in the
Attribute Inspector, and so on.

Segue defines navigation in your Storyboard. It indicates how to get from point
A to B. You usually create a segue by picking an event source (like a button or a
table View cell) and choosing a scene to transition to. You can also choose the
type of animation you want to use. All Apple built-in animations are available to
you by making a simple selection. Additionally, you can even create your own
custom animations for custom segues.

As a result, you use scene and segue to build your application Ul.

NOTE: You can have multiple Storyboards in your app. You just need to specify the
name of the main one in your [appName]-Info.plist under the “Main storyboard
file base name” key, which has the default value MainStoryboard.
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You start with a View Controller object that represents your first scene (the initial
View Controller). To get View Controllers for your Storyboard, you select Objects
and Controllers from the Object Library (just as you did with all other Ul
elements in nib files) and drag the View Controllers you need onto the
Storyboard canvas. Each View Controller always manages a single scene of

your app.

NOTE: On the iPhone, each scene represents the contents of a single screen. For
iPad applications, a screen can be composed of the contents of more than one scene
(as in the case of a Split View Controller).

One of the most important concepts is how data is passed around. Here is a
very classic scenario: a Master-Detail application where you display some data
in a Table View, and when user taps on a cell, a Detail View is presented that
displays additional information about the selection. In this case you must send a
reference to the selected object to the Detail View so it knows exactly what to
display.

Storyboarding comes with an API for that. A method called
prepareForSegue:sender: on every UIViewController, and it is intended to be
overridden. You can write code here that will take effect whenever each segue
fires.

Segues are Ul elements just like labels and Image Views are. You can select a
segue in the Storyboard and inspect its properties. You can distinguish between
segues by checking each segue's identifier property, which can be set in the
Attributes Inspector. We show you how to do that and we cover several other
major Storyboarding aspects in this chapter.
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Figure 2-0E. Storyboarding in use in the professional environment.

To illustrate that Storyboards are indeed used quite extensively, even for large-
scale projects, Figure 2-0E shows one of nine Storyboard-based projects being
used at one of the author’s clients. This figure is indicative of how, even at the
professional level, Storyboards are here to stay.

So without further ado, let’s get going.

helloAlien: A Quick Example Application

We’ll start by introducing you to our four fundamental concepts of
Storyboarding:

Easily create transitions between views with little or no code.
Pass information back from a Secondary View to a Main View.
Send information to a Secondary View from a Main View.
Transition between views with user-created visual effects.

In our example application we demonstrate these four concepts by

Creating a button that invokes a transition from a Main View to
a Secondary View .
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Passing a Yes/No value from a Secondary View (Alien View) to
the Main View.

Sending user-entered text to the Secondary View (Alien View)
from the Main View.

Create a custom segue (pronounced “segway”) which
implements a fade-out/fade-in between the two views.

To do this we’ll write a simple app that asks an Alien whether he’s out there.
Going to the Secondary View, you’ll see there is a switch that the Alien can
switch on—if, of course, the Alien exists. If the Alien switches the switch to the
on position, when you go back to the Main View, a message appears saying he
does exist. You can then say something to the Alien, and you’ll see the message
out there in outer Alien space in the Secondary View. Lastly, you'll create a
custom segue that transports you from the Main View to the Secondary View in
a beautiful way. So let’s get to it!

Preliminaries

As in all the chapters, we supply you with a video of Dr. Lewis writing and
running the code exactly as described here in the book. You can also download
the code that’s from the video and used precisely “as is” here in this book. And
you can download the DemoMonkey files and images used in each chapter.

These download files are at http://bit.1ly/sMRvAP as illustrated in Figure 2-1.
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001_helloAlien:
Saying “hello® to the Alien and learn the 4 fundamentals of
StoryBoarding in Xcode

Figure 2-1. Videos, code, and files for this chapter

In Figure 2-1, arrow 1 points to an image from the video of this chapter, located
at http://bit.1ly/tNKUij. Arrow 2 points to an Xcode icon that links to the
Xcode of this chapter, located at http://bit.1y/QSYAV6. Arrow 3 points to an
icon that links to all the files necessary for this chapter, including the images and
the DemoMonkey files located at http://bit.1ly/Qxr16s. If you need more help,
go to the forum http://bit.ly/oLVwpY.

Before you start, make sure you’ve downloaded the images and DemoMonkey
file at http://bit.ly/Qxxr16s and that you have opened them up on your
desktop.
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Step1: Create a Button That Segues to a
Secondary View

- [l

Page-Based Single View

Application Application
'-‘ ‘ons for your new project:
hsesed
wn Empty Application

Product Name | hel aAlien|
>~ Comparny identifier com_apress
Bundie Identifier
Class Prefix
Device Family | iPhone
o Use Storyboards

r an application that uses a single view. It provide

o Ref unti
storyboard or nib file that contains the view o omakc Balisencs Coustien

Include Unit Tests

Cancel

Figure 2-2. Start a Single View Application.

1. Open Xcode and click #+1+N (File » New » Project), as
shown in Figure 2-2. Select Single View Application and press
Enter/Return. Name it helloAlien. We've used the Company
Identifier com.apress. You can name yours whatever you like, but
if you feel there is a chance you will need to compare your code
to ours at any time, go ahead and name it com.apress like ours so
that there will be less chance of confusion. We won’t use a class
prefix. Make sure to select iPhone and check both Use
Storyboard and Use Automatic Reference Counting. Click Next,
and you will be prompted for the location where you want to save
your project. Choose a location and click Create.

Preos‘ '
VIOU! \
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Figure 2-3. Drag in the images.

2.

Navigate to your Target Settings by clicking the project icon at
the root of the Navigation tree and drag the two Alien icon
image files named iPhone 57.png and iPhone4 114.png into the
icon boxes (Figure 2-3). The IPhone57 image goes into the
regular icon box, and the iPhone4 114 image goes into the
Retina box. Also drag the Alien.png and Alien Face.png image
files into your Supporting Files folder. Make sure to check
“Copy ltems into destination group’s folder.”
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Figure 2-4. Also drag the icons from the root folder to the Supporting Files folder.

3. Once these files are copied into your Supporting Files folder,
drag the icon image files into your Supporting Files folder as

shown in Figure 2-4. Deselect the Landscape Left and
Landscape Right images within the Supported Device

Orientations section, because this application only supports the

Portrait orientation.
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Figure 2-5. Add a Navigation Controller.

4. To make handling view transitions simple, we’ll let a Navigation
Controller coordinate the transitioning for us. Open the
Storyboard file by going to the Project Navigator pane on the
left and click MainStoryboard.storyboard to open it. It’s in this
new Storyboard file that you’ll define most, if not all, of the
views (called scenes in Storyboarding) in the application and
specify the transitions between them. Now select the View
Controller (by single-clicking the black bar below it). With the
View Controller selected, click Editor » Embed In » Navigation
Controller as shown in Figure 2-5. This will place a Navigation
Controller to the left of your existing View Controller Scene and
connect the two with an arrow indicating the relationship
between them. It will also add a Navigation Bar to your existing
View Controller. The Navigation Controller places buttons on the
Navigation Bar to indicate how/when you can return to views
you have left. You'll see this in action shortly when you run the
newly created application.
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Figure 2-6. Assign Alien.png to the Main View.

5. You’re going to name the current View to View. Double-click the
center of the View Controller’s Navigation Bar and enter the
name View. (You'll see this name being used in buttons created
by the N avigation C ontroller — you need to return to this view
from another view when you run this app.) Now add an image to
your view by dragging an Image View onto the existing View
Controller Scene’s canvas. Let it autosize to the full View size
and center it in the View as you drag the Image View onto the
View. Go to the Attributes Inspector and select Alien.png as the
image it should show. The image will appear showing what the
Scene now looks like. See Figure 2-6.
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Figure 2-7. Add a button and View Controller.

6. Next you need to add a button to this scene and add a new
View Controller Scene that will become the Secondary “Alien”
View. First drag a Round Rect button onto the canvas and name
it Find Alien by first double-clicking it. Stretch the button so the
text shows and then center the button within the view. To add a
new scene, drag a View Controller from the Object Library to the
right-hand side of the existing View Controller scene. Hold it
there for a second, and the existing scene will shift to the left.
Once it does, place the new View Controller to the right of the
Main View Controller scene that has shifted to the left. This is
illustrated in Figure 2-7.
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Figure 2-8. Connect the button to the new View Controller.

7. You now need to perform one of the coolest things
Storyboarding c and o—seamlessly connect segues from one
view to the next. In this case you want to connect the button
you just created to segue to the new scene you’ve added. In the
olden days this took huge amounts of code. Now you just
Control-drag. To connect the Find Alien button to the new View
Controller, Control-drag from the Find Alien button to the new
View Controller as shown in Figure 2-8.
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Figure 2-9. Select Push.

8. Once you’ve Control-dragged over to the new View Controller,
let it go and you will see a menu as shown in Figure 2-9 where
you set the Storyboard segue transition style. Use the Push
style for now. Select the Push transition style from the
Storyboard Segues pop-up menu.
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Figure 2-10. Name the new View Controller and set the image.
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9. Name this second View Controller Alien View. To do this, as you
did with the first view, double-click the new View Controller’s
Navigation Bar and name it Alien View. While we’re here let’s
create the Alien’s Image View. Drag an Image View onto the
View Controller’s canvas. With the image View still selected, in
Attributes Inspector select Alien Face.png as its Image. This is

illustrated in Figure 2-10.
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B
Figure 2-11. The segue works! No Code!

10. Believe it or not, you already have a running app! Run it by
clicking the Run button in the top left-hand corner of Xcode, and
as shown in Figure 2-11 it works beautifully. Click the button,
and you go to the Alien View. Click the back button entitled
View on the left-hand side of the Navigation Bar in the Alien
View, and you return to the Main View. Beautiful!

Step 2: Pass Information Back from a Secondary
View (Alien View) to the Main View

In this step we show the typical pattern for passing information back from a
Secondary View to the Main View. You do this most often by describing the
communication as a protocol, and with the Main View setting itself up as the
delegate of the Secondary View. Let’s see how this is done.

47



48

CHAPTER 2: Fundamentals

Figure 2-12. Drag a label onto the Main View.
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1. When passing back results from the Alien View, you need some
way to display the fact that the results have been returned.
You’'re going to show text on the Main View that changes based
on the value returned. Add a label where you can indicate
whether the Alien exists. Drag a label onto the Main View under
the button. Center it, set the text color to white, and enter
Status will appear here into the Text box as shown in

Figure 2-12.

it
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¥ () View Controlier - View

by Stephen Maraco on 12/06/07.
v | View
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Button - Find Alien

UTKAAUTKLL. >

S !
- Kavigation ltem - View
€ Push Segue from Find Alien to Alien View

¢ ViewController : Ul¥iecfantraller
Insert Qutlet or Outlet Collection

[ View Controller - Alien View Scene
W First Responder

v () View Controlier - Alien View
v | View

Image View - Alien Face.png
& Navigation item - Alien View

[ Navigation Controller Scene

@ First Responder
» W Navigation Contralier

© Relationship “Root View Controller” fr % n
Find Alien
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E a2y | Ehetloniien

Figure 2-13. Control-drag from the Label to ViewController.h.

2. To be able to set the label text from our code, you need to have
a connection to this new label. Let’s create the Label’s IBOutlet
(your connection). Open the Assistant (its icon is in the white
circle in Figure 2-13) and make sure it has correlated the
ViewController.h file onto the right-hand pane of the Split View.
Control-drag from the label to the ViewController.h file,
dropping it directly under the @interface ViewController line as
shown in Figure 2-13.

ight (¢} 2012 Iron Sheep Productions, LLC. ALL rights

reserved.
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Figure 2-14. Control-drag from the Label to ViewController.h.

oraco on 12/06/07.

port «UIKLt UIKIE,h=

interfac e ViewController : UIViewController

3. After you drop the connector into the ViewController.h file, a
connection dialog box appears. Keep this connection type as an
Outlet and name it 1b1FindStatus. (The 1bl prefix reminds you
that a label is connected to this outlet.) This dialog is illustrated

in Figure 2-14.

ron Sheep Productions, LLC. Al

ts reserved.
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Figure 2-15. Add a new View Controller subclass.

4. You now need to add custom code to the View Controller for
your Alien View. Do this by creating a new derived View
Controller class. Select the helloAlien group in the Project
Navigator (so the new files are placed within this group). Press
¥ +N and select the Objective-C class option as shown on the
left in Figure 2-15. After clicking Next, name the new class
AlienViewController, select the UIViewController subclass
option as shown on the right in Figure 2-15, and click Next.
Don’tchange any o ptions—save them. Note that the two new
files (AlienViewController.h and .m) were placed below the
Supporting Files group. Drag them back above the group so
they appear with the rest of the files.
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Figure 2-16. Assign the new Detail View.

5. You need to assign the new AlienViewController class you've
just created to your Alien View. Go back into the Storyboard file
andselect the Alien View—Dbut you need to be precise here. In
Document Outline Navigator, go to the View Controller — Alien
View Scene » View Controller — Alien View and click it to select
it. With it properly selected, in the Utilities’ Identity Inspector in
the Custom Class area select the class AlienViewController as
illustrated in Figure 2-16.

NOTE: In the remainder of this chapter you're going to do things like Apple
Developers do onstage at conferences like WWDC. You're going to drag snippets of
code into your project while we describe what you're doing. This is intended to save
you a lot of time (because you don't have to type the code), yet still give you an
opportunity to study the code with each drag-and-drop. To get started, open the
DemoMonkey file you downloaded along with the images you've already placed into
this project. Locate the file named Chapter2.demoMonkey and continue on the
next page.
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1002 3. 1 MULTCE |

5

? #imp
1l @int

gend

AlienViewController.h
helloAlien

Created by Stephen Moraco on 12/06/987.

Copyright (c) 2012 Iron Sheep Productions, LLC. ALl rights

ort <UIKit/UIKit.h>

erface AlienViewController : UlViewlontroller

Figure 2-17. Open DemoMonkey.

reserved.

FAVORITES
| Desktop
ﬁ,‘ stephen
o Applications
[ﬁi Documents
© Downloads
(] Lynda.com

] Projects
] Projects-...

|l Projects-... SAr@-orErEmr o

1 of § selected, 59.31 GB available

6. Open the Chapter2.demoMonkey file. The window first appears
very small as you see in Figure 2-17. Simply grab a corner and
stretch the window so that the lines are visible.
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/7 Copyright (c) 2012 Iron Sheep Productions,
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@interface AlienViewController : UIViewController

gend

42r 00

LLC. ALl rights reserved.

Figure 2-18. Expand the DemoMonkey window and place it on the side.
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08 VC.m - protocol-method content
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7. In Figure 2-18 you can see that we've placed the DemoMonkey
file to the right of the Xcode window and stretched it so that the
lines can be seen. Some of them may be off the bottom of the
screen, depending on your display resolution. If they are, scroll
the DemoMonkey window when you need to get to these off-
screen lines.
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from Find Alien to Allen View | = | 4 > | [5] Automatic | b AlienViewControlierh © No Selection 45»i00O DB Biw £ ©

¥ Storyboard Segue
o .

Sevle | Push

Figure 2-19. Name the segue ShowAlienView.

8. In order for the code to know which segue is taking place, give
each segue a name. The code can then look for this name to
know which segue has occurred and take the actions
appropriate to the named segue. To name the segue, select it

by clicking the circled icon in the middle of the segue arrow and

then choosing the Attributes Inspector in the Utility area as
shown in Figure 2-19. Click in the Identifier text box and then
drag the “01 segueName” DemoMonkey snippet onto the
Identifier text box and drop it there. The name ShowAlienView
appears in the Identifier box.

=== Test and Run Part L
01 Storyboard - set segueName

02 AlienVC.h - protocol forward de
103 AlienVC h - delegate property
04 AlienVC 5 - protocol definition

{05 AlienVC.m - synthesize delegatt

106 VC b - impert AlienVC header
07 VC.h - show that adheres to pro

08 VC.m - protocol-method conter
{09 VC.m - viewDidLoad content
10 VC.m - prepareforSegue metha

11 AlienVC.m - add instance varial

12 AlienVC.m - add veewAppear/Di

13 AlienVC.om - a0d action method
> Test and Run Part 2

14 VC b - add allenText property
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¥ Storyboard Segue
Identifier  ShowAlienView

Style | Push

Figure 2-20. Create delegate protocol forward-declaration.

9. You’ll use a delegate protocol to talk back to the Main View’s
controller. So, let’s create it now:

a.

Open the AlienViewController.h file, insert a
declaration of the name of your new protocol by
dragging the “02 AlienVC.h - protocol forward
declaration” snippet to just under the #import
<UIKit/UIKit.h> line.

Add your delegate property by dragging in the “03
AlienVC.h - delegate property” snippet to just under
the @interface AlienViewController :
UIViewController line.

Create a definition for your
AlienViewControllerDelegate protocol. Do this by
dragging “04 AlienVC.h - protocol definition” and
placing it after the @end line of the interface (at the end
of the file) as shown in Figure 2-20.

ann

> Testan¢

01 Storyboard

03 AlienVC.h
04 AlienVC.h

05 AlienVC.m

06 VC.h - img
07 VC.h - she

08 VC.m - pre
09 VC.m - vie

10 VC.m - pry

11 AlienVC.m
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\

= 8 4 P 3‘ lioAli .| helloAlien ) ." ller.m deleg. 4. > | 4 » | Ecounte
| = - =77 - - = g =77 -
/f  AlienViewController.m f/  AlienViewCc
// helloAlien il // helloAlien
' I
/f Created by Stephen Moraco on 12/06/87. // Created by
// Copyright (c) 2012 Iron Sheep Productions, LLC. All rights reserved. /7 Copyright |
yoard i i
#import "AlienViewController.h" #import <UIKit)

@interface AlienViewController () 11| @protocol Alier

@interface Alie¢
@property (weak

@synthesize de e ] @end
- (lclinit\ditm. s (NSStglfig =)nibNameOrNil bundle: (NSBundle =)nibBundleOrNil 18| @protocol Alier
self = [super inTEWEChNibName:nibNameOrNil bundle:nibBundleOrNill; @required
it (selt) { 1| ff alien identi
// Custom initialization 22| ={void)alien: (4
}
return self; 2 @2end

}
- (void)viewDidLoad

[super viewDidLoad);
// Do any additional setup after loading the view.

}
- (void)viewDidUnload

[super viewDidUnload];
// Release any retained subviews of the main view.

}

Figure 2-21. Synthesize the AlienViewController Delegate property.

10. Quick recap: You've declared the protocol and declared the
delegate property that refers to an object which must conform
to this protocol. Now you need to synthesize the delegate
property. To do that, first open the AlienViewController.m file
and simply drag out from “05 AlienVC.m - synthesize delegate”
and drop it under the @implementation AlienViewController
line as shown in Figure 2-21.

NOTE: In Xcode, to synthesize means to generate code. In this case you're
generating the setter and getter for your delegate property. The purpose of the
@synthesize directive is to save work for coders because we na longer have to
write the setter and getter methods for every property we create.
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- ™ helloAlien netloalien + [l ViewControlier.m |« No Selecton - Tl Counterparts - [ ViewControtier h @intertace ViewControlier
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plesentat ViewController
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fvold)viewDidload

- (BOOL)shouldAutorotateTolnterfoceOrientation: (UlInter facedrientat
interfaceOricntation

rn (interfaceOrientation ! UIInterfaceOrientaticaPortraitipsideDown);

Figure 2-22. Make the Main View Controller adhere to the AlienViewControllerDelegate protocol.

11. You now want to make sure that the ViewController adheres to
the AlienViewControllerDelegate protocol you’ve just created.
To do that, first open the ViewControllexr.h file and drag “06
VC.h - import AlienVC header” to just below the #import
<UIKit/UIKit.h> line. Now you need to add @interface
ViewController : UIViewController onto the protocol
conformance declaration by dragging “07 VC.h - show that
adheres to protocol” as shown in Figure 2-22.



CHAPTER 2: Fundamentals 59

ff Created by Stephen Moraco on 12/96/07.
// Copyright (c) 2012 Iron Sheep Productions, LLC. ALl rights reserved.
Iy

#import <UIKit/UIKit.h>
#import "AlienViewController.h”
@interface ViewController : UIViewController| =ALienViewCon C
@property (weak, nonatosic) IBOutlet UILabel =\blFindStatu ut
Copy
@end
i Paste

Find Selected Text in Workspace...

B Run Part

Structure p ird - set seg
h - protoco
h - delegat
Refactor » h - protoco
Open in Separate Tab m - synthes

Reveal in Project Navigator

Reveal in Symbol Navigator nport Alien

in Fi how that ad
Show in Finder

Jrotocol-me

newDidLoag

Speech » Oreparefors

Fiaan IR | R ~  m-add ins

Figure 2-23. Select Jump to Definition .

12. Next add the new protocol method to the code. Copy the
method signature directly from the protocol declaration so you
get it exactly correct. Click the protocol name (found in the < >
brackets) and then select the right-mouse menu item Jump to
Definition to jump directly to your new protocol. (Note you may
have to build (press 3+B) the code once to get this name
recognized.)

NOTE: Why did we use this Jump to Definition technique? Because you have to learn
about a very large number of protocols and object interfaces when writing code for
i0S. The best way to learn is to refresh what you know about a protocol or interface
each time you use it. By going directly to the protocol declaration, you get a chance
to remind yourself of the other methods declared to be part of the protocol. See?
Continuous training as you work!

If you've been around in the code business for a while, did you notice that you don’t
have to know which file the protocol is declared in? Xcode found it for you
automatically. Thank you, Xcode (and the developers who built it)!
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Figure 2-24. Grab the method from the protocol.

13. Now select and copy the signature of the alien:saysIAmHere:
method as shown in Figure 2-24 (the code you’re grabbing is
highlighted).

NOTE: Did you notice the @required directive just above the method line you're
copying? That means any object that indicates it conforms to your delegate protocol
(in this case, the ViewController) must have implemented the method
alien:saysIAmHere:. When you state @required in your protocol definition, and
you state in another class that you conform to the protocol, the compiler generates an
error when you haven't yet implemented one or more of the @required methods of
the protocol. This helps ensure that you've written all the code you minimally need to
handle the protocol.
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Figure 2-25. Paste the delegate method.

#)view saysIAmHere: (B0

14. Continuing with the creation of the delegate protocol method:
Go back to the ViewController.m file. Paste the method you just
copied right before the @end as shown in Figure 2-25. Add the
curly braces in place of the semicolon and add the code from
“08 VC.m - protocol-method content” inside these braces that
tells you a message (writes text to your new label) when the
Alien is found. We happen to say Status: whoa, found aliens!
but you of course can insert anything you want. The new

method now looks like this:

-(void)alien: (AlienViewController *)view saysIAmHere:(BOOL)bIsHere

self.1blFindStatus.text = (bIsHere) ? @"Status: whoa, found aliens!" :

@"Status: no aliens found";
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NOTE This code simply places one of two messages into the onscreen label
depending on the state of the parameter bIsHere. Notice too that you're writing this
message text to the . text property of the User Interface object, which you know
should be a label due to the 1b1 prefix of the name.

15. You have the segue name ShowAlienView and you have added
the delegate protocol method to ViewController so that it
knows what to do when the Alien View tells it whether an Alien is
present. But now you need to initialize the displayed text when
the application first starts to say that you’ve not found an Alien
yet. So, staying in the ViewController.m file, go to the
viewDidLoad method and drag in another line of code “09 VC.m
- ViewDidLoad content” so the method now looks as follows:

- (void)viewDidLoad

[super viewDidLoad];
[self alien:nil saysIAmHere:NO];
}

NOTE This code invokes the same new protocol method, but within
ViewController, not from AlienViewController. You're not the
AlienViewController so pass nil as the first parameter, and the state you
initially want is “NO alien found,” so pass NO as the second parameter. Conveniently,
the viewDidLoad method happens once when you first start the application, so the
onscreen label is set as you need, when you first see it.
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/ show initial find status ={voi
[self alien:nil saysIAmHere:NO];
}
= (void)viewDidUnload
{
[self setLblFindStatus:nill;
[su viewDidUnload
// Release any retained subviews of the main view.
'
- {(BOOL)shouldAutorotateTolnterfaceOrientation: (UlInterfaceOrientation)
interfaceOrientation
{
rn (interfaceOrientation != UIInterfaceOrientationPortraitUpsideDown);
}
- (vold)prepareForSegue: (UIStoryboardSegue =)segue sender:(id)sender
{
f {([[segue identifier] isEqualToString:@"ShowAlienView"]) {
[[segue destinationViewController] setDelegate:self];
}
}
// alien identifies itself ak existing
={void)alien: (AlienViewController =)view saysIAmHere:(BOOL)bIsHere
tat xt = (bIsHere) 7 @“Status: whoa, found aliens!" : @“Status: no
] ens o]
}

Figure 2-26. Add prepareForSegue method.

16. Now you need to tell the AlienViewController that
ViewController can handle data it sends to its delegate. Do this
by telling the AlienViewController that ViewController is the
delegate. The prepareForSegue method exists just so you can
do things like this. Let’s add a prepareForSegue method and set
the AlienViewController delegate property. Dragging “10 VC.m
- prepareForSegue method” to just under
shouldAutorotateTo...: yields:

- (void)prepareForSegue: (UIStoryboardSegue *)segue sender:(id)sender

if ([[segue identifier] isEqualToString:@"ShowAlienView"]) {
[[segue destinationViewController] setDelegate:self];
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-

NOTE: This method first checks to see whether the segue is the one you want
(ShowAlienView). If it is, you set the destination view’s delegate property to self
(this ViewController instance). Now when the destination view appears and
wants to pass information to the delegate by invoking the alien:saysIAmHere:
method, the matching method in ViewController is invoked which then sets your

label text.
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appear here

Figure 2-27. Set initial state of switch to Off.
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17.

65

\

You now have the segue named ShowAlienView setting the
delegate property to the ViewController instance so that it can
display alien-exists statuses. But our Alien needs to be able to
tell you that it exists! So how about a simple “exist” switch? Go
add a switch to the Alien View along with a description label.
Open the Storyboard file, select the Alien View Controller Scene,
and drag a switch onto the Alien View. Set the Switch State to
Off as shown in Figure 2-27.

i helloAlien.xcodeproj MainStoryboard.storyboard
- [ Running helloAlien on hone 5.1 Simutator | el i 1=] (1 =
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foalien « B s o Bm st 1 5 Alien View Contrel . | ) Alien View Control Vit Label - Can | be seen? | DB B|% & O
¥ Label
Text Can | be seen?
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Ahen View Behavior o Lnabled
Highlighted
few Scene Baseine | Align Bastiines
froes Line Breaks | Truncate Tail
Algnment - = | = |
e B ge = font System 17.0 1|
= 1 Manemam Size 10 2] o Autoshrink
- Text Col NN Default
HGMSME  pecently used Colors
S @s OEEECOEGEOEOO0OO
Z St COFENEEEEERECE
roller™ fr

Ok Text Cobor

v View a
=3 Croup Table View Background Color
Mod g Light Ten Color r
Ta R Scrofl View Textured Background Color
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x ¥ :

Figure 2-28. Left-aligned with white text

18.

You also need instructional text, so drag a label onto the canvas
to the left of the switch. Make it left-aligned, set the Text Color
to white, and set the Text to Can / be seen? as shown in

Figure 2-28.
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by Stephen Moraco on 12/86/07.

Scene #import <UIKit/UIKit.h>

gprotocol Al

dinterface AlienViewController :
P property (weak, atomic) ideal

dre d

/ ien iden’
=(void)alien:

sert Outlet, Action, or Outlet Collection

@protocol AlienViewCoitrollerDelegate <NSObject>

gend
*fr.
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Figure 2-29. Add an IBAction for the switch.
Bwva. ) BMmi. Fai. o Al View Switch |4 > = | 4 > | [ Automatic » [ AlienViewController.h
1
/7 AlienViewController.h
// helloAlien
11
// Created by Stephen Moraco on 12/06/07
View ;; Copyright (c) 2012 Iron Sheep Product
cene #import <UIKit/UIKit.h>
Connection | Action
Object () Alien View Controll... gprotocol Al iewControllerDelegate;

|
Name |onSwitchValueChanged ,
3 r— = =)
Event | Value Chang

Arguments

Cancel

@interface AlienViewController : UIViewCo
perty (weak, atomic) id<AlienViewCont
Action)onSwitchValueChanged: (id)send

@protocol AlienViewControllerDelegate <NS

@required
// alien identifies itself as existing
-(void)alien: (AlienView *)view

Controller

@end

Figure 2-30. Name the IBAction method onSwitchValueChanged.

tex dalegate;
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19. Now you need to add an IBAction method for the switch. Open
the Assistant Editor and make sure the AlienViewController.h
file is to the right of the Alien View. Control-drag from the switch
to the blank line after the delegate property as shown in Figure
2-29. Select Action from the Connection drop-down and enter
the name onSwitchValueChanged as shown in Figure 2-30.

2
>

e

fimport <UIKit/ULKit.

@prot 14 il

-

e AlienViewController :

300L m_bIsAlienSeen;

Intsmere;

AlienViewControll

Figure 2-31. Create a variable to hold the value of the switch.

20. Xcode has generated a method shell for this in the
implementation file that you now need to code to get the value
from the switch. But before you do this, you need to first create
a variable that will hold the switch state. So, let’s first declare
this variable. Go to the AlienViewController.m file and drag “11
AlienVC.m -add instance variable” just to the right end of the
@interface AlienViewController () line, so that you now have
the code as shown In Figure 2-31:

@interface AlienViewController () {

@private // unneccessary, but reminds us!
BOOL m_bIsAlienSeen;
}
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21. You need to set up the initial state of this variable and return the
state of this variable to your delegate. Conveniently, you can
use viewWillAppear to set the initial state and
viewWillDisappear to report the switch value as you're leaving.
To add these two methods, drag “12 AlienVC.m -add
viewWillAppear/Disappear methods” to just after the
viewDidLoad method, so that we now have the code as shown in
Figure 2-32.

s_blsAlienSeen; pinterface AlienViewController : UIViewController
¥
ty (weak, at ) dee ViewCon . rgates delegate;
- {18Actien)onSwitchValueChanged: (id) sender;
tation AlienViewController
e delegate;
= {1d) initWithNibMame: (NSString =)nibhaseOrNil bundle: (NSBundle =)nibBundledriil gorot AlienViewControllerDelegate <NSObjects
{
self rNEBNase  nibNameOrNLL bundle:nibBundleOrNill;
if (s alien identli 23 existing
; ={woid)alien: (A1 LenV Lo t #lview saysIAsHere:(BOOLIbIsHere;
}
}
- (veid)viewbidlosd
{
[super viewDidLoad];
Do any additional setup o ad
}
-(vold)viewWillAppear: (D00L)anisated
{
[super viewWillAppear:anisated]);
}
=(void)viewWil1Disappear: (BOOL)aninated
{
[super viewWiliDisappearianinated];
e r delegate
[ te al enl;
¥
= {void)viewdidunload
{
Isuper viewDidUnload];
/¢ Relesse any retsined
]
- {800L)shouldAutorotateTolnterfaceOrientation: (Ullnterfacedrientation)
interfaceOrientation
{
return (interfaceOrientation == UllnterfacedrientationPortrait);

{1BAct Lon)onSwitchValueChanged: { Ld) sender {
Q f switch changed values get ew value a
UISwitch stheSwitch = sender;
m_bIsAlienSeen = theSwitch, {30n;

noo £ %) | EhenoNien

Figure 2-32. Add the two methods viewWillAppear and viewWillDisappear.
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4 > | B helloAlien helloAlien + [l ViewControlier.m » [[] -alien saysiAmbere = 4 » | [[sMancal » B4 helioAlien helloAlien + |h) AlienViewCa

C. A igh cte ]
7
Sing o ” #import
erfa r i)
Nl pinterface AlienViewController : UIV
pproperty (weak, atomic) ideAlienVie
ion ViewController
e blFindStatus;
oy viewdidLoad jprotecol AlienViewControllerDelegate <NSObjects
{
[super viewDidLoad];
14 P snal setup after loading the view, typically from a nib. identifies itself as existing
} d)alien: (AlienViewCont er slview sayslAsHere:
- (void)viewDidunload i
{

viewDidUnload];
e any retained subviews of the main view.

= (B00L)shouldAutorotateTolnterfaceOrientation: (UlInterfaceOrientation)
interfacedrientation

return (interfaceOrientation != UllnterfaceOrientationPortraitUpsideDown);

// slien identifies itself as existing
voidlalien: (AlienView troller s)view sayslAsHere: (BOOL)blIsHere

\FindStatus.text = (bIsHere) 7 @"Status: whoa, found aliens!™ : @Status: no
aliens found™;

pend [

Figure 2-33. Add code to capture the current switch value when it changes.

22. Finally, you’re in a position to capture the switch value whenever
it's changed. Drag “13 AlienVC.m - add action method content”
inside the curly braces of the onSwitchValueChanged: method so
that the code appears as shown in Figure 2-33.



70

CHAPTER 2: Fundamentals

-

Figure 2-34. Whoa! Found the Alien!

23. You've completed the code modifications for Step 2. Let’s run
the code in the iPhone Simulator to see if you have it all
working! Click the Run button at the top left of the Xcode
window. When the Simulator starts, click Find Alien to go to the
Alien View. Your new switch should be there. Toggle the switch
to On and click the back button (top left of Navigation Bar) to
return to the Main View. Did your Status: text change? Did you
find your Alien? Figure 2-34 illustrates this test sequence.

Step 3: Send Information Out to the Secondary
View (Alien View)

In this section we’re going to demonstrate a common technique for passing
information out to the destination view. In this case, you’re going to add a text
field to your Alien Finder main screen and pass the text on to the Alien’s
universe! Let’s get started.
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7] View Controlle... + | | View Controlle... +  |View Tenmld-swsommmgmuwmm[ D B 8 | % ¢ ©

4

Text Field
Text | Text

Placeholder Say something to the Alien

Background | Background Image 2
Disabled D iv

i i ; Alig = . =
! BorderStyle | 1 OO | = El

Clear Button | Never appears 3
Clear when editing begins
Text Color | EEEER | Default
Font System 14.0 i) B
Min Font Size 173
L~_ﬂ Adjust to Fit
Capitalization | None
Correction | Default
Keyboard | Default
Appearance | Default
Return Key | Default

| Auto-enable Return Key
Secure

¥ Cantrnl

Figure 2-35. Say something to the Alien.

1.

You now want to send a message to the Alien once he tells us
he exists. Drag a text field onto the Main View above the Find
Alien button. Center the text and enter Say something to the
Alien as the Placeholder text (this text informs the user of the
purpose of the Text Field) as illustrated in Figure 2-35.
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Image View - Alien.png
Button - Find Alien
Label - Status will appear here

- HTe - el

& Navigation Item - View
3 Push Segue from Find Allen to Alien View
] Alien View Controller - Alien View Scene
W) First Responder
* L) Alien View Controller - Alien View
[¥] Navigation Controller Scene

W First Responder
* @ Navigation Controller
& Relationship "Root View Controller™ fr

——

Find Alisn

Status will appdar here

Alien View Controlle

Figure 2-36. Control-drag from the Text Field down to the View Controller icon.

2. You now need to assign the View Controller as the Text Field’'s
delegatesothatitcanknowwhentheeditingis d one—so you
can dismiss the keyboard. Control-drag from the “Say
Something to the Alien!” Text Field down to the View Controller
icon right below as shown in Figure 2-36.
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roller” fr,

'\‘ﬂ ...f Storyboard Segues
Push
Modal

View Contr ot

Outlets
deligpte
-

Figure 2-37. Connect to the “delegate” outlet.

3. Inthe drop-down menu, connect it to the “delegate” outlet as
illustrated in Figure 2-37.
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roller wn | 4 P | |jCounterparts » || ViewControlier.h » [l alien]ext

// ViewController.h
// helloAlien
/
/ Created by Stephen Moraco on 12/86/@7.
// Copyright (c) 2012 Iron Sheep Productions, LLC. All rights

/r

#import <UIKit/UIKit.h>
#import "AlienViewController.h"
dinterface ViewController : UIViewController <AlienViewContr
gproperty (weak, nonatomic) IBOutlet UILabel =1blFindStatus;
@property (strong, nonatomic) NSString =alienText;

na

Figure 2-38. Create the property for the string message to the Alien.

4. Next create and synthesize a property for your message string
to the Alien. Go to the ViewController.h file and under the
1blFindStatus property add a new property by dragging “14
VC.h - add alienText property” as illustrated in Figure 2-38. To
synthesize it, go back to the ViewController.m file under the
1blFindStatus synthesis and add the new property synthesis by
dragging “15 VC.m - synthesize AlienText property” into place.
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- (void)prepareForSegue: (UIStoryboardSegue =)segue sender:(id)sender

¢ if ([[segue identifier] isEqualToString:@"ShowAlienView"]) {
[[segue destinationViewController] setDelegate:self];

}

// alien identifies itself as existing

id)alien: (AlienView r =)view saysIAmHere:(BOOL)bIsHere

atus.text = (bIsHere) ? @"Status: whoa, found aliens!" : @"Status: n
aliens found";

#pragma mark ---- <UITextFieldDelegate> Methods

3
- (BOOL)textFieldShouldReturn: (UITextField =)textField
{

// the user pressed the return, so dismiss the keyboard
[textField resignFirstResponder);
return YES;

}

= (void)textFieldDidEndEditing: (UITextField =)textField
{

// Capture the new text from out text field
self.alienText = textField.text;

}

send

Figure 2-39. Controlling the text editing to the Alien.

5.

Whenyouentertext, you needtwosets ofcode—one method
to dismiss the keyboard, and the other to capture the text that
was entered in the text field. You’ll do this with
textFieldDidEndEditing and textFieldShouldReturn delegate
methods that are provided by the UITextFieldDelegate
protocol. All you need to do is to add implementation for both
methods. Staying in the ViewController.m file, drag “16 VC.m -
add Text Editing support methods” as illustrated in Figure 2-39.
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i
// Created by Stephen Moraco on 12/86/97.

ff Copyright {c) 2012 Iron Sheep Productions, LLC. ALl rights reserved.

7
#import <UIKit/UIKit.h>

gprotocol AlienViewControllerDelegate;

@interface AlienViewController : UIViewController

@property (weak, atomic) id<AlienViewController
@property (weak, nonatomic) IBOutlet UlLabel =l ¢
@property (strong, atomic) NSString smessageForflien;
= {IBAction)onSwitchValueChanged: { id) sender;

gate> deleg

@end
@protocol AlienViewControllerDelegate <NSObject>
@required

/7 alien identifies itself as existing
={void)alien: (AlienViewController s)view saysIAsMere:(B0OOL)bIsHere;

gend

=== Test and Run Part 1

01 Storyboard - set segueName

02 AlienVC.h - protacol forward dec

103 AlienVC.h - delegate property

04 AlienVC.h - protocol definition

06 VC.h - import AlienVC header
07 VC.h - show that adheres to prot
08 VC.m - protocol-method conten!
09 VC.m - viewDidLoad content

10 VC.m - prepareForSegue method
11 AlienVC.m - add instance variabl
12 AlienVC.m - add viewAppear/Dis
13 AllenVC.m - add action method
== Test and Run Part 2

14 VC.h - add alienText property

15 VC.m - synthesize alienText prog
16 VC.m - Add Text Editing support

17 AlienVC.h - add messageForAlier

Figure 2-40. The property for the message to the Alien

6. You need to create and synthesize a property, but this time it's
for you to capture the text you’re sending to the Alien. In the
AlienViewController.h file, add a property by dragging in “17
AlienVC.h - add messageForAlien property” as illustrated in
Figure 2-40.
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\

@interface AlienViewController () {
@private // unnecessary, but reminds us!
BOOL m_bIsAlienSeen;

@end

@implementation AlienViewController

@synthesize delegate;

@synthesize lblMessageForAlien;

@synthesize messageForﬂlien:l Q

= (id)initWithNibName: (NSString =)nibNameOrNil bundle: (NSBundle *)nibBundleOrNil
{

self = [super initWithNibName:nibNameOrNil bundle:nibBundleOrNill;
if (self) {

// Custom initialization
}

return self;

}

= (void)viewDidLoad

: [super viewDidLoad];

) // Do any additional setup after loading the view.
={void)viewWillAppear: (BOOL)animated

s [super viewWillAppear:animated];

// preset to switch is off
m_bIsAlienSeen = NO;

Figure 2-41. Synthesize the message to the Alien property.

7.

In the AlienViewController.m file, under the 1b1FindStatus
synthesis, add the new property synthesis using “18 AVC.m
synthesize messageForAlien property” as illustrated in
Figure 2-41.
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Figure 2-42. Create a means for Alien to receive the text.

8. Now you need to create a means to have the Alien receive the
text being written to the Alien. Go to Storyboard and drag a
label onto the Alien View. Center it, make it yellow, and empty
out its text as illustrated in Figure 2-42.
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ginterface AlienViewController : UIViewController

cﬂ;»._\;.r_-.vv_.- {wey atomic) id<AliesnViswCantrallarfsals
@ Insert Outlet or Outlet Col
geoTrTeTYSTYRST,

- (IBActiopions¥itchValueChan

3end

@prbtocol AlienViewControllerDelegate <NSObject>

/f alien identifies itself as existing
={void)alien: (AlienViewContr r =)view saysIAmHer

2end

Can | be seen?

Figure 2-43. Create the new label IBOutlet.

9. You need an outlet for the label you created in step 41, so open
the Assistant Editor and Control-drag from the label to the

header file and drop it below the messageForAlien property as
illustrated in Figure 2-43.
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[ #Fimport <UIKit/UIKit.h>

Connection ( Outlet @protocol AlienViewControllerDelegate;

Object () Alien View Controll, ginterface AlienViewController : UIViewContro

Name IbiMessageForAlien aproperty (weak, atomic) id<AlienViewControll

Type |UNLabel W l"( - (IBAction)onSwitchValueChanged: (id)sender;
Storage  Weak B

] gend
Cancel Connect
@protocol AlienViewControllerDelegate <NSObje

@required
// alien identifies it
-(void)alien: (Alien

2end

Figure 2-44. Name it IbiMessageForAlien.

10. Keep it as an Outlet and name it 1b1MessageForAlien as
illustrated in Figure 2-44.
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[super viewDidLoad];

// Do any additional setup after loading the view.
}
~{void)viewWillAppear: (BOOL)animated

[super viewWillAppear:animated];

// place given text on screen
lblMessageForAlien.text = self.messageForAlien;
}
~{void)viewWillDisappear: (BOOL)animated
[super viewWillDisappear:animated];
// tell our delegate of our ending state
[self.delegate alien:self saysIAmHere:m_bIsAlienSeen];
}
- (void)viewDidUnload
[self setLblMessageForAlien:nill;

[super viewDidUnload];
// Release any retained subviews of the main view.

Figure 2-45. Add code to assign text to your onscreen label.

11. You need to make sure that the viewhWillAppear method will
show the label’s text. Go to the AlienViewController.m file and
drag in “19 AlienVC.m - add viewWillAppear content” as shown
in Figure 2-45 and illustrated here:

-(void)viewWillAppear: (BOOL)animated
[super viewWillAppear:animated];

// preset to switch is off
m_bIsAlienSeen = NO;

// place given text on screen
1bIMessageToAlien.text = self.messageForAlien
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= (void)viewDidUnload
{
[self setLblFindStatus:nill;

[super viewDidUnload);
// Release any retained subviews of the main view.

- (BOOL)shouldAutorotateTolnterfaceOrientation: (UllnterfaceOrientation)
interfaceOrientation

return {(interfaceOrientation != UllnterfaceOrientationPortraitUpsideDown);

= (void)prepareforSegue: (UIStoryboardSegue =)segue sender:(id)sender
if ([[segue identifier) isBQualToString:@“ShowAlienView"]) {
[[segue destinationViewCantroller] setDelegate:self];
[[segue destinationViewController] setMessageForAlien:self.alienText];
}
)

// alien identiffes itself a@i€xisting
~-(void)alien: (ATSenNtewtoRtrcller »)view saysIA=Here: (BOOL)bIsHere
{

WblFindStatus.text = (bIsHere) ? @"Status: whoa, found aliens!™ : @“Status: no
aliens found";

}

Spragma mark -——— <UlTextFieldDelegate> Methods

= (BOOL)textFieldShouldReturn: (UITextField =)textField
{

f/ the user pressed the return, so dismiss the keyboard
[textField resignFirstResponder);
aw o WECS

Figure 2-46. Adjust the prepareForSegue method.

12. Lastly, and this should look quite familiar to you, pass the text to
the Alien View by setting the Alien View property to the value of
the Main View property. Open ViewController.m and scroll
down to the prepareForSegue: method. Drag “20 VC.m - add
prepareForSegue content” placing it within the if statement
after the setDelegate: call as shown in Figure 2-46.
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Figure 2-47. Hello Mr. Alien!

13. You've completed modifying the code. Run the code on the
iPhone Simulator once again to prove that your changes work
as expected. When the Main View appears, enter text into your
new text field. Click Find Alien, and when the new view appears,
there’s your message out in the Alien universe! Figure 2-47
shows what your result should look like.

Congratulations. You’ve just completed adding the code to receive text from the
user, passing it as a string from the source view to the destination view, and
showing it on the destination view when the view appears. Easy, right?

Step 4. Custom Segue

This section demonstrates the ease with which you can substitute a custom
segue you created for the default segue you’ve been using.
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Choose a template for your new file:

A ios
Cand C++ |
e Mt m Objective-C Objective-C cla Objective-C protocol
blecti jective- jective- 55 ject J
Core Data category extension
Resource
Other
& MacOSX
Cocoa
Cand C++ Objective-C test
User Interface case class
Core Data
Resource
Other
IS
Objective-C class
An Dbjective-C class, with implementation and header files.
Cancel Previou Next |

Figure 2-48. A new class for your segue override

1. To create a new view transition for segue use, you now can
simply create a specialized class of UIStoryboardSegue and
override the default perform method. Let’s create the new
derived class by clicking the helloAlien group in the Project
Navigator and pressing 3 +N as illustrated in Figure 2-48. The
new dialog appears. Choose “Objective-C Class” and click
Next.
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Choose options for your new file:

——

Class | CustomAlienSequd

Subclass of | UlStoryboardSegue

Cancel Previous | Next |

Figure 2-49. Name it CustomAlienSegue.

2. Inthe “Choose options for your new file” dialog, enter the name
CustomAlienSegue for your class. Make it a subclass of
UIStoryboardSegue as is illustrated in Figure 2-49. Click Next to
create the class files.
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@interface CustomAlienSegue () {

}

={void) finishedFadeOut;
={void) finishedFadeln;

@end

@implementat

y to do this since we do it every time...)

fix (not the bestiy
view] .backgroundColor = [UIColor clearColor]l; //

ourceViestontroll
t flash white dur

oller] view).backgroundColor = [UIColor clearColor]
during fade in

ack animation

[/ setup ot
[UIView beg ns:nil context:nill; // begins animation block
[UIView setAnimationDuration:8.75); // sets animation duration
[UIView setAnimationDelegate:self]; // sets delegate for this block

[UIView setAnimationDidStopSelector:@selector(finishedFadeOut)]; f/ calls
the finishedFadeOut method when the animation is done

[[self sourceViewController] view].alpha = 2.0; // Fades
the alpha channel to "0.8" over the "9.75" seconds
[UIView commitAnimations]; // ends the block and executes it
}
={void)finishedFadeOut
[[self destinationViewController] view].alpha = 2.8; // ensure

Figure 2-50. Paste the new CustomAlienSegue code.

3. Inthe CustomAlienSegue.m file, delete all the code, leaving just

the comments at the top of the file. Now add your custom
implementation by dragging in “21 CustomAlienSegue.m -
replace implementation” as illustrated in Figure 2-50.
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board.storybo... + [ View Controller - View Scene (3 Push Segue from Find Alien to Alien v.zw] D B B|%| « ©

¥ Storyboard Segue
Identifier | ShowalienView

Sty + Push

Find Alien I :

vill appear here

Figure 2-51. Select the Custom segue type.

4. You need to tell the Storyboard to use your custom segue. So
go to the Storyboard file and select the segue (by clicking the
circle in the middle of the segue arrow between the two View
Controllers). In the Utility area’s Attribute Inspector, change the
Storyboard Segue Style from Push to Custom in the drop-down
menu as illustrated in Figure 2-51.
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S

1 View Controller - View Scene : (1) Push Segue from Find Alien to Alien View | < r~| D B BElw M« O

¥ Storyboard Segue

identifier  ShowAlienView

Style | Custom

Segue Class | CustomAlienSegud

Figure 2-52. Enter your new class name CustomAlienSegue.

5. A Segue Class option appears. Enter the custom segue’s name,
CustomAlienSegue, as illustrated in Figure 2-52.
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Figure 2-53. Custom segue fade.

6. You've completed the modifications for Step 4 of this chapter’s
four steps. Run your application in the iPhone Simulator to see
the result of your latest work. When your application starts, click
Find Alien and watch your new custom segue in action (shown
in Figure 2-53). If the Main View faded out to black, and your
Alien View faded in from black, then you’ve activated the
custom segue correctly. Congratulations!

NOTE: Are you wondering what the custom segue does? We use a couple key facts
to make a quick and simple effect. The UIStoryboardSegue object, upon which
our custom class is based, knows which viewController is going away and which
viewController is going to be shown. Also, to show or hide a User Interface object
(our views), you can adjust its alpha setting. An alpha value of 1.0 is showing, and a
value of 0.0 is hidden. This alpha change can be animated. Using these facts, we
created three methods as follows:
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S

We override the only UIStoryboardSegue method perform. In our perform method,
we tell the leaving view to animate a fade-out (by adjusting its alpha from 1.0 to 0.0
over time). But we also want to fade-in the appearing view, so we tell the animation
to call our finishedFadeOut method when the fade-out is complete. In this
finishedFadeOut method, we tell the view that's going to be shown to do a fade-
in animation (again, by adjusting its alpha this time from 0.0 to 1.0 over time) and
when it's been completed to call our final finishedFadeIn method. In our last
method we simply set our first view, which is no longer showing, back to a faded-in
state. See? Simple!
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Chapter

Storyboarding with
MapView

For your second Storyboarding app, you’ll build a really fun Navigation-Based
Application that uses MapKit and CorelLocation frameworks. You'll use Flickr as
a data source for retrieving photos taken around a specific location and
annotate them on a MapView. The Storyboard topics include setting different
transition types for segues, building Storyboard scenes utilizing MapView and a
static TableView, and initializing segue transitions to other views from
MapView’s callouts. We will also demonstrate several handy programming
techniques, such as dealing with NSURL and parsing some basic JavaScript
Object Notation (JSON) data received from a remote server, which has become
a great deal simpler with the release of iOS 5.

Figure 3-1 is a screenshot of the final app. The left-hand image illustrates the map
zoomed over our location here in Colorado Springs, Colorado. You see a number of
blue pins, indicating images taken near the specified location, that have been
uploaded to our Flickr account associated with this app and that now appear on the
MapView. Selecting the southernmost pin, you see the image titled “Great Sand
Dunes,” which has been parsed from the Flickr server. Clicking the blue chevron
disclosure button, as directed in the app’s Storyboard, takes you to the detail view
of that image with a back button allowing the user to return to the main view. The
image shown is the photo we shot while camping near the famous Sand Dunes in
Colorado, located exactly as indicated on the map. The GPS location of the photo
was automatically captured by my iPhone as we took the picture. We later uploaded
this image to the Flickr site.
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IMG_0840

‘»‘._—_ . ~ —‘J

Figure 3-1. This is the final version of this chapter’s app.

For this exercise, you’ll focus on the Storyboarding aspect, so for now, allow us to
suggest that you simply use our Flickr account and get the hang of the
Storyboarding aspect. Once you do that setting up your own Flickr account will be
trivial. We say this because the learning curve in this app is quite steep, and you
may not want to be distracted about which images, Flickr account, and so on are
being used. There will be enough to occupy your mind as you move through this
very exciting and very cool app.

flickrPhotoMap: A Single View App

We have divided this project into three phases:

Creating a simple MapView scene, setting up the data
connection, and displaying geotagged photos on the map

Creating a secondary scene in Storyboard and making the app
transition to that scene by clicking each annotation callout’s
disclosure button
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Creating a modal segue to an additional scene that lets users
rate the photo once they click on the callout’s thumbnail

In each step we apply the basic Storyboarding techniques from Chapter 2 to a
real-life scenario and we demonstrate how iOS 5 Storyboarding makes dealing
with more complex Ul elements, like MapView and TableView, a lot less
intimidating.

Preliminaries

As with all chapters, here we supply you with all the files and code necessary for
this project. However, we don’t show the images on where to go because they
all reside at http://bit.ly/sMRVAP, as illustrated in Figure 3-2.

Looking at Figure 3-2, arrow 1 shows an image from the video of this chapter
that links to the video, arrows 2 and 3 point to download icons for the Xcode
project and all files necessary for this chapter, including the images and the
DemoMonkey files. If you need more help, go to the forum at http://bit.1ly/
oLVwpY. Before you start, make sure you have downloaded the images and
DemoMonkey files at http://bit.1ly/sMRvAP and that you have them opened up
on your desktop.

002_flickrPhotomapn:
Making flickr and MapKits go with a StoryBoard Flow

Figure 3-2. Videos, code, and files for this chapter
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Before embarking on the three steps, keep in mind that:

In Step 1 you’ll set up the code behind the Storyboard
features you’ll enact in Step 2.

Step 2 will be the Storyboarding.

Step 3 will be a combination of code and Storyboarding as
you tweak our very cool app.

Step 1: Setting Up the Data Connection and
Displaying Geotagged Photos on a Map

In the first step you'll create a single-View scene in which, upon the app start,
you’ll download the information about our geotagged photos from our Flickr
account and display annotations on the map representing locations where the
photos were taken. Note that for this application to run successfully, you must
be connected to the Internet. You can follow along using the API key we have
set up for this book, but if you want to use the Flickr service in your own project
you will need to apply for your own unique API key. You can apply for an API
key online at www.flickr.com/services/api/misc.api_keys.html.

1. Open Xcode, press 31N, and select a Single View Application.
Name it FlickrPhotoMap. Name the Company Identifier
com. storyboarding. We will not use a Class Prefix. Make sure to
select iPhone in the Device Family drop-down and check both
Use Storyboard and Use Automatic Reference Counting, as
shown in Figure 3-3. Once created, save it onto your desktop.
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Choose options for your new project:

|\

Product Name | FlickrPhotoMap|

Identifi
\ Company COm.SLOr Y g

Bundle identifier com.storyboading.FlickrPhotoMag
Class Prefix | XvZ
Device Family | iPhone

@ Use Storyboard
M Use Automatic Reference Counting
Include Unit Tests

k

Cancel | Previous | | Next

Figure 3-3. Start with a Single View Application template.

NOTE: In this app you'll be using MapView and Reverse Geocoding. To use those
features you must link required frameworks to your project. Click the project title at
the top of the Navigation tree. In the target settings on the right, select the Build
Phases tab, open up the Link Binary With Libraries section, and click the plus button
at the bottom. Then, in the pop-up window, search for MapKit, as shown in Figure
3-4, select it in the list, and click the Add button. Repeat the steps again to add the
CoreLocation framework.
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| FlickrPhotoMap * iPhone 5.0 Simulator

FlickrPhotoMap

h AppDelegate h

m AppDelegate m
MainStoryboard storyboard

h) ViewController.h

m ViewControlier.m
Supporting Files

Frameworis

Products

[ FlickrPhotoMap.xcodeproj

Xcode

Choose frameworks and libraries to add

5 FlackePhotodap

A

A Mag

b Target Dependencies (0 lems) ¥ (1105 5.0

= Maple framework
b Compile Sources (3 items) . D e

¥ Link Binary With Libraries (3 it
= Uncie framework

= Foundation. framework

= CoreGraphics. framework

+

» Copy Bundle Resources (2 itesr

Add Other.

Cancel

Figure 3-4. Add MapKit and CoreLocation frameworks to the project.

2.

If the newly added framework files end up outside the project

Navigation tree, drag them into Frameworks group as shown in
Figure 3-5. You also need to drag the Images folder into the

Xcode project. The folder is located in your download pack from

the author's site. Navigate to the Images folder and drag the
entire folder, in as shown in Figure 3-6. Also make sure the box
“Copy items into destination group’s folder (if needed)” is
checked, as shown in Figure 3-7.
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h! ViewControlier.h |, -
m ViewControtier.m || Link Binary With Libraries (5 tems)
» [} Supporting Files || 48 CoreLocation.framework
¥ | Frameworks 'Eﬁmwr.hmm
v\ﬁm.ﬁm || 0 i framework
"ﬁ l!ﬁfmwan.&m
MapKit. framework |
» (3 Headers || I CoreGraphics.framework
» = Uit framework .["' - Drag to reorder
Foundation framework |
» [ Products

Figure 3-5. Move newly added files to the Frameworks folder.

: B FlickePh
(») (W) FickithotoMap , iPhone 5.0 Simulater | | ’
Run Stop Scheme Breakpoints
Wi ® A = » @ |=|< » | [BAickrhooMap
¥ B urgec 05 s0K 5.0 PROJECT 1 Summary Info
¥ | FlickrPhotoMap Brdmacue g o o i

| TARCETS
AppDelegate.m

Figure 3-6. Drag the images for this app into the Supporting Files group.
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21 FlickrPhotoMap xcodepro)

Keode

e o =o08 [z Sramm

Choose options for adding these files:

: ™ Flcurpn
FlickrPhedomiag - e

o 7 = ; Destination ¥ Copy items into destination group's folder (if needed)
™ ApcOeiegate m iy
5t R P SO ¥ 3 Folders () Create groups for any added folders
b ViewControBier.s Create folder references for any added folders
m ViewControler.m '
Supporting Files [ Add to targets o A FlickrPhotoMap
FhckrProtobap -tnfo pit [
foRiar urings o
m mainm g
b PlickrPhotobap-Prefix. pch b
- Framaworas =
Products 1

Cancel ﬂr.h |

Figure 3-7. “Copy images into destination group’s folder...” must be checked

3. Now select both ViewController.h and ViewController.m files
and hit Delete. In the confirmation dialog, click Move to Trash,
not Remove References.

4. You will now create your own main View Controller. Hit 3N and
select the Objective-C class option as shown in Figure 3-8.
Click Next, select the UIViewController subclass, and name it
MapViewController, as shown in Figure 3-9. Do not change any
options. Save it.

FEFEFERER
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[ ik rPhotoMap xcodeprel — B MunSiorybosrd woryboard

imin ® 4 = = 8
] :

e, 9530631
¥ L FlcrPhssoitag.

Y T Mk

Figure 3-8. Create a new Objective-C class.

View Controller

Class | MapViewController

Subclass of | UviewController

|_| Targeted for iPad
| With XIB for user interface

| Previous | [ Next |

Figure 3-9. Name new class MapViewController.
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5. Now go to the MainStoryboard.storyboard file, select the View
Controller icon at the bottom of the main scene as shown in
Figure 3-10, open the Utilities Pane, select the Identity
Inspector, and change the Custom Class to MapViewController.
Save the changes.

¥ap.xcodeproj — ~ MainStoryboard.storyboard "
board.st... B Storyboard.st.. 2 view C 1l kene-Ummeomlerl D Bl B8|l% < ©
¥ Custom Class .
Class [MapViewController  © v |
SR oovcnconroter |
Key Path Ty ViimagePickerControlier nl
UiNavigationController
UlPageViewController
| mierelen(.ri_lhurv\i'umoCom!c_

ainStor

T
¥ Document
Labal [Xcode Specit
x N
Object ID 2
Lock | Inherited - (Nothing)
Notes [ = == - DB

D {} & =

ﬂoo;ms REHE

[ View Controller - A controller that

supports the fundamental view-
management model in iPhone 05,

View Controller

Table View Controller - A controller
that manages a table view.
9 I« -A
that manages navigation through a
= . hierarchy of views.

Figure 3-10. Select View Controller icon at the bottom of the main scene.
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6. Find MapView in the Object Library and drag it to the View
Controller canvas as shown in Figure 3-11.

[ KaKsl "1 Flick Lag e proy ™ tboard storyboard
] | ] [ View Comtroer.. | ) Map View Contralier | View D BiEie &

¥ Custom Class

¥ Unir Defined Runtume ALrdtes

Koy Path  Type Value
+
¥ Documest
2 Laba
¥ § Mapt ramework =
» [ Headens X
Fickrimotobag-into pécit Onjear D 1
InfoPat stnegs Loch | baherited - (Nething)
i - T T R Y e
P PlckrProtobag - Prite peh
»  Framewerss
Produen
by
Acorvusiiay | Dnabled
Trams || Susion Un
Image sel
Suanic Tent
Search Tt
Pyt Sound
Kiryboard ey
b Summary emart
Updates Traquently
B User inberaction £
B O|e|w
i Otiects :
=3 B2 comest ans enabies comtent n
TR | Map View - Duglan magn &
By | provder an embeadible intert

| nevgate map coment

Figure 3-11. Place a MapView onto the main view.

7. Also place an Activity Indicator on top of the MapView as shown
in Figure 3-12, because it may take time to download data from
the Internet, and it would be helpful to see the progress. Center
it towards the top. Then, while it’s still selected, go to the
Attributes Inspector and check the Hides When Stopped option.

101
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MKMapView

Figure 3-12. Drag an Activity Indicator onto the View.
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8. Click the Assistant icon. If Assistant doesn’t display the
MapViewController.h file automatically, you can select it from
Recent Files submenu under the Related Files Options menu (at
the top of the screen divider as circled on Figure 3-13). You'll
now create and connect IBOutlets for your MapViewController
class. Control-drag from MapView onto the
MapViewController.h file and drop it right before @end as shown
in Figure 3-13. Name it mapView.

B (M| | FackrfoeMap | hane 50 Semotate -

=4 T [ [P @
Rl & 4B » B =« e T L ClAsomums - & MugviawCamrsins 5 e batacrn i 0= e 0

% i

w

Figure 3-13. Control-drag from the MapView into the MapViewController.h file to create an IBOutlet.
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9. Repeat the process to create an IBOutlet for the Activity
Indicator and name it activityIndicator as shown in

Figure 3-14.
I
// MapViewController.h
// FlickrPhotoMap
'
/7 Created by Yulia McCarthy on 12/5/11.
/7 Copyright (c) 2011 InspireSmart Solutions, Inc. All rights
reserved.

1

Connection | Outlet 2 #import <UIKit/UIKit.h>

Object ()} Map View Controller @interface MapViewController : UIViewController

Name —  @gproperty (weak, nonatomic) IBOutlet MKMapView smapView;
Type |UlActivityindicatorVie| v | g ®&n¢
Storage | Weak s

Connect

Figure 3-14. Create IBOutlet for the Activity Indicator.

10. To be able to access MapKit features, you must import the
framework’s header. Add #import <MapKit/MapKit.h> and
specify that your MapViewController class is going to implement
the MKMapViewDelegate protocol: add <MKMapViewDelegate> at
the end of the line with class name declaration as shown in
Figure 3-15.

#import <UIKitr‘UIKit._h>
#import <MapKit/MapKit.h>
@interface MapViewController : UIViewController <MKMapViewDelegate>

@property (weak, nonatomic) IBOutlet MKMapView *mapView;
@property (weak, nonatomic) IBOutlet UIActivityIndicatorView *activityIndicator;
@end

Figure 3-15. Import MapKit header files.
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11. Turn off the Assistant. Open the MapViewController.m file. If
Xcode has already created an empty private declaration section
like the one highlighted on Figure 3-16, remove it and replace it
with the code shown in Figure 3-17 (you can also achieve that
by dragging and dropping the DemoMonkey step "01
MapViewController.m Private Declarations + AP| Constants"
right before @implementation). Here you simply declare
constants, variables, and signatures of the methods you need in
this View Controller. You’re going to use these variables and
methods to request and process the data from the Flickr
service. You'll discover what role each of these data members
plays in the following steps. As mentioned earlier, to get access
to the Flickr API, you must supply a unique API key in your web
request. In this case, we also need to provide a user ID,
because we only want to download photos from our own Flickr
account. Both of those constants are defined here.

ii MapViewController.m
// FlickrPhotoMap

/!
// Created by Yulia McCarthy on 5/28/12.

// Copyright (c) 2012 InspireSmart Solutions, Inc. All rights reserved.
!

#import "MapViewController.h"

@interface MapViewController ()

@end

tion MapViewController
e mapView;
e activityIndicator

Figure 3-16. Default private declaration section created by Xcode
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B FlickrPhotoMap.xcodeproj m MapViewController.m

= %
smulator o

ki T |

4+ | [0 FlickrPhotoMap + || MkckrPhotoMap | [l MagViewController.m © No Selection
i

/! MapViewController.m

## FlickrPhotoMap

"

/¢ Created by Yulia McCarthy on 5/28/12.

/¢ Copyright (c) 2012 InspireSsart Solutions, Inc., ALL r
o

#impart “MapViewController.h”

NSString sconst FL y = &
NSS5tring sconst FlickrUserld = @ 70227550aN07";

finterface MapViewController(} 7/ private

gprivate
NSMutableDict lonary sparsedPhotosDictionary;
NSUInteger totalNusberOfPhotos:
NsUInteger updatesCount;

= (vold)searchFlickrPhotos;

= IvoidlpopulateMapWithPhotoAnnotations;

gend

esentation Map¥iewController
E size map¥icw;
gsynthesize activitylndicator:

= {id)initWithNibName: (NSString e)nibNameOrNil bundle:(NSSundle e)nibBundleOrMil
{

f = [super initwWi 1 bundl BundLeOrMill;
elf) {
#7 Custom initislization

return self;

}

Figure 3-17. Add private declaration section.

reserved.,

BElas Eo a =

800 84, ch03_flickerPhotoMap.demoMonkey

ler m Private Declarar + AP Constants

1 02 MagViewControlier.m Methods Placeholders

03 MapViewControlier.m viewDidload

04 PhotoAnnotation b interface

05 PhotoAnnotation.m Implementation

08 MagViewCantrolier.m impost PhotoAnnotation b

0F MagViewControlier.m mapView: viewf orAnnotatson

08 MagViewControlier.m searchflickrPhotos

9 MapViewControlier m saveDaty

10 MapViewControlier m saveCeoCodeData

11 MagViewControlier. m populate MapWithPhotoAnnotation

e PART TWO -

12 ProsoViewController h Add phatoAnnotation Property

13 PhotoViewControllerm viewDidload

14 MagViewControlier. m Other MapView Delegate Protocol Methods

15 MagViewControlier m prepareforSegue.

16 MagViewControlier m viewWaSlADDear

<=e PART THREE ===

17 PnselectionDelegateProtacel b

18 AnSelertianViewControlier.h Irterface

19 PirSelecuionViewController.m Syrthesize Propemies

20 PinSelectionViewControlier.m TableView Delegate and Datasource Methods
21 PhotoAnnatation h Two New Properties

22 ProtoAnngtation m Custam Cetter Method for pinType Property

23 MapViewController.m Add Lekr Callout Button Code

24 MagViewControlier.m onlefrCallioutAccessoryViewTouched

25 MagViewControlier.m Madify prepareforSegue:

26 MagViewControlier.m Modify magView calioutAcces sonControl Taoped
27 MagWiewControlier h import PinSelectionDelegateProtocal h

28 MapViewControlier.m Add Implementation for PinSelectionDelegate Protocol Method

12. To avoid any unexpected problems, add placeholders for the
methods you’ve just declared. Insert the code shown in Figure
3-18 at the bottom of the file right before @end (DemoMonkey
step “02 MapViewController.m Methods Placeholders”). You'll
add implementation for these methods as you move along with

the project.
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ton MapViewContraller
mapView;
activitylndicator;

1 bundle: (NSBundle «)nibd: LleOrNil
o s ann *4, ch03_flickerPhotoMap. demoMankey

L bundle: ledriill; == PART ONE -~
01 MagViewController.m Private Declarations « APl Comstants

[ 02 MagViewControtler.m Methods Placeholders
ebanadh o i 1 03 MapViewController.m viewDidload
4 04 Protodsnstation h Interface
05 PhotoAnnatation.m Implementation
- (veid)viewdidload
{ 0 MagViewControlles m brport PhoteArnatation b
[zuper viewbidloagl; 07 MapViewController.m mapView. viewforAnnotation
/¢ Do sny additional setup after loading the wiew. 08 MagViewController.m SearchilickPhotos
09 MagViewController.m saveData
tvolidlviewDidUnload 10 MapViewController.m saveGeoCodeData
11 MapViewControlier m populate MapWith PhatoAnnatation

- PART TWO ==
nitl: 12 P entroticrh Add Property
T B A 13 PhotoViewControlier.m viewDicLosd
¥ 14 MapViewController.m Other Maghiew Delegate Protocol Methods
15 MapViewController.m prepareForSegue:
(B00L ) sheuldhutorotateTolnterfaceOrientat on: (Ul InterfaceOr tentat ion) inter faceOr Lentat lon 16 MapViewControlier.m viewWilAppear
turn ’ == UlInterfaceDrientationPartrait); == PART THREE -~
5 eturn {interfaceOrientation UllnterfaceOrientationPortrait); 17 PinSelectionDelegateProtocolh
18 PinSelectionViewController.h Interface
#pragea sark - Flickr API Processing 19 PinSelectionViewController.m Symthesize Properties
20 PinSelectionViewControlier.m TableView Delegate and Datasource Methods
21 ProtoAnnstation h Two New Properties
22 ProtoAsnotation.m Custom Cetter Method for panType Propenty
) 3 MagViewController.m Add Left Callout Button Code
24 MapViewCoatroller.m onlefiCalloutArcessoryViewTouched
il R 25 MagViewControiles.m Moddy prepareForSeque
26 MagViewController.m Mogify mapView calloutAccessoryControl Tapped

= [vold)searchFlickrPhotos
i

¥ 27 MagViewControlier h Impon PinSelectionDelegaeProtacol i
28 MagViewController.m Add Implementation for PinSelectionDelegate Protocal Method

= lveid)saveGeoCodeData: (NSData »)data

Figure 3-18. Add methods placeholders.

13. Uncomment the viewDidLoad method if it's commented out and
insert the code shown in Figure 3-19 at the bottom of the
method implementation, right below [super viewDidLoad]; line
(DemoMonkey step “ 03 MapViewController.m viewDidLoad”).
This will tell your MapView to zoom over the specified region
and set its delegate property, which will allow your
MapViewController to receive standard messages from the
MapView during its operation (delegate callbacks). Lastly, in
viewDidLoad you’ll also initiate the search for geotagged photos
on Flickr by evoking the [self searchFlickrPhotos] method
call, which you’ll be implementing shortly.
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MapViewController
apV iew;
activityIndicator;

3 *lnibNameOrNil bundle:(

= {id)initWithNibName
i

}
-1
n region = { {8. . {ew, 00));
itude = 38,311491;
tude = -185.24353;
e = 1.51;
eDeltas = 1.51;
w setRegion:region animated:YES];
tew setDelegaterself]:
lself searchFlickrPhotos)s
}
- id)viewDidUnload
i
ik
}

Figure 3-19. Add viewDidLoad code in MapViewController.m.

dle »)nibBundleOrNil

initWithNibMName:nibNaneOrNil bundle:nibBundledriil];

a.no vs, ch03_flickerPhotoMap.demoMonkey
-= PART ONE
| 01 MapViewController.m Private Declarations + APl Constants
| 02 MapViewController,m Methods Placeholders
| 04 PhotoAnnctation h interface
05 PhotoAnnotation.m Implementation
06 MapViewController.m Impon PhotoAnnotation.h
07 MapViewController.m mapView. viewforAnnotation
08 MapViewController.m searchFlickrPhotos
09 MapViewController.m saveData:
10 MapViewController,m saveGeoCodeData
11 MapViewContratler.m populateMapWithPhataAnnotation
~--- PART TWO --—
12 PhotoViewController.h Add photoAnnotation Property
13 PhotoViewController.m viewDidLoad
| 14 MapViewController.m Other MapView Delegate Protocol Methods
| 1S MapViewContn .m prepareforSegue
| 16 MapViewController.m viewWillAppear
== PART THREE
| 17 PinSelectionDelegateProtocol b
18 PinSelectionViewController h interface
19 PinSelectionViewControlier.m Synthesize Properties
20 PinSclectionViewController.m TableView Delegate and Datasource Methods
21 PhotoAnnotation h Two New Properties

14. If you didn’t leave any steps out, you can run the app, and it will
display the map zoomed over the Colorado Springs area as in

Figure 3-20.

Biae
Colorado
Springs

urity. Widefaid

Figure 3-20. Run the app to make sure the MapView was connected properly.
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15. Now you’re going to create an NSObject<MKAnnotation>
subclass so you can display custom photo annotations on the
MapView. Hit 3N and select the Objective-C class option. On
the next screen make sure NSObject is chosen in the “Subclass
of” section and name it PhotoAnnotation. Save it. Then replace
all the code in the PhotoAnnotation.h file with that shown in
Figure 3-21 (you can drag and drop the code from
DemoMonkey step “04 PhotoAnnotation.h Interface”). Here
you’redeclaring s everal p roperties—three standard ones
(coordinate, title, and subtitle) and four custom properties
that you’re going to use specifically for storing information about
photos represented by the annotations (image, thumbnail,
imageURL, and thumbnailURL). You'll also declared two methods:
a custom initializer to create the PhotoAnnotatation objects
(used to initialize custom properties when annotations are
created) and the updateSubtitle method, which we’ll talk about
in more detail in the next step.

=4 ) Ficrrasattag | ickrProastiap - ([ Motshnsstanan b Laserne

Figure 3-21. Select the code you will replace in PhotoAnnotation.h.
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16. Select the PhotoAnnotation.m file in the Project Navigator and

replace the code in it as shown in Figure 3-22 (DemoMonkey
step "05 PhotoAnnotation.m Implementation"). Most of the code
here is self-explanatory or has descriptive comments. The
method updateSubtitle will be called when user touches an
annotation on the map. It will update the annotation callout’s
subtitle to display the name of the place where the photo was
taken. It’s using the latest iOS 5 feature, reverse geocoder,
which is a part of the CorelL.ocation framework. It provides the
easiest way to reverse geocode a location and get the
information associated with it, called placemark. You create an
instance of CLGeocoder and invoke the
reverseGeocodelLocation:completionHandler: method, from
which you get an array of placemarks, with the most relevant
one being at index 0. You then extract the information you need
from the CLPlacemark object using the placemarkToString:
helper method and update subtitle for that annotation.
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#import “PhotoAnnotation.h"
#import <CorelLocation/Corelocation.hs

@implementation PhotoAnnotation
@synthesize title, subtitle, coordinate;
@synthesize image, thumbnail;
@synthesize imageURL, thumbnailURL;

= {id)initwWit 1 {NSURL =)an thumbnafilURL: {NSURL =)aThusbnailURL
title: (N5String *)aTitle coordinate:({CLLocationCoordinate2Dd)aCoordinate
{

i1 ((self = [super init])) {
self, imageURL = anImageURL;
self.thusbnailURL = aThuabnailURL;
self.title = aTitle;
self.coordinate = aCoordinate;

return self;

; {NSString =)title

return title;

= (UIlmage =)image
{

/7 We don't want to have all the images loaded in memory unnecessarily, so we should
/7 wait to load the image until we actually want to display it
if (Vimage &6 self, imagelRL) {
NSData =imageData = [NSData dataWithContentsOTURL:self.imageURL];
self.irage = [UIImage imageWithData:imageDatal;
}

return image;

-{— {UIImage =)thuabnail

// We don't want to have all the images loaded in memory unnecessarily, so we should
/7 wait to load the image until we actually want to display it
it (!image && self.thusbnailURL) {
N5Data »impgeData = [NSData dataWithContentsOfURL:self.thumbnailURL];
self.thusbnail = [UIImage imageWithData:imageData);

return thumbnail;

}

#pragma mark - Reverse geocode subtitle
#pragma mark -

/f Returns string of "City, State" format if availbale
= (NSString *)placemarkToString: (CLPlacemark *)placemark
{

NSMutableString =placemarkString = [[NSMutableString alloc] init];
i1 (placemark.locality) {
[placemarkString appendString:placesmark. localityl;

if {placemark.administrativeAreal {
if (placemarkString.length > )
[placemarkString appendString:@”, “1:
[placemarkString appendString:placemark.administrativeAreal;

if (placemarkString.length == 8 && placemark.name)
[placemarkString appendString:placesark.name];

return placemarkString;

; {void)updateSubtitle

if (self.subtitle = nil)
return;

// Reverse geocode the annotation's coordinate
CLLocation =location = [[CLLocation alloc] initWithLatitude:self.coordinate.latitude
longitude:self.coordinate. longitude];

CLG: r owg der = [[CL alloc] initl;
[ rever ocation: location cospletionHandler:~(NSArray splacemarks, NSError serror) {
if (placemarks.count > 8] {

CLPlacemark #placemark = [placemarks objectAtIndex:8];
self.subtitle = [self placemarkToString:placesark];

Figure 3-22. Replace the code in PhotoAnnotation.m.
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17. Once you have the PhotoAnnotation class in place, you can
start working on adding annotation to the MapView. First of all,
let's make the newly created class visible to the main View
Controller. Go to the MapViewController.m file and add #import
"PhotoAnnotation.h" to the imports section at the top
(DemoMonkey step “06 MapViewController.m Import
PhotoAnnotation.h”). Now you can implement the
MKMapViewDelegate protocol method in which you'll tell the
MapView how your annotations should look like once you add
them to the map. Add the implementation for the
mapView:viewForAnnotation: method to the end of the file right
before @end as shown in Figure 3-23 (alternatively you can drag
DemoMonkey step “07 MapViewController.m mapView:
viewForAnnotation:”.

- (void)saveData: (NSData =)data

; ® 0 O 31 ch03 flickerpt g
- (vold)saveGeolodeData: (NSData =)data === PART ONE ----
{ | 01 MapViewController.m Private Declarations + API Constants

toa MapViewController.m Methods Placeholders

¥ 503 MapViewController.m viewDidload

= (vold)populateMapWithPhotoAnnotations | 04 PhotaAnnotation.h Interface
{ |;°5 PhotoAnnctation.m Implementation
| 06 MapViewController,m Import PhotaAnnatation.h

} | 07 MapViewController.m mapView: viewForAnnotation i
#pragma mark - MKkMapViewDelegate Protocel 08 MapViewController.m searchFlickrPhotos
#pragma mark - 09 MapViewController.m saveData

10 MapViewController.m saveGeoCodeData:
= (MEAnnotationView «)mapView: (MKMapView =)aMapView viewForAnnotation:|ic<MEAnnotation>)annotation 11 ontroller.m
{ - 5

if {[snnotation isKind0fClass:[PhotoAnnctation classl]) {
ff Use our pin image for annotation, with a disclosure button callout accessory

MEAnnotat ionView sannotationView = (MKAnnotationView =) [aMapView ationVi ifier:@"PhotoAnnotation”];

if {annotationView == nil)
annotationView = [[MKAnnotaticnView allec] initWithAnnotation:annotation reuseldentifier:@PhotoAnnatation”];

annotationView. image = [UIlsage imageNamed:@"BluePin.png™];
annotationView.canShowCallout = YES;

UIButton wdisclosureButton = [UIButton buttonWithType:UIButtonTypeDetailDisclosurel;
annotationView.rightCalloutAccessoryView = disclosureButton;
return annotationView;

}

return nil;

}

Figure 3-23. Add implementation for the mapView:viewForAnnotation: method.
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18. In this step you’ll add implementation for the
searchFlickrPhotos method. Find the empty placeholder for the
method, which was added in step 12, and insert code for it as
shown in Figure 3-24 (DemoMonkey step “08
MapViewController.m searchFlickrPhotos”). In this method you
construct a URL string that will initiate a search request to the
Flickr server (the format of the URL request and available
parameters are provided in Flickr documentation, at
http://flickr.com/services/api/; in our case, we specified
the API key, user ID, geotag option, and response format). Note
that you’re outputting the URL you just built to the console for
testing purposes. In the next couple of lines, you create an
NSURL object with the constructed string and dispatch
synchronous download request for the contents of that URL by
calling the dataWithContentsOfURL: static method on NSData.
Note that the download request is performed in a background
thread—otherwise the Ul may become unresponsive to the
user. Right before the request is sent, start your Activity
Indicator, so you can see the progress. (Upon completion of the
data transfer you’ll invoke the saveData: selector, in which you
parse the JSON data, save it in a usable format, and perform
other necessary operations with the fetched data. This step is
coming shortly.)

JEVE_ ; T, 0, ~{ B 1) 0 % ch03 fickerPhotoMap.demoMonkey
HSURL URLMithString:urlStringll; y - PART ONE
tor(ssveData:) withObject:d T — ]
sceholders

m saveGeoCodeData
olier.m populsteMapWithProtoAnnotation

Figure 3-24. Add searchFlickrPhotos method implementation.
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19. As the result the Flickr server will return a JSON string
containing a list of all the photos for the specified user ID that
have location information associated with them.

20. By now you should be able to run the app and see the URL
string printed in the console window as shown in Figure 3-25.

Figure 3-25. Run the app to check out the URL string you’ve constructed.

21. This step is optional. Select the URL that was printed by the app
as shown in Figure 3-26, paste it into your web browser’s
address bar, and hit Enter. If there were no errors in the URL
string, you should get a response from Flickr similar to the one
shown in Figure 3-27 (on the left: standard unformatted
response, on the right: response in a user-friendly format
formatted for you by the JSONView plug-in). What you
downloaded from Flickr is JSON data. To be able to use the
information stored in it, you must parse it.
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All Output & Clear ) (IO HR (W |

2012-85-29 14:50:11.974 FlickrPhotoMap[20261:11603) URL string: http://api.flickr.com/services/rest/7?
method=flickr.photos.search&api_key=562ce9dc2086e773508d66bed9a7c@6Bhuser_id=78227599@N07&has_geo=1&F
ormat=json&nojsoncallback=1

Figure 3-26. Copy the URL and paste it into a web browser’s address bar.

22. In the JSON sample in Figure 3-27, you can see that the
response from Flickr does not contain the actual image data. To
download the images and get their geospatial data, you need to
extract the information for each image in the “photo” collection
and perform several additional steps. In this case, the most
convenient way to accomplish that is to use a new iOS 5
feature: the NSJSONSerialization class. It’s a native JSON
parser that converts JSON to Foundation objects (usually an
NSDictionary or an NSArray based on the structure of your
JSON document) and vice versa. The
NSJSONSerialization class has a static method called
JSONObjectWithData:options:error. You're going to use it to
turn your Flickr JSON data into an NSDictionary.
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Figure 3-27. Flickr JSON response displayed in the Chrome browser

23. Let's add implementation for the saveData: method mentioned
in step 18. Find its placeholder in the MapViewController.m file
and insert the code shown in Figure 3-28 (DemoMonkey step
"[09 MapViewController.m saveData:").

This method may seem a bit overwhelming at first, but it’s
actually quite simple. Because you saw the hierarchy of the
JSON response in step 19, you know which key in the results
dictionary will get you access to the array of photos you're
interested in. The following code parses the JSON data into an
NSDictionary and saves the array of photo info items stored in it
under photo key into an NSArray for further processing:

NSError *error = nil;

NSMutableDictionary *response = [NSJSONSerialization JSONObjectWithData:data

options:NSISONReadingMutableContainers error:&exrror];
NSArray *photos = [[response objectForKey:@"photos"] objectForKey:@"photo"];
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{voic) saveData: (NSData «idata

NSError serror = nll;
NSDictionary sresponse = [NS)SONSerialization JSOMOb)ectwithData:data options:NSISOWReadingMutableContainers error:berror];
NSArray ephotos = [[response objectForkey:@™photos®] objectForKey:@=photo™l;

totallunber0fPhotos = phOTOS. COUNTS
parsedPhatosdictionary = [MSMutableDictionary dictionaryWithCapscity:totaliusberdiPhotos];
updatesCount = 85

for {NSH photos) {
n;s:nnn -umumstrlnl - INssumg stringWithFormati@™http://farshd. static. flickr. cmt\!f\c S ] Iphatolnto nhjr:unr::rw fara"],
lphetolnfe cbjectForkey g™ server], ject a1, obj yi@"secret'] ]

/4 Construct the URL to where the medium size image is located on Flickr (to zeem to when requested)
NSString ephotolRLString = [NSString stringWithFormatig™nttp://farmeg.static. flickr. con/Ng/% 0. jpg”, [photelnfo objectForKey:@™fara™],
ie eyiaserver’l, objectForkey:a~ia"], IphatolInfo objectFarkey:a™secret”1l;

/f Comstruct the UAL to lacation information where image was taken (for geotagged images)
MNSString wphotoGeoInfolRLString = [NSStrinmg stringWithFormat:@™mttp://apl.flickr.con/services/rest/Taethodsflickr. photos.geo. getlocat ionkapi_keyshdiphoto_Ld=apl
fornatajzonbnejzencallback=1",
FlickraPlKey, [photoInfo objectForkeyig™ie*11;

// Save constructed URLs for later use L
I;mnn!o Object: [NSUAL URL ingit WALString] fndep"’!hmtmlllu T T 10 0 O = ch03. flickerPhotoMap.demoMonkey |
[phatelnfe £ [NSURL LR gupl ingl forkey: s =3 - PART ONE
01 MapViewControlier.m Private Declasations « AP Constants
Ipar tispary forkey: | i1l 02 MapViewContraller.m Methods Placehoiders
/1 Send mmn to get geacede for each phota 03 MapViewContraller.m viewDidlead
_get_global_g H_QUEUE_PRIDATTY_DEFAULT, 8}, ~{ 04 PhotoAnnctation. h Interface
Nwau ou\o = [NSDats sOTUAL : [NSyUAL ingll: 05 PhotoAnnotation.m Implementation
Lself eadids ) ) owi waitUntilDone: YES]: 06 MagViewController.m Import PhotoAnnatation h
¥ i 07 MagViewControlier.m mapView: viewForAnnctation:
} et m searchflickrPhotos

E {vold) saveGeolodeData: (NSData =ldata

r.m odeData
1 M-n(muol er.m populateMapWithPhatoAnnatation

Figure 3-28. Add the saveData: method implementation.

24. In this case, the photos array is an array of NSDictionary
objects. Each dictionary contains information about the photo,
such as ID, farm, server, title, and so forth, from which you can
construct the URLs to retrieve the actual image data and image
geolocation from Flickr.

Note that we use the NSIJSONReadingMutableContainers option
for parsing JSON data. We do this to be able to append
additional information to the parsed objects (like thumbnail URL,
image URL, and geocode).
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25. Getting back to the rest of the saveData: method code: after

parsing the JSON data, initialize the variables declared in step
11 and start enumerating through the array. In this for loop you
simply construct three types of URL strings based on the
attributes stored in each photo info dictionary. You’ll use these
URLs later to load thumbnail, medium size image, and image
geo-spatial data for each photo. The rules for constructing
mentioned URLs are in the Flickr API Documentation at
www. Tlickr.com/services/api/misc.urls.html. Finally, save the
dictionaries containing data about each photo into a
parsedDataDictionary variable. Use photo id string as a key so
later you can update each photo dictionary with geo-spatial
data by simply retrieving it via photo id. The last code block in
the method is almost identical to the one from step 18. Because
the geolocation data of the photos is stored separately on Flickr,
you have to make another API call using the
photoGeoInfoURLString you’ve just constructed for each photo
to retrieve its location data:

dispatch_async(dispatch_get global queue(DISPATCH QUEUE PRIORITY DEFAULT, 0), *{

NSData *data = [NSData dataWithContentsOfURL:[NSURL

URLWithString:photoGeoInfoURLString]];

[self performSelectorOnMainThread:@selector(saveGeoCodeData:) withObject:data
waitUntilDone:YES];

};

Once the data is fully fetched, it will be parsed and saved by
invoking the saveGeoCodeData: method, which you’ll implement
next.
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26. Find the placeholder for saveGeoCodeData: and insert the code
shown in Figure 3-29 (if you’re using DemoMonkey, drag step
"[10 MapViewController.m saveGeoCodeData:" into the method
placeholder). This method is quite similar to the saveData:
method discussed in the previous step, except that in this case
you only need to retrieve two values from the JSON response
(latitude and longitude of where photo was taken). Thus, you
parse the JSON data using the same NSJSONSerialization
class and, if there were no errors, save the geocode values into
the corresponding photo info dictionary retrieved from the
parsedPhotosDictionary variable by photo ID key. Note that the
parsing options this time are set to kNilOptions constant
because you don’t need the parsed objects to be modifiable in
this case.

Once all objects are updated, stop the progress indicator and call
the method that will annotate your photos on the MapView:

if (updatesCount == totalNumberOfPhotos) {
[self.activityIndicator stopAnimating];
[self populateMapWithPhotoAnnotations];

{void) saveGeoCodeData: (NSData #)data

RErOr mii:
crionary eresponse = [NSISONSerislizatio n JSONObjectWithData:data optionsikNilOptions erroriberror];
ror] {

ng wphotold = [lresponse objectForKey:a“photo™] objectForKey:a™id"1:
sphotolatitude = [[[response oaptufon(e 0 | aD)t(lferXt,’ m.u‘-.-.-- ] ebjectForkey:
sphatolongitude = [[[response objectForkey: e ] cn,:clfarl&:y location®] objectForkey

de"1;
tude*1}

NSMutableDictionary sphotolnfo = [pa ebjectForkey:photold]; B N O ¥ ch03_flickerPhotoMap.demoMonkey
[photoInfo setDbject:photolatitude lofKt i - -
[photolnfo setbject:photolongitude fork : === PART ONE =
} 01 MapViewController.m Private Declarations + AP Constants
l[. t == totallusber0fPhotes) } N 02 MapViewController.m Methods Placeholders
tor stopAnimating v roller.m vi
[self popul auﬁan\-unvanuhnq ations]; b gead
} 04 PhotoAnnotation h interface
} | 05 PhotoAnnotation.m Implementation
06 MapViewController.m Import PhotoAnnotation. b
E {void)pepulateMapWithPhotoAnnotat ions 07 MapViewControlier.m mapView: viewF orAnnotation
| 0B MapViewController.m searchFlickrPhotos
) | 09 MapViewControlier.m saveData |
pVewController.m saveCeoCodeData: |
: HEMa e | 11 MapViewControlier.m populateMapWithPhotoAnnotation |
rag X 3

Figure 3-29. Add the saveGeoCodeData: method implementation.
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27. Find the placeholder for the populateMapWithPhotoAnnotation
method and insert the code shown in Figure 3-30 (DemoMonkey
step "11 MapViewController.m
populateMapWithPhotoAnnotation"). In this step you’re adding
the code to annotate your geotagged photos on the MapView. To
accomplish that, loop through the objects you saved into
parsedPhotosDictionary. If latitude and longitude values
aren’t nil, you create a PhotoAnnotation object for that photo,
initialize it with the necessary data from the photo info dictionary
(title, geocode, URLs, and so on), and save it into a temporary
NSArray. Finally you add all created annotations to the MapView.
At this point you no longer need the data stored in the
parsedPhotosDictionary variable, so you free the memory
occupied by it simply by setting its value to nil.

E [void) populatedapWithPhotodnnotations @ 0 O ¥4 ch03_flickerPhotoMap.d
NSMutableArray sphotoAnnotations = [[NSMutableArray allec] initl; o1 Maov ewController.m Private Declarations + APl Constants
) o 02 M antroller.m Methods 3
f N 1 1 [parsedPhotosDictionar
{ur (NSDictionary sphotoDict in [parsedPh ] ary allValues]) 03 MapViewControlier.m viewDidLoad
// Read the image's metadata 04 PhotoAnnotation. h Interface
NSURL sphotoURL = [photoDict cbjectForKey: simageurl™]; N 05 Ph m impl

NSURL sthumbnailURL = [photoDict objectForkKe 'unnn-! lurl®); i 06 M ontrolier.m Impont Photod h
NSString wphotolLat = [photoDict objectForKey:@ itude™); o7 e
NSString wphotoLon = [photoDict objectForKey:@"longi tucc 1: i =

N 08 MapViewController.m searchFlicksPhotos
if (photoLat && photolon) { il 09 MapViewController.m saveData
CLLocationCoordinate2d coord; 10 MapViewController.m saveGeoCodeData

coord. latitude = [photolLat doublevaluel;
coord. longitude = [photolLon doubleValuel;

|11 MapViewController.m populateMa)

NSS ri m; ntl.leuane = [pl\olwkﬂ nb;ectFaney eitle®]; T—
tation sphoto = [([Pho atation ailu:l lnlt\lnhIraceUR! :photoURL thusbng
lphotolnaotatmns addObject: phowl

dinate:coord];

}

if (photoAnnotations.count = @) {
[mapView addAnnotations:photoAnnotations];
}

parsedPhotosDictionary = nil;

}

Figure 3-30. Add the populateMapWithPhotoAnnotation method implementation.

28. You should now be able to see the results of your work as
shown in Figure 3-31. If you click any annotation, a callout
bubble will show up with the name of the photo the annotation
represents.
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Figure 3-31. Build and run the app.

Step 2: Making a Transition to a Secondary Scene
from Annotation Callouts

In the second of your three steps you'll create a secondary scene in Storyboard,
which will display a medium-size image represented by a selected MapView
annotation and the full image name. You’re going to make the app transition to
that scene every time the user clicks the selected annotation’s callout disclosure
button.

1. Chapter 2 showed you how to embed a View Controller into a
Navigation Controller using an Xcode menu. This step shows
you an alternative way of accomplishing the same task. You
can use either, based on your preference. Go the Storyboard
file and drag a Navigation Controller from the Object Library
onto the canvas. Place it to the left of your MapViewController
as shown in Figure 3-32.
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Figure 3-32. Drag a Navigation Controller onto the Storyboard.

2. You can get rid of the default Root View Controller that was
automatically added to the scene by selecting it and pressing
Delete. Additionally, grab the Initial View Controller arrow that’s
pointing to the MapView Controller and drag it onto the newly
added Navigation Controller as shown in Figure 3-33.
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Figure 3-33. Set the Navigation Controller to be the Initial View Controller.

3. Create the rootViewController relationship between the
Navigation Controller and the MapView Controller by Control-
dragging from the Navigation Controller to the MapView
Controller as shown in Figure 3-34. Let it go and select
Relationship — rootViewController from the menu as shown in
Figure 3-35.
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Figure 3-34. Control-drag from the Navigation Controller to the MapView Controller.

wwController

Figure 3-35. Create the rootViewController relationship.
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4. Select the Navigation Controller and in the Attributes Inspector
set its Top Bar to Translucent Black Navigation Bar as shown in
Figure 3-36.

ﬁ?lickf?horemp.x&odeprnj - MainStoryboard . storyboard o

,i n [ Running FlickrPhoteMap on iPhone 5.1 Simulator i E] EI mgm -.‘E,i
N favwnn | Editor Miew Organizer

B [ a) B B wainse T- Seene . Convoller | D B B | ©
¥ Simulated Metrics

Sire | Inferred s
et Orientation | Inferred :
Sautus Bar | Inferred :

—

Bottom Bar | Inferred
¥ Navigation Controller
Sar Visibiliry (¥ Shows Navigation Bar
Shows Toalbar
¥ Mew Costrofler
Titke

identifies
Inisial Scene (¥ 15 Initial View Contralier

Layost || Wants Full Screen
Hedes Bottom Bar on Push
o Resize View From NIB

Transition Style | Cover Vertical

Presentation ¥ Defines Context
Provides Context

D e =

Map View Controller —

e s
W management mogel in iFnone Us.

Table View Controller - A controlier

that manages 2 table view.

i’ Navigation Controller - A controlier
That manages navigation thisugh &
hieraschy of views.

Figure 3-36. Set the Top Bar property of the Navigation Controller to Translucent Black Navigation Bar.

5. Drag another View Controller from the Object Library onto the
canvas. Place it just to the right of the MapView Controller as

shown in Figure 3-37.
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Figure 3-37. Add a new View Controller to the Storyboard.

6. Create a Storyboard Segue by Control-dragging from the
MapView Controller icon to View Controller as shown in Figure
3-38. Release it and choose Push as the segue type from the
menu as shown in Figure 3-39. Select the new segue and set its
Identifier property in the Attributes Inspector to
ShowFullSizeImageSegue as shown in Figure 3-40. Lastly,
double-click the View Controller’s Navigation Bar and set its title
to Selected Photo as shown in Figure 3-41.
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Figure 3-38. Control-drag from the MapView Controller to the new View Controller.
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Figure 3-39. Create Push segue.
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Figure 3-40. Set the segue’s Identifier.
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Figure 3-41. Set the View Controller’s title.
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7. You’re now ready to add the rest of the elements to your new
scene. You're going to need a UIImageView to display the
downloaded Flickr image and a UILabel to show its title. So go
ahead and drag an Image View onto the View Controller's view,
make it approximately 230 points high and 320 points wide, and
position it closer to the top as shown in Figure 3-42.

Selected Photo

a =)

=]

C

@

Figure 3-42. Add an Image View to the scene.

| Image View
Image lv
Highlighted v
State |_| Highlighted
: v View
Mode | Scale To Fill :
Tag 0 .

Interaction || User Interaction Enabled
|_| Multiple Touch

Alpha 1)
Background | =1 | Default 3
Drawing (¥ Opaque | Hidden
¥ Clears Graphics Context
|_| Clip Subviews
@ Autoresize Subviews
Stretching ol 0js)
x Y
1{: 1{:)
Width Height
D {} el =
1l objects EE)

Table View Cell - Defines the
attributes and behavior of cells (rows) in
a table view.

Image View - Displays a single image,
or an animation described by an array of
images.

Text View - Displays multiple lines of
editable text and sends an action
message to a target object when...
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8. Now find a Label in the Object Library and drag it onto the View
as well. Adjust its width and position it below the Image View as
shown in Figure 3-43. You can set its title to Photo Title for
now, just to keep things organized. It will be changed to the title
of the actual photo during runtime. Also set Label properties in
the Attributes Inspector as follows: Font: System Bold of size
18, Text Color: White Color, Alignment: Center. As you probably
noticed, the label is no longer visible on the screen. Click
anywhere inside the main View to select it and change the
background color to Black in the Attributes Inspector as shown

in Figure 3-44.

= MainStoryboard.storyboard

Map on iPhone 5.1 Sim

Bl FEom =)

= Editor View Organizer
boar... £ View C . ) Miew € )|_|View ) |_|Label - Photo Title | D B B|lw e ©
¥ Label
Text Photo Title
Lines 1
Behavior ¥ Enal

Selected Photo

ooo

Baselgft | Align Baselines

Line Bffaks | Truncate Tail

Font | System Bold 18.0 i3] 8
10 |3 ™ Autoshrin|

um Size

Minig
&t Color | 1 | White Color
| W | Default
=1 | Default

fiset 0l
Horizontal

eft

0.
User Interaction Enabled

| Multiple Touch

Interaction |_

ooo

Alpha 15
=1 | Default

Drawing [_| Opaque Hidden

Background

™ Clears Graphics Context
—

0D {} & =

|l objects

[
Label - A variably sized amount of
{ Label static text.

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

Figure 3-43. Add a label to the scene and adjust its properties.
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Figure 3-44. Change the background color of the main View.

9. In this step you're going to create a new UIViewController
subclass, which will control your secondary scene. Hit 3N,
select the Objective-C class option, and click Next. Make sure
the UIViewController is selected in the “Subclass of” section as
shown in Figure 3-45. Name the class PhotoViewController and

save it.
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Choose options for your new file:

A\

Class | PhotoViewController ]
| Subclass of |UiviewControlier v

Targeted for iPad
With XIB for user interface

Cancel Previous ! Next -'|

Map View Controller View Controller - Selected Photo

Figure 3-45. Create a new UlViewController subclass.

10. In the Storyboard select the second View Controller, and in the
Identity Inspector set its class to the newly created
PhotoViewController class as shown in Figure 3-46.
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Figure 3-46. Set the secondary View Controller’s class to PhotoViewController.

11. Click the Assistant icon. If Assistant didn’t display the
PhotoViewController.h file automatically, you can select it from
Recent Files submenu under the Related Files Options menu (at
the top of the screen divider). You'll now create and connect
IBOutlets for your PhotoViewController class. Control-drag
from UIImageView into the PhotoViewController.h file and drop
it right before @end as shown in Figure 3-47. Name it
photoImageView. Similarly, Control-drag from the label and name
the property photoTitlelabel.

133
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Selected Photo

Photo Title

Figure 3-47. Create IBOutlets for PhotoViewController.

12. At this point, you’re done with the Storyboard. You now need at
add a few more lines of code to make everything work. Close
the Assistant and navigate to the PhotoViewController.h file.
Add the forward declaration of the PhotoAnnotation class
"@class PhotoAnnotation;" right before the @interface and
create another property called photoAnnotation as shown in
Figure 3-48 (DemoMonkey step "12 PhotoViewController.h Add
photoAnnotation Property"). This new property will store a
reference to the selected annotation so you can get access to
the data necessary to download and display the actual photo.
Don’t forget to synthesize the new property in
PhotoViewController.m and make the PhotoAnnotation class
visible to PhotoViewController by adding the following code at
the top of the file:
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#import "PhotoViewController.h"
#import "PhotoAnnotation.h"
@interface PhotoViewController ()
@end

@implementation PhotoViewController
@synthesize photoImageView;
@synthesize photoTitlelabel;
@synthesize photoAnnotation;

|m|lm ® A = = 8 |21 < » | [rickePhotoMap ) [ ]FlickrPhotoMap ; [h] PhotoViewController.h ) No Selection
FlickrPhotoMap 1| /7
X 5 1 rarget, 05 SDK 5.1 2l // PhotoViewController.h
3 FlickrPhotoM
¥ [ FlickrPhotoMap 2 ::i coa il
|h| AppDelegate.h 5| // Created by Yulia McCarthy on 5/30/12.
'm| AppDelegate.m & ff Copyright (c) 2012 InspireSmart Solutions, Inc. All rights reserved.

= MainStoryboard.storyboard

SEpETELs #import <UIKit/UIKit.h=>
'm| PhotoViewController.m

h MapViewController.h 11| @class PhotoAnnotation;
m MapViewController.m 13| @interface PhotoViewController : UIViewController
|h| PhotoAnnotation.h 14
lm| PhotoAnnotation.m ® 15| @property (weak, nonatomic) IBOutlet UIImageView sphotoImageView;
s iha Fll # 16| @property (weak, nonatomic) IBOutlet UILabel sphotoTitlelLabel;
P || Supporting Files 17| @property (strong, nonatomic) PhotoAnnotation sphotoAnnotation;
» || Frameworks 18
» [ | Products 19| @end

A O O ¥ ch03_flickerPhotoMap.demoMonkey

=== PART TWO ~--~
| 12 PhotoViewController.h Add photoAnnotation Property

13 PhotoViewController.m viewDidLoad:

14 Map ller.m Other MapView Delegate Protocol Method:

15 MapViewController.m prepareForSegue:
16 MapVie ller.m vi IlAppear:

Figure 3-48. Add the photoAnnotation property.

13. Here you’re going to add implementation for the viewDidLoad
method. Find the viewDidLoad method in the
PhotoViewController.m file and insert the code shown in Figure
3-49. This code will update the Ul so it displays the appropriate
image and title for the annotation that will be passed by
MapViewController right before the segue is performed.
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#import "PhotoViewController.h"”
#import "PhotoAnnotation.h”

@interface PhotoViewController ()

@end

@implementation PhotoViewController

@synthesize photolmageView;

@synthesize photoTitleLabel;

@synthesize photoAnnotation;

= {id)initwithNibMame: (NS5tring »)nibMNameOrNil bundle: (NSBundle =)nibBundleOrNil
{

self = [super initWithNibName:nibNameOrNil bundle:nibBundleOrNill;

it (sern) © 0 0% ch03.flickerPhotoMap.demoMonk
5 // Custom initialization p—yTr—
return self; 12 Photo\ ller.h Add photod ion Property I
} 13 PhotoViewController.m viewDidLoad
- (void)viewDidLoad | 14 MapVi ller.m Other M Delegate Protocol Methods
{ 15 MapViewController.m prepareforSegue:
[super viewDidLoad]; 16 Maph\ dler.m viewWillAppear:

// Do any additional setup after loading the view.
self.navigationController.navigationBarHidden = NO;
self.photolmageView, contentMode = UIViewContentModeScaleAspectFill;"
self.photolmageView.image = self.photoAnnotation.image;
self.photoTitlelLabel.text = self.photoAnnotation.title;

- (veoid)viewDidUnload
{

[self setPhotolmageView:nill;

[self setPhotoTitleLabel:nil);

[super viewDidUnload];

// Release any retained subviews of the main view.

- (BOOL)shouldAutorotateToInterfaceOrientation: (UIInterfaceOrientation)interfaceOrientation
{

return (interfaceOrientation == UlInterfaceOrientationPortrait);
@end

Figure 3-49. Add the viewDidLoad implementation in PhotoViewController.m.

14. In this step you’ll implement two additional MKMapViewDelegate
protocol methods, which you need in order to display the
secondary scene. First, switch to MapViewController.m and
import PhotoViewController.h to make it visible to this class.
Then navigate to the MKMapViewDelegate protocol pragma
section as shown in Figure 3-50.
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\

eno [ FlickrPhotoMap.xcodeproj — 'm| MapViewController.m
(») (m) [ FickiPhotoMap. . iPhone 5.1 Simulator (= [ e ]u
Run Stop Scheme o insuas

[ @interface MapViewControlier)
[0 -searchflickrPhotos

|/Bm|l2t ® A = » B u= | 4 b+ [MFlickrPhotoMap | || FlickrPhotoMap | m| MapViewController.m

FlickrPhoto!
¥ B ) tarpet, 105 sok 5.1
v | FlickrPhotoMap

h| AppDelegate.h
m AppDelegate.m
= MainStoryboard. storyboard
h| PhotoViewControllerh
m PhotoViewController.m
h| MapViewContreller.h

[ -saveCeoCodeData

[ -saveCeoCodeData

[ -populateMapWithPhotednnotations
o @implermentation MapViewController
B magview

3 acriviryindicator

[ -inivwithNibName:bundle

s, Inc. ALL rigl

= MapViewController.
h| PhotoAnnotation.h
m| PhotoAnnotation.m

FLickrAPIKey = @”562¢eDdc2086e773508466bed0) [ -viewDidLoad
FlickrUserld = @°TR227599¢N0T";

[ -viewDidurioad

» [ Supporting Files ant)of pxivate @ -+
] Frameworks
] Products ctionary sparsedPhotosDictionary; Flickr AP1 Processing
: totalNusber0fPhotes: [ -searchFlickrPhotos

er updatesCount;

[ -saveData
[ -saveCeoCodeData:
oid)searchFlickrPhotos: .
}saveGeoCodeData: (NSData =)data; [0 -populateMapWithPhotoAnnotations

void)saveGeoCodeData: (NSData =)data;
o1d) populateMapWithPhotoAnnotations;

[ ~mapViewviewForAnnotation

fen MapViewController

mapView;

e activityIndicator;

nitWithNibName: (NSString elnibNameOrNil bundle: (NSBundle e)lnibBundledrNil

[super
i

initWithNibName: nibNameOrNil bundle:nibBundleOrNill;

os imitiatization

Figure 3-50. Navigate to the MKMapViewDelegate Protocol pragma section.

15. Add implementation for the following two methods right before
@end as shown in Figure 3-51 (DemoMonkey step "[14
MapViewController.m Other MapView Delegate Protocol
Methods"):
- (void)mapView: (MKMapView *)aMapView annotationView:(MKAnnotationView *)view

calloutAccessoryControlTapped: (UIControl *)control
{.7

and
- (void)mapView: (MKMapView *)MapView didSelectAnnotationView: (MKAnnotationView
*view
{.}
The first of the two MapView callback methods gets called when
the user clicks a callout disclosure button. In that case, you
invoke

[self performSegueWithIdentifier:@"ShowFullSizeImageSegue"
sender :photoAnnotation];
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on your MapView Controller, which will perform the Storyboard
Segue created in step 31. This little line of code is all it takes to
initiate a secondary scene transition from a MapView callout. In
the second delegate callback, which happens when the user
selects an annotation on the map, you simply call the
updateSubtitle method on the selected annotation so its
coordinate is reverse-geocoded and the location name is
displayed in the callout subtitle.

#pragma mark - MKMapViewDelegate Protocol
#spragma mark -

= (HMKAnnotationView =)mapView: (MiMapView e)aMapView viewForAnnotation:(id<MiAnnotations)annotation

ton class]]) (
a disclosure button callout accessary

it Hmnnunon isKind0OfClass:
// Use our pin image for anno

MKAnnotat ionView sannotationView = (MKAnnotationView =) [aMapView dequeueReusableAnnotationViewWithIdentifier:@"PhotoAnnotation”];

Lt {annotationView == nil)
annotationView = [[MKAnnotationView alloc] initWithAnnotation:annotation reuseldentifieri@*PhotoAnnotation™];

annotatlonView. isage = [Ullssge isageNased:@"BluePin.png”);
annotatienView. canShowCallout = YES;

UlButton sdisclosureButton = [UIDutton buttorWithType:UIButtonTypeDetailDisclosurel;
annotat ionView. rightCalloutAccessaryView = disclosureButton;
return annotationView;

¥

return nil;

}
= {void)mapView: (HiMapView =)aMapView annotationView: (MAnnotationView =)view calloutAccessoryControlTapped: (UIControl «)control

if (tlview.annatation (sKind0fClass:[PhatoAnnotation class]])
return;

PhotoAnnotation sphotoAnnotation = (FhotoAnnotation s)view.annotation;

[self performSeguenithIdentifier:@”ShowFullsi “ sender tion]; | 8.0 D 5y, ch03_flickerPt
———= PART TWO -—
12 PhotoViewController.h Add photoAnnotation Property
13 PhotoViewControlier.m viewDidLoad

: 4 g 14 MapViewController.m Other MapView Delegate Protocol Methods
z {void)mapView: (MKMapView =)mapView lonView »)view 15 MapViewContraller.m prepareForSegue
if (![view.snnotation isKind0fClass:[Photodnnatation class)]) 16 MapViewController.m viewWillAppear

return;

// Reverse geocode the annotation if needed
PhotoAnnotation cnllut“ﬂnonuun = (PhatoAnnotation »)view.annotation;
Lt (!photoAnnotation.subtitle}
[photoAnnotation updateSubtitlel];
}

gend

Figure 3-51. Implement the remaining MKMapViewDelegate protocol methods.
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Finally, you must pass the selected annotation from
MapViewController to the destination PhotoViewController before
the transition takes place. Do this in the prepareForSegue: method.
Scroll up to the #pragma mark - Flickr API Processing section and
insert the code shown in Figure 3-52 right before it (DemoMonkey
step "15 MapViewController.m prepareForSegue:"). Here you check
the Identifier of the invoking segue, and if it matches the desired
one, you simply set the photoAnnotation property of
PhotoViewController (which is the destination View Controller) to
the sender object, for which, as you remember from the previous
step, you passed the selected PhotoAnnotation object. As a minor
cleanup, you should implement the viewhWillAppear method
(DemoMonkey step "16 MapViewController.m viewWillAppear:]").
Add the following code right before viewDidUnload:

- (void)viewWillAppear: (BOOL)animated {

[super viewWillAppear:animated];
self.navigationController.navigationBarHidden = YES;

= (voidlviewDidUnload
{
it);
icws mair
}
- (BOOL)shouldAutorotateTolnterfaceOrientation: (UlInterfaceOrientation)interfaceldrientation
{
{interfaceOrientation == UllnterfaceOrientationPortrait);
}
(void)prepareForSegue: (UIStoryboardSegue w)segue sender:(id)sender
if ([segue.identifier isEqualToString:@"ShowFfullSizelsageSegue™]) { @ N 0 %y ch03_flickerPhotoMap.demoMonkey
oller »photoVC = [segue destinationViewController]; e AT TIRO) e
12 PhotoViewController.h Add photoAnnotation Property
r -selecteclnnotat ion = (P Annotation =)sender; 13 PhotoViewController.m viewDidLoad
otation = 5el¢ctedlnnntatmn 3
} ! 15 MapViewControlier.m pr epnrefo Segue:
16 Map' ontroller.m
kr AP Processing e

= (void)searchFlickrPhotos
{
[self.activityIndicat startAnimating);

Figure 3-52. Implement the prepareForSegue: method for MapViewController

In this method you set the navigationBarHidden property of the
Navigation Controller to YES, which insures that once you return
from the secondary scene, the Navigation Bar doesn’t cover the
MapView.
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16. Build and run the app. You should now be able to click the
annotation and see the callout with the photo title and the name
of the place where it was taken. If you tap the blue disclosure
button, the secondary view displaying the actual photo will
appear as demonstrated on Figure 3-53.

Carrier =

Carrler = 3:39 AM

Back Selected Photo

Great Sand Dunes @

lorado

Great Sand Dunes

N

Figure 3-53. Implement the prepareForSegue: method for MapViewController.

Step 3: Creating a Modal Scene that Allows the
User to Rate Your Photos

In this third step you’re going to add some fun to your app and let the user
interact with it a bit more. You will create an additional Storyboarding scene,
which is going to contain a very simple static TableView fully created in the
Storyboard. Once the user clicks a thumbnail, which you’re going to add to the
Left Callout Accessory View of the annotation callout, you’ll present a modal
scene with a basic TableView displaying rating choices. When user selects a cell
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in this TableView, the modal View Controller will be dismissed, and the pin color
of the affected annotation will change according to the rating picked.

1. Open the Storyboard. Find a Table View Controller in the Object
Library and drag it onto Storyboard canvas right above the
Photo View Controller as shown in Figure 3-54.

Phone 5.0 Semulator - Bk Sutconded | 1275700 6t 25T AM 'mj & m =1 :_i :
Lehome v shpounts R faine View Organism
| ] l =4 » _::lkhﬁm NichrProtobag .hﬂw.wﬂ .mw storybonrd (nghar) [ Table View Comtrolier Scene. Tabie Virw Controfies -

..-_"

Selected Photo

Photo Title

Figure 3-54. Add a Table View Controller to the Storyboard.

2. You’re now going to use one of the best Storyboarding
features—Cell Prototyping. It makes customizing your
TableView cells a real breeze.

First, select the TableView and change the Row Height in the
Size Inspector to 64. Then drag an ImageView and a label into
the cell as shown in Figure 3-55.
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‘i
i
3

e Ponbon View
—p tieim
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_ = — ;

Figure 3-55. Creating a Prototype Cell.

3. Select the UIImageView and set its Image property to
BluePin.png in the Attributes Inspector and then switch to the
Size Inspector and adjust Image View width and height as
shown in Figure 3-56. Also make the label wider and set its text
to “Decide later.” Re-align the elements if needed to center
them inside the cell. You can leave all other properties as
default.
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I Table... Table... Table View Cell Image View - BluePin.png | < D-I &) BE ¥ || O

v View

Show | Frame Rectangle

! =, R . 20|, 16|+
|_Prototype Cells. | ’ X ¥
19|(; 32|ls
ﬁ Decide later SR R Ly
EHEH:! Origin
: u
I
Autosizing Example
Amrange | Position View b

Figure 3-56. Adjust and position cell elements.

4. Select the TableView and change its Content type to Static Cells
and Style to Grouped as shown in Figure 3-57 (if the height of
the cells shrank back to 44, switch to the Size Inspector and set
it to 64 again). Select the Table View section by clicking on the
striped background at the very top of the Table View (you can
also navigate to it by expanding the Document Outline pane
located on the left side of the Storyboard canvas). Change the
Table View Section Rows and Header properties as shown on
Figure 3-58. Lastly, using the Attribute Inspector, change the
label text and the image for each cell to match the ones shown
in Figure 3-59 (use RedPin.png, GreenPin.png, and
YellowPin.png images respectively).

[ Table View Cont... » { ) Table View Controller Table View | < | D B B |9 +« ©
¥ Table V

Content | Static Cells

':E,_. Sections
t{l_g Grouped

? Decide later Separator | Single Line Etched

I =1 | Default
“ - Selection | Single Selection :

¢ Decide later Editing | No Selection During Editing *

Lid] Show Selection on Touch
H Index Row Limit ojl.

s Decide later

¥ Scroll View

Style | Default

Figure 3-57. Change Table View properties.
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Awesome!

¥
b |
I
I ? Decide later l
| |
| |
8
14

Figure 3-59. Change images and text for the rest of the static Table View cells.
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5. Create a new segue between the MapView Controller and Table
View Controller by Control-dragging from the MapView
Controller icon to the Table View Controller as shown in Figure
3-60. Release it and select Modal for segue type from the menu.
Select the new segue, set its Identifier property in the Attributes
Inspector to ShowPinChoicesSegue, and change its Transition
type to Flip Horizontal as shown in Figure 3-61.

able View Controller

=
Selected Photo

Photo Title

8 IE

Figure 3-60. Control-drag from the MapView Controlier to the Table View Controller.
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i~ Map View Controller Scene ) Segue from UlViewControlier to Table View Controller | < b] K] B P e ©

¥ Storyboard Segue
identifier ShowPinChoicesSegue

Style | Modal
Transition | Flip Honmntfﬂ

Table View Controller

I Selected Photo

Figure 3-61. Set segue attributes.

6. Inthis step you’ll create a new UIViewController subclass,
which will control your Table View scene. Hit 3N, select the
Objective-C class option, and click Next. Make sure
UITableViewController is selected as the Subclass option.
Name the class PinSelectionViewController and save it.

NOTE: Static TableViews designed in a Storyboard can only be used with a
UITableViewController subclass.

7. Inthe Storyboard, select the Table View Controller and in the
Identity Inspector set its class to the newly created
PinSelectionViewController class as shown in Figure 3-62.
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\ard.storyboard (... » [ Table View Controller Scene » () Pin Selection View Controller | < )-l D B 8|9 « ©

¥ Custom Class
Class [PinselectionViewControll O] » )
| ¥ User Defined Runtime Altributes
Key Path  Type Value

+ -
¥ Identity

Label | Xcode Specific Labe
x
Object ID Igd=-Nw-mCx
Lock | Inherited - (Nothing)
Notes || Show With Selection

v B
=
Selected Photo
Figure 3-62. Set the Table View Controller’s class to PinSelectionViewController.
8. Hit 3N and select the Objective-C protocol option as shown in

Figure 3-63. Click Next, name the file
PinSelectionDelegateProtocol, and save it.

1 election View
Choose a template for your new file:

A ios 3

- — [ 1 h

Cand Ce+

User Interface g — J

A Dk Objective-C class UlViewController Objective-C [ Objective-C protocol ]
subclass category

Resource

Other
| B MacOSX
Cocoa

Cand Ces Objective-C test
User Interface case class

. i -
Resource
| Other

h  Objective-C protocol

An Objective-C protocol which includes the <Foundation/Foundation.h> header.
*®

Cancel

[ Neg |

Figure 3-63. Create an Objective-C protocol.
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9. Open the newly added PinSelectionDelegateProtocol.h file and
replace the code in it with the one shown in Figure 3-64
(DemoMonkey step “17 PinSelectionDelegateProtocol.h”). Here
you define AnnotationPinType enum for convenience and a
method, which will be implemented by your MapViewController
class (this method will get called when the user selects the rating
cell in the Table View scene).

™ FlickrPhotoMap.xcodepraj h! PinSelectionDelegateProtocol.h

T | Finished running FlickrPhotoMap on iPhone 5.1 Sim
2

< > By p Fhis o+ [ Pinselec Protocol.h + No Selection

erved.

ano 4 ch03_flickerPhotoMap.demoMonkey
PART THREE

#import <Foundation/Foundation.h>

18 PinSelectionViewControlier.h interface

typede! enum {

BLUE_PIN, 19 PinSel ViewController.m Prope:

gsg_E:IP;i" 20 PinSelectionViewController.m TableView Delegate and Datasource Methods
_PIN, 21 ph h Two New P s

YELLOW_PIN 21 wo New Proge

22 PhotoAnnotation.m Custom Cetter Method for pinType Property
i 23 MapViewController,m Add Left Callout Button Code
il 24 MapViewController.m onLefiCalloutAccessoryViewTouched
@protocel PinSelectionDelegate <NSObject> | 25 MapViewController.m Modify prepareForSegue
| 26 MapViewController.m Modify mapView-calloutAccessoryContralTapped
27 MapViewController b Impon PinSelectionDelegateProtocol.h
d)userDidSelectPinType: (AnnotationPinTypelaPinType; W 28 MapViewController.m Add Implementation for PinSelectionDelegate Protocol Method J

} AnnotationPinType;

@required

Figure 3-64. Add code to PinSelectionDelegateProtocol.h

10. Go to the PinSelectionViewController.h file and replace the
code in it with that shown in Figure 3-65 (refer to DemoMonkey
step “18 PinSelectionViewController.h Interface”). Here you're
creating two properties: delegate and currentPinType. The first
one will be used to notify your MapViewController about user
selection and update its Ul. The second one will be used to
display the current rating of the photo. As always, go to
PinSelectionViewController.m and add @synthesize
statements for both of the properties right below
@implementation (DemoMonkey step “19
PinSelectionViewController.m Synthesize Properties”):

#import " PinSelectionViewController.h"
@in‘éerface PinSelectionViewController ()
en

gimplementation PinSelectionViewController

@synthesize delegate;
@synthesize currentPinType;
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timport <UIKit/UIKit.h>
timport "PinSelectionDelegateProtocol.h"

tinterface PinSelectionViewController : UITableViewController

iproperty (weak, nonatomic) id<PinSelectionDelegate> delegate;
iproperty (assign, nonatomic) AnnotationPinType currentPinType;

tend

800 %%, ch03_flickerPhotoMap.demoMonkey

==== PART THREE ----

17 PinSelectionDelegateProtocol.h

19 PinSelectionViewController.m Synthesize Properties

20 PinSelectionViewController.m TableView Delegate and Datasource Methods
21 PhotoAnnotation.h Two New Properties

22 PhotoAnnotation.m Custom Getter Method for pinType Property

23 MapViewController.m Add Left Callout Button Code

24 MapViewController.m onLeftCalloutAccessoryViewTouched

25 MapViewController.m Modify prepareforSegue:

26 MapViewController.m Modify mapView:calloutAccessoryControlTapped:

27 MapViewController.h Import PinSelectionDelegateProtocol.h

28 MapViewController.m Add Implementation for PinSelectionDelegate Protocol Method |

Figure 3-65. Change the PinSelectionViewController class interface.

11. Scroll to the #pragma mark - Table view data source section
of the code, select everything all the way till @end and replace
the selected code with that shown in Figure 3-66 (DemoMonkey
step “20 PinSelectionViewController.m TableView Delegate and
Datasource Methods”). Note that because you’re using a static
Table View you don’t need to implement any standard Table
View Data Source methods. The only Data Source method we
chose to implement is tableView
willDisplayCell:forRowAtIndexPath:. In this method we simply
set the accessoryType property of the cell, for which the
indexPath.row matches the currentPinType, to checkmark, thus
indicating the current rating of the selected photo. In the
tableView:didSelectRowAtIndexPath: method you notify the
delegate about the row number that was selected by invoking
the method you defined in PinSelectionDelegateProtocol. The
programming technique used here is one of the most common
and most widely used design patterns in iOS development (the
delegate pattern).
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/7 Uncomment the following line to preserve selection between presentations.

7/ self.clearsSelectionOnViewWil LAppear = NO; !_\_d!DB_ﬂI kerPh Man.d Monk

/1 Uncomment the following line to display an Edit button in the navigation
y £/ self.navigationltem, rightBarButtonltes = self.editButtoniten; 18 PinSelectionViewController.h Interface
19 hnklﬂ!mﬂ\ﬂmﬂtmrdkr S\mlhuuxe Properties

E {void)viewDidUnload 20 bonV! I d D e Methods

lsuper viewDidUnload): AnNOt: Getter
S RALAATE 857 CRER LR Saekas o T in . 22 Phot ation.m Custom Method for pinType Property

/1 e.g. self.myOutlet = nil; 23 MapViewController.m Add Left Callout Button Code
} 24 MapViewController.m onlefiC Touched:
1 25 MapViewController.m Modify prepareForSegue
I (0oL} shouldAutorotateTolnterfaceOrientation: (UlInterfaceOrientation) interfacedl 5 MapViewControllesm Modify mapView calloutAccessoryControl Tapped:
return (interfaceOrientation == UllnterfaceOrientationPortrait); 27 MapViewController.h Import PinSelectionDelegateProtocol.h

#pragma mark - Table view data source
= (void)tableView: (UITableView =)tableview willDisplayCell: (UITableViewCell s)cell forRo

if (indexPath.row == curl’t!\tl‘lnl’ynt]
cell.accessoryType = UL ell € ki

#pragma mark - Table view delegate

= (vaid) leVi {UITableView »)tabl didSelectR 1 Path: [ ath =)

[self.delegate userDidSelectPinType: indexPath. row];

gend

Figure 3-66. Replace the TableViewDelegate and TableViewDataSource methods.

12. Go to the PhotoAnnotation.h file. First add #import
PinSelectionDelegateProtocol.h right above the @interface.
Then create two new properties as shown in Figure 3-67
(DemoMonkey step “21 PhotoAnnotation.h Two New
Properties”). In PhotoAnnotation.m add synthesize pinType
property only. You don’t need to synthesize the
annotationViewImageName property here because it's readonly,
and you’re going to specify a custom getter for it in the next
step.

f// PhotoAnnotation.h
f/ FlickrPhotoMap

/4 Crested by Yulia McCarthy on 5/29/12.
ff Copyright (c) 2012 InspireSmart Solutions, Inc. ALl rights reserved.

=== PART THREE
:Impurt ‘;au:u?:;unfgu:duxon,hr 17 PinSelectionDelegateProtocol.h
mport <MapKit/MapKit.h> e
#inport “PinSelectionDelegateProtocol,h® A5 P SEcHOR ORI IosTack
19 PinS ontroller.m Synth
@interface PhotoAnnotation : NSObject <MMAnnotation> 20 Pin5 L .m TableView Delegate and O Methods

h Two New Propertie
zz PhotoAnnotation.m Custom Getter Method for pinType Property

/7 MKAnnotation properties

praperty (nonatomic, copy) NSString etitle;
gpronerl: {nonatomic, copy) “55"“3 ssubtitle; 23 MapViewControlier.m Add Left Callout Button Code
@property (mnonatomic, assign) CLLocationCoordinate2Dd coordinate; 24 MapViewController.m onLeftCalloutAccessoryViewTouched
25 MapViewController.m Modify prepareForSegue:
// Other properties i i
@property (nonatomic, strong) Ullmage »image; :g Wm:"'hmlﬂm'v.'“wmmc“wmu::"dhpm'
@property (nonatomic, strong) Ullmage sthuzbnail; - er.h import e
@property (nonatomic, strong) NSURL =imageURL; 28 ontroller.m Add Implementation for PinSelectionDelegate Protocol Method

@property (nonatomic, strong) NSURL »thumbnailURL;
@property (nonatomic, assign) AnnotationPinType pinType;
@property (nonatomic, readonly) NSString sannotationViewImageMame;

= {id)initWithImageURL: (NSURL =)anlmageURL thumbnailURL:(NSURL =)aThusbnailURL title:(NSString =)aTitle coordinate:(CLLocationCoordinate2D)aCoo
= (void)updateSubtitle;

@end

Figure 3-67. Modify the PhotoAnnotation.h file.
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13. Add the getter method for the annotationViewImageName
property as shown in Figure 3-68 (refer to DemoMonkey step
“22 PhotoAnnotation.m Custom Getter Method for pinType
Property”). In this method you define the image name for
annotation View based on its type, which will be set when the
user rates the photo represented by the annotation. The default
image for unrated photos will be BluePin.png.

#import "PhotoAnnotation.h”
#import <CoreLocation/CorelLocation.h>

@isplementation PhotoAnnotation

@synthesize title, subtitle, coordinate
nthesize image, thumbnail

nthesize imageURL, thumbnailURL;
@synthesize pinType;

= {id)initWithImageURL: (NSURL =)anImageURL thumbnailURL:(NSURL =)aThumbnailURL
title: (NSString »)aTitle coordinate:(CLLocationCoordinate2D)aCoordinate

if ((self = [super init])) {
self.i = anlmageURL;
self L = aThumbnailURL;
self itle;
self e = aCoordinate;

return self;

(NS5tring =)annotationViewImageName

0 %% ch03_flickerPhotoMap.demoM
sutteh (xe 1t pinType) € | 800 A ch03_flickerPhotoMap.demoMonkey |
case B8: ---- PART THREE ---- :
return @'BluePin.png"; 17 PinSelectionDelegateProtocol.h
break; 18 PinSelectionViewController.h Interface
case 1: _ 19 PinSelectionViewController.m Synthesize Properties
return @"RedPin.png"; . = :
break; 20 PinSelectionViewController.m TableView Delegate and Datasource Methods
case 2: 21 PhotoAnnotation.h Two New Properties
return @'GreenPin.png"; | 22 PhotoAnnotation.m Custom Getter Method for pinType Prope
D;f“: 23 MapViewController.m Add Left Callout Button Code
:Mere;urn @"YellowPin.png"; 24 MapViewController.m onl.e.ftCalfuutMassurY\hchuuched:
break; 25 MapViewController.m Modify prepareForSegue:

default: 26 MapViewController.m Modify mapView:calloutAccessoryControlTapped:
break; 27 MapViewController.h Import PinSelectionDelegateProtocol.h

} 28 MapViewController.m Add Implementation for PinSelectionDelegate Protocol Method

- (NSString #)title
{

return title;

Figure 3-68. Add the getter method for the annotationViewlmageName property.

14. You need to modify a few things in the MapViewController
class. First go to MapViewController.m and import
PinSelectionViewController.h at the top of the file.

15. To add a button with a photo thumbnail, add the code shown in
Figure 3-69 at the end of the mapView:didSelectAnnotationView:
method implementation (use the code from DemoMonkey step
“[28 MapViewController.m Add Left Callout Button Code”).
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= {vold)mapView: (MEMapView =)aMapView annotationView: (MEAnnotationView s)view calloutAccessoryControlTapped: (UIControl =)control
i

i1 {tiview.annotation isKindOfClass: [Photodnnotation class]))
return

8.00

17 PinSelectionDelegateProtocol b
lself perfornSeguedithldentificr: @~ ShowFullSizel we™ r fenl; 18 PinSelectionViewController h Interface
¥ 5] ontrolier.m

PhotoAnnotation ephotoAnnotation = (PhotoAnnotation e)view.annstation;

20 PinSelectionViewController.m TableView Delegate and Datasource Methods
21 PhotoAnnctation h Two New Properties
R ﬂ!mw\nmm Cuslw Cetter Method NN pn'rm Property

n Add Left Callout Butt

it (1 lview. annotation §sKind0fClass: [PratoAnnatation elass])) 24 MapviewContoler m onCARSAALE OV EVTONRTES

vold)mapView: (MKMapView s)map¥iew didSelectAnnotationView: (MKArnotationView »)view

return; 25 MapViewController.m Modify prepareforSegue:
26 MapViewController.m Modify mag!
/f Reverse geocode the annotation if needed 27 MapViewControtierh Import P\nsele(benbﬂe“mxu_h
PhatoArnotat lon ‘mhlnnuatlen = (PhotoAnnotation e)view.annotation; B MapViewController m Add for Protocol Method
i1 (!photoAnnotation.subt i . - -

e)
[photoAnnotation updatesubtitiel;

Af (lview. lafltl\lwtk:nnry\';sﬂ 1

i u allec) ¢ 0, 0.9, 48.0, 32.001;
[LleftViewButton uﬂtrnet-ul! lonLeftCall ) forco 1UIC
leftViewButton.tog =

wiew. leftCall y¥iew = left

¥

gend

Figure 3-69. Modify the mapView:didSelectAnnotationView: method.

16. When the thumbnail is touched, the
onLeftCalloutAccessoryViewTouched: method will be called.
Add implementation for this method as shown in Figure 3-70
(DemoMonkey step “[24 MapViewController.m
onLeftCalloutAccessoryViewTouched:”). In this method you
invoke your second Storyboard Segue with the
ShowPinChoicesSegue Identifier, which will present a modal Table
View Controller designed in the Storyboard.

= (void)mapView: (MKMapView »)mapView didSelectAnnotationView: (MXAnnots — s
t e 0.0 _*.ch03 flickerPhotoMap. demoMonkey
if (!(view.annotation isKindOfClass:[PhotoAnnotation class]]) ———- HREE ----
return;

417 Hnﬂk{!mlkl(galmomd h
118 ontroller b Intert;
19 PinS .m Synthesize Prop
20 PinS 2 m TableView Delegate and Methods
| 21 PhotoAnnotation.h Two New Properties
| 22 PhotoAnnotation.m Custom Getter Method for pinType Property
f (v ftlallouth ryView
> (Uléz‘:t:: vl:fl:?h;z:::: : EQIIJ;B:! ton alloc] initWithFrame:CG 23 MapViewController.m Add Left Callout Butten Code
[leftviewButton setBackgroundImage:photoAnnotation. thusbna il IRl S eftCalloutAccessoryViewTouched
[leftViewButton addTarget:self action:@selector{onLeftCallouti 25 MapViewController.m Modify prepareForSegue:

leftViewButton.tag = 1; 1 26 Map m Modify map ontrolTapped:
view.leftCalloutAccessoryView = leftViewButton;

// Reverse geocode the annotation if needed

PhotoAnnotation sphotoAnnotation = {PhotoAnnotation »)view.annotl

if (!photoAnnotation.subtitle)
[photoAnnotation updateSubtitlel;

) 127 ontroller.h Import Pi i gateProtocolh
} | 28 MapViewController.m Add for Pi Protocol Method
I {void}onLeftCall LAl hed: {
PhotoAnnotation sel ion = (P ation =) [mapView.sel ions obj 1
[self perfor ifier:e PinChoi sender:selec ionl;
@end

Figure 3-70. Add implementation for the onLeftCalloutAccessoryViewTouched: method.
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17. Modify the prepareForSegue: method by inserting additional
code at the end of the method implementation as shown in
Figure 3-71 (use DemoMonkey step “25 MapViewController.m
Modify prepareForSegue:”). Here you add a condition for the
second segue, where you set the
PinSelectionViewController’s delegate and pass the current
pin type of the selected annotation, so the correct Table View
cell is marked.

- {B00L) shouldAutorotateToInterfaceOrientation: (UIlnterfaceOrientation) interfacedrientation
{
n {interfaceOrientation == UllnterfaceOrientationPortrait); ann 3, ch03_flickerPt
}
| ==== FART THREE

| 17 PinSelectionDel eg.llevrmocol h

18 PinSelectionViewController.h Interface
19 PinSelectionViewController.m Synthesize Properties
20 PinSelectionViewController.m TableView Delegate and Datasource Methods

= {void)prepareForSegue: (UIStoryboardSegue =)segue sender:|id)sender

er isEqualToString:@"ShowFullSizel ve"]) {

ler »photoVC = [segue des

22 PhotoAnnotation.m Custom Getter Method for pinType Property
23 MapViewController.m Add Left Callout Button Code
24 MapViewController.m onl.tflC:llomﬂ:ccssUfW ewTouched

Photod -ielcueaﬂnnomuon = (PhotoAnnotation s)sender;
photeVC.phatol At = selectedAnnotation;

trollerl; "'1 o Tae Haw Prop

if {[segue.identifier isEqualToString:@"ShowPinChoicesSegue™]) {
26 MapViewController.m Modify mapView call |6ul’.ﬂ!(¢ ssoryControlTapped

oller «pin¥C = [segue destinationViewController]; 27 MapViewController.h Import PinSelectionDelegateProtocol.h
28 MapViewController.m Add Implementation for PinSelectionDelegate Protecol Method

=selectedAnnotation = {(Phot
Type = selectedAnnotation.p
self;

ion =)sender;

Figure 3-71. Modify the prepareForSegue: method.

18. Scroll to mapView:viewForAnnotation: and replace each
occurrence of the string @"PhotoAnnotation” and
@"BluePin.png" with the following expression (as shown in
Figure 3-72):

((PhotoAnnotation *)annotation).annotationViewImageName

There should be a total of three replacements. You’re doing this
to distinguish the annotations with different ratings. Because the
annotation Views are being constantly reused by the MapView,
you must specify a unique reuseldentifier for each pin color. In
this case the name of the pin image is perfectly suitable to be
used as reuseldentifier. Because the default pin type is
BLUE_PIN = 0, each annotation will display blue by default.
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Fprages sark - MKMapViewDelegate Protocol
#proges mark -

= [(MEAnRotationView =)mapView: (MKMapView #) viewF fon:i tions) don

if {(annotation LsKindOfClass:(Phot
/ Use our pin image for annota

nnotation class])) {
on, with a disclosure button callout accessory

MEAnnotationView sannotationView = [(MEAnnotationView ) [aMapView dequeucReusableAnnotationViewWithldentifier: [{PhatoAnnotation =)annotation).
annotationViewInngeMase);

i (annotationView == nil)
annotationView = [[MdAnnctationView alloc] initWithAnnotation:annotation reuseldentifier:(( ticn =) JannatationV.

annotationView, isage = [Ullmage (e ion annotationV. 5
annotationView.canShowCallout = YES;

UIButton wdisclosureButton = [UlButton buttonWithType:UIButtonTypeDetailDisclosurel;
annotationView, rightCalloutAccessoryView = disclosureButton;

return annotationView;

¥

return nil;

H

Figure 3-72. Modify the mapView:viewForAnnotation: method.

19. To make sure the right segue gets performed when one or the
other Callout Accessory View is touched, replace the last line of
code in the mapView: calloutAccessoryControlTapped: method
with the one shown in Figure 3-73 (DemoMonkey step “[26
MapViewController.m Modify
mapView:calloutAccessoryControlTapped:”).

#pragma mark - MKMapViewDelegate Protocol
#pragma mark -

= (MKAnnotationView =)mapView: (MKMapView »)aMapView viewForAnnotation:{ic<MKAnnotation>)annotation
{

it {[annotation isKindOfClass: [PhotoAnnotation class]]) {
1/ ee our PSS 1 ch03 flickerPhotoMap.demoMonke
MKAnnotationV FAR -
annotationW 17 PinSelectionDelegateProtocol.h
18 PinSelectionViewController.h Interface

19 PinSelectionViewC D S

tationViewWithIdentifier: ((PhotoAnnotatio

if {annotation¥

annotation¥ .o o ctionVi ller.m TableView Delegate and D T

annotat 1onv.1.eul 21 PhotoAnnotation.h Two New Properties PViewImageName];
annotat ionViews 22 PhotoAnnotation.m Custom Getter Method for pinType Property
.| 23 MapViewController.m Add Left Callout Button Code

k24 MapViewC m onLeftCalloutA y
25 MapViewController.m Modify prepareforSegue

gntifier: ((PhotoAnnotation =)annotation).

UIButton wdiscl
annotationVie

return annotatd 27 map .h Import

} 28 MapViewController.m Add Implementation for PinSelectionDelegate Protocol Method

return nil;

= (void)mapView: (MKMapView =)aMapView annotationView: (MKAnnotationView =)view calloutAccessoryControlTapped: {UIControl =)control

if (![view.annotation isKind0fClass:[PhotoAnnotation class]])
returng

PhotoAnnotation sphotoAnnotation = {PhotoAnnotation =)view.annotation;

if (control.tag == @) {

[self performSegueWithIdentifier:@"ShowFullSizelmageSegue” sender:photoAnnotation];
} else {

[self onLeftCall A yView controll;

}

Figure 3-73. Modify the mapView:calloutAccessoryControlTapped: method.
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20. Now go to the MapViewController.h file and add an import
statement as shown in Figure 3-74. Also add a comma and add
PinSelectionDelegate in the angle brackets of the class
declaration.

7

// MapViewController.h

// FlickrPhotoMap

7

// Created by Yulia McCarthy on 5/28/12.

// Copyright (¢) 2012 InspireSmart Solutions, Inc. All rights reserved.
//

#import <UIKit/UIKit.h>
#import <MapKit/MapKit.h>
#import "PinSelectionDelegateProtocol.h"

@interface MapViewController : UIViewController <MKMapViewDelegate, PinSelectionDelegate>
@property (weak, nonatomic) IBOutlet MKMapView *mapView;

roperty (weak, nonatomic) IBOutlet UIActivityIndicatorView #»activityIndicator;
@end

Figure 3-74. Import PinSelectionDelegateProtocol.h in MapViewController.h.

21. Finally, implement the PinSelectionDelegate Protocol method
as shown in Figure 3-75 (drag DemoMonkey step “28
MapViewController.m Add Implementation for
PinSelectionDelegate Protocol Method”). This method gets
called when user selects a cell in PinSelectionViewController’s
Table View. Here, you change the pin type based on the
received rating, remove the selected annotation from the
MapView, and add it back in to force its annotation View to
reload. Last, dismiss the modal PinSelectionViewController.
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= [void)populateMapWithPhotoAnnotations
NSMutableArray sphotoAnnotations = [[NSMutableArray allec] init];
for (NSDictionary wphotoDict in [parsedPhotosDictionary allValues])
{

// Read the image's metadata

NSURL sphotoURL = [photoDict objectForKey:@"mediumimageurl®];
NSURL wthumbnailURL = [photoDict objectForKey:@"thumbnailurl™];
N55tring wphotoLat = [photoDict objectForKey:@"latitude”];
NSString photoLon = [photoDict objectForKey:@"longitude"];

it (photoLat && photoLon) {
CLLocationCoordinate2D coord;
coord. latitude = [photoLat doublevaluel;
coord. longitude = [photoLon doubleValuel

17 PinSelectionDelegateProtocol.h
18 PinSelectionViewController.h Interface

NSString «fileName = [photoDict objectForK 19 PinSelectionViewController.m Synth P
PhotoAnnotation wphoto = [[PhotoAnnotatioR 20 PinSelectionViewC ller.m TableView Delegate and D
; [photoAnnotations addObject:photol; 21 PhotoAnnotation.h Two New Properties
} 22 PhotoAnnotation.m Custom Getter Method for pinType Property
23 MapViewController.m Add Left Callout Button Code
if (photoAnnotations.count > @) { » 24 MapViewController.m onLeftCalloutAccessoryViewTouched:
[mapView addAnnotations:photoAnnotations]; 25 Map iler.m Modify rSegue:
26 MapViewController.m Modify mapView:calloutAccessoryControlTapped:
parsedPhotosDictionary = nil; 27 MapViewController.h Import PinSelectionDelegateProtocol.h

28 MapViewController.m Add Implementation for PinSelectionDelegate Protocol Method

~(void)userDidSelectPinType: {AnnotationPinType)aPin
{

PhotoAnnotation eselectedAnnotation = (PhotoAnnotation =) [mapView.selectedAnnotations objectAtIndex:®];
selectedAnnotation.pinType = aPinType;

[mapView r ation:sel d ionl;

[mapView addAnnotation:selectedAnnotation];

[self.navigationController dismissModalViewControllerAnimated:YES];

}
Figure 3-75. Add the implementation for PinSelectionDelegate Protocol method.

22. Build and run. Congratulations! You should now be able to see
the screens as shown in Figure 3-76 when you click the left or
right callout accessory View.
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Figure 3-76. Final look of the app.



-

Chapter

Building a Utility
Application

So far in this book you've built two Single View Applications with Storyboards. In
Chapter 2 you built AlienView and in Chapter 3 you built FlickrPhotoMap. We are
now moving forward, and you're going to build a Utility Application using
Storyboards. You typically use Utility Applications when you want to create
easy-to-use apps that consist of two pages: a one-page Main View and a
second View that comes with a flip animation transition. The Utility Application
sets up these two pages with two essential buttons: an Info button and a Done
button. The Info button flips the user from the Main View to the Flipside View,
and the Done button flips the user back to the Main View.

You may not know it but you’re probably very familiar with a Utility application
that comes with your iPhone, and that is the Weather app, shown in Figure 4-1.
The Weather app is a perfect example of a Utility Application in the sense that it
optimizes a simple task that requires a minimal amount of user interaction.

The Utility Application is also one of three special templates in that it, along with
the Navigation-Based Application and the Window-Based Application, are the
only three project templates that offer the option to automatically include
support for Core Data. Furthermore, the Utility Application is one of the most
extensive templatesin Xcode—it implements a fully working Utility Application
right at the get-go.

We introduce the Utility Application with Storyboarding by coding a very cool
app that teaches musicians when to select a particular scale for a particular
genre or mood. It displays finger notations on both acoustic guitar and electric
guitar fretboards, along with accompanying sounds for each scale.

159
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Local Weather 7 5 S
Colorado Springs
Hourty

73° 4

FRIDAY @® FRIDAY

Local Weather 7 5 o
Colorado Springs
73°4

®
SATURDAY ® [ ]
SUNDAY ]
MONDAY - 7:00 PM ]
TUESDAY 8:00 PM
WEDNESDAY @

@1 Undated 11612 425 PM (i ]

9:00 PM

o!

£ -

Figure 4-1.The Weather app that comes along with the iPhone is probably the most famous and most
used Utility Application.

utilityScales: A Utility App

Let's first talk about our utilityScales design decisions: We chose to illustrate
the use of the Utility Application template by creating an application with which
you can hear various scales on both acoustic and electric guitars. We chose
eight musical scales to demonstrate this concept.

We needed to display a list of scales and the genres and moods each scale
would be associated with. With this in mind we decided to use the Table View
already present in the Flipside View Controller to list the scales. We also
selected the Subtitle layout for the table cells so that we could show both the
category of each scale as well as its name. We chose the iPad layout because it
gave us more room for the scale-fingering images. We created the assets for the
program, which consisted of 8 scales each for two guitars, 16 associated scale-
fingering diagrams, a smaller image of each guitar for the play buttons, a loading
(or Default) screen, an application icon, and more. It meant a total of 16 audio
recordings and 23 graphic files in all.

We decided to make the user interface somewhat nonstandard in that we
wanted to have play/stop buttons for each guitar type. They both needed to
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have identical functionality, so we encapsulated their functionality in a dedicated
PlayButtonclass. Toincorporate the audio playback functionality—which
consists of special configuration and methods to load the files, start and stop
playback ofeach,andsoon—we chose to encapsulate this functionality in its
own class (an object with its own .h/.m files).

Lastly, we have eight scales, each with two audio files, two images, a title, and a
description—all of which we chose to store in instances of a new Scale class
(also an object with its own .h/.m files). This lets us have eight initialization
statements instead of having to initialize many different arrays with each of
these attributes.

In the Storyboard file we set up the initial background of the main display, the
Navigation Bar for the display with its custom colors, and a semitransparent
“pad” on which we placed the two play buttons programmatically. On the
flipside portion of the Storyboard, we configured and named the single dynamic
cell template and we configured the title bar coloring and text.

We have divided this project into different phases: one for setting up the project
in Xcode, one for setting up the Storyboard, and two for coding. They are as
follows:

Setup: Setting up with the template, adjusting the project
settings, dragging in the assets, and adding the frameworks.

Prepping the Storyboard: In the Main View and Second View,
you’ll be tweaking the Navigation Bars, the colors and buttons
and so forth, and adding UIImagesViews, UITableViews, and
the landing Views.

Coding the Main ViewController. Coding and connecting.

Preliminaries

Similarly to Chapters 2 and 3, we supply you with all the files and code
necessary for this chapter at http://bit.1y/sMRvAP as illustrated in Figure 4-2.
Again, as always, take the time to clean up your desktop and download all
image and audio files to your desktop, and you're ready to roll. If you need more
help, go to the forum at http://bit.1ly/oLVwpY. In particular, make sure before
you start that you’ve downloaded the DemoMonkey files at
http://bit.ly/sMRvAP and unzipped it on your desktop.
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Choose a template for your new project:

B ios

Other

B Mac OS5 X
Application
Framework & Library
Application Plug-in
System Plug-in
Other

Cancel

rmmework. & Library ]

‘e [
£ 9 —
Master-Detail OpenCL Came Page-Based Single View
Application Application Application
% preeny
Tabbed Application @ NI Ll  Empty Application

X Utility Application

This template provides a starting point for a utility application that has a main view and an
alternate view. For iPhone, it sets up an Info button to flip the main view to the alternate view.
For iPad, it sets up an Info bar button that shows the alternate view in a popover.

| Next

Figure 4-2, Select Utility Application.

Step 1: Setup

Setup is the first of the four steps you will follow for this project. You'll create a
new iPad Utility Application project, name it utilityScales, and adjust the project
settings by deselecting the portrait and upside-down options. Then you’ll drag
image, class, and audio assets into the project. Finally, you’ll add necessary
frameworks. With that completed, you’ll have set up your project and will be

ready to prep the Storyboard in the second step.

1. Open Xcode, press 81N (File » New » Project), select the
Utility Application template, and click Next.
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2. Name the app utilityScales. We’ve used a Company Identifier
called com.apress. You can name yours whatever you like, but if
you feel there is a chance you will need to compare your code
to ours at any time, go ahead and name it com.apress like ours
so there will be less chance of confusion. We won’t use a class
prefix. Make sure to select iPad and check both Use Storyboard
and Use ARC as shown in Figure 4-3. Once created, save it to
your desktop.

Choose options for your new project:

Product Name | utilityScales
Company identifier com.apress
Bundle Identifier
Class Prefix  xvZ
Device Family | iPad

™ Use Storyboard
Use Core Data
J Use Automatic Reference Counting

include Unit Tests

Cancel Previous | Next

Figure 4-3. Name the new project utilityScales.

3. Once you've saved it to your desktop, the Project folder opens.
You're only going to use Landscape orientation because it's
better for displaying the neck of the guitar. This means you need
to deselect the default Portrait and Upside Down orientations.
Next, open your utilityScales Assets folder that you
downloaded and unzipped onto your desktop from
http://bit.ly/sMRvAP. First select the Default-
Landscape~ipad.png file and drag the image into the Landscape
slot as shown in Figure 4-4.
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w4 b | PotitieyScales
PROJECT Summary Info Build Settings Build Phases Build Rules
5 utilityScales i05 Application Target
I,ﬁu = Bundle Identifier com.apress..tilty
Version 1.0 Build 1.0

Devices | iPad
Deployment Target
¥ iPad Deployment Info
Main Storyboard | MainStoryboard

Main Interface

Supported Device Orientations

00 B E

Portrait Landscape Landscape
Left Right
App lcons
Prerendered
Retina Display
Launch Images

Portrait

Retina Display

|-

Figure 4-4. Deselect the Portrait and Upside Down options and drag in Default-Landscape~ipad.png.

Retina Display

4. You'll perform two tasks in this step. First move the Default-
Landscape~ipad.png from the root directory of utilityScales
target iOS SDK 5.0 (the blue folder in the upper right-hand
corner) to the Supporting Files folder. Then add the Images
and Audio Files folders into the Supporting Files folder. To do
this, select both the Audio Files folder and the Images folder
from inside the UtilityScales Assets folder on your desktop
and drag and drop them over to the Supporting Files folder as
shown in Figure 4-5.
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o é 5 = Xcode
’ -
@ \!/ utilityScales ° iPad 5.0 Simulator =

Run t Scheme Breakpoints
(@ ® A = » B | mi <4 > [BuilityScales ) [ utilityScales ) [ |Supporting Files & Default-landscape~ipad.
v® ??::mc;;'sm 5.0
¥ || utilityScales
h! AppDelegate.h
m AppDelegate.m
[ MainStoryboard.storyboard
'h) MainViewController.h
B Fprieven IV
m FlipsideViewController.m
v [_|5u Files
w Default-Landscape~ipad.png
[ utilityScal I 19
 InfoPlist.strings o
m main.m
h! utilityScales-Prefix.pch
» || Frameworks
» || Products

Figure 4-5. Place all images into the Supporting Files folder.

5. The "Choose options for adding these files" dialog opens. Make
sure you select the "Copy items into the destination group's
folder (if needed)" option. Also select the "Create groups for any
added folders" option. Finally make sure you "Add targets" as
shown in Figure 4-6. You do this to make sure that it will work
on other devices. You can do this only if these images, added
folders, and targets are all inherent and encapsulated into your
app. Sometimes students send us their homework without
selecting these options, which makes the app, upon arrival for
grading, void of all the images, folders, audio files, and
targets—and of course with these missing, their project does
not build.
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S

Choose options for adding these files:

-
-’,.-"'___ Destination (M Copy items into destination group's folder (if needed)

Folders (=) Create groups for any added folders
Create folder references for any added folders

Add to targets (¥ A, utilityScales

Cancel | Finizh 7_]

Figure 4-6. Make sure you select Copy Items and Create Groups to the utilityScales target.

6. Make sure that your Supporting Files folder looks as our does
in Figure 4-7. Because we selected the “groups” option, the
Audio Files and Images folders are beautifully instantiated
inside the Supporting Files folder. This is good coding and
something that tells those who view your code that you have
good practices.

utilityScales
vB, target, iOS SDK 5.0

v [ utilityScales
h| AppDelegate.h
AppDelegate.m
MainStoryboard.storyboard
MainViewController.h
MainViewController.m
FlipsideViewController.h
FlipsideViewController.m
¥ |__| Supporting Files
» || Audio Files
» |__|Images
w Default-Landscape~ipad.png
| utilityScales-Info.plist
InfoPlist.strings
m| main.m
h| utilityScales-Prefix.pch
» | Frameworks
» || Products

EREAEREAEUE]

Figure 4-7. A beautiful file structure.
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\

We’ve created three class files for your convenience because
we want you to focus on Storyboarding, not creating files: an
AudioPlayer class (AudioPlayer.h and AudioPlayer.m), a
PlayButton class (PlayButton.h and PlayButton.m), and a Scale
class (Scale.h and Scale.m). You want to add this code as well
to your application. Grab these six files from the utilityScales
Assets folder and drag them to your utilityScales folder as
shown in on the upper left-hand image in Figure 4-8. When the
“Choose options” dialog appears, select “Copy items into
destination” and check the “Create groups” check boxes. When
you have done this, click Next as shown on the upper right-
hand image in Figure 4-8. Finally go to Build Phases, click the
add button, and select the three implementation files as shown

on the lower center image in Figure 4-8.
u I..I.'Iiiiﬁ-‘stﬂe'i J\sseis
- | G (m -

FAVORITES 4

% Dropbox

h dioP Wl Audio Files

screen Shot..t 5.51.59 PM

e = P
ioPi. 4 -
AudioPlayer.m

—

- |

Choose options for adding these files:

L een Shoe. t 60827 M £ Default-Lan...pefios Destination ™ Copy items into destination group's folder Of needed)
¥ Applications icreen Shoh CIEIAED Gl Images Folders (8] Create groups for any added folders.
M Documents sereen Shem m h PlayButton.h Create folder references for any added folders
pe est [l Scale.h] 8 B MayButton.m
| Add to targets My utiltyScale

© Downloads silityScalem G~ ENIEEID e d i e
] Movies nilityScales Assets =  Choose items to add i

PRY gs | Build Phases
J7 Music = (Q

. 1 |

€23 Pictures

v [ wtitityScales
¥ | utilityScales

h! MainViewController.h

h! FlipsideViewControlier.h
¥ || Supporting Files
[ 1 wilityScales-info.plist
h utilityScales-Prefix.pch
v || Frameworks
> = Uit framework
SIS

Add Other... Cancel

| Add |

Figure 4-8. Bring in the class files we’ve created for you.
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8. Make sure your utilityScales folder looks like ours in Figure
4-9. If for some reason it doesn’t have the same files and
folders, go back and retrace your steps, making sure that you
get to this point with your utilityScales folder looking like ours.

enon e
@ M | | utilityScales - iPad 5.0 Simulator ]| = |
Run Stop Scheme Breakpoints

|2 & A = » B l:::nl:\:buulityscares

PROJECT Summary
Devices | iPad

T utilityScales

v utilityScales

AudioPlayer.h TARGETS Deployment Target v

h

m! AudioPlayer.m ‘/bi

h| PlayButton.h ¥ iPad Deployment Info

m PlayButton.m

h! Scale.h Main Storyboard | MainStoryboard

m! Scale.m

h| AppDelegate.h

m AppDelegate.m

=| MainStoryboard.storyboard Supported Device Orientations

MainViewController.h

MainViewController.m

FlipsideViewController.h

FlipsideViewController.m
| 2 Supporting Files

> Frameworks

> Products

Main Interface

FREAERELAT

Portrait

App lcon
Figure 4-9. Your utilityScales folder ready to go.

9. As you already know, you’ll be playing audio files in this app.
Right now if you tried to build this app (try it if you like, you'll see
many errors) you’d have a problem because you don’t have any
meanstoplay audiofiles—even though you’ve defined the
class and imported the audio files. You need to add the audio
framework. Click the Summary button at the top of the editor,
look towards the bottom of the summary page for the section
called “Linked Frameworks and Libraries” (you may have to
scroll the page to see it). At the bottom of this section, click the
[+] button. Now select the AudioToolbox.framework as shown in
Figure 4-10.
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Choose frameworks and libraries to add:

Q

v i05 5.0

&= Accelerate.framework

&= Accounts.framework

&= AddressBook.framework
&= AddressBookUl.framework
&= AssetsLibrary.framework

" AudioToolbox.fran

&= AudioUnit.framework

&= AVFoundation.framework
bundlel.o

&= CFNetwork.framework

&= CoreAudio.framework

&= CoreBluetooth.framework

&= CoreData.framework

&= CoreFoundation.framework

&%= CoreGraohics.framework

Add Other... Cancel | [ Add |

Figure 4-10. Add the first of two necessary frameworks. Select the AudioToolbox.framework.

10. Before leaving the frameworks and libraries add dialog, you
need to add another framework. You've just added the audio
framework, but it seems you also need an Objective-C interface
in order to interact with this just included lower-level framework
from our code. Therefore, also add the AVFoundation framework,
which you call from the code to play audio files. It, in turn, calls
the lower level AudioToolbox framework to do the actual file
playing. So select the AVFoundation.framework in addition to the
AudioToolbox. framework (by Command-clicking on the
AVFoundation.framework so that both are selected) as shown in
Figure 4-11. Finally, click Add button to add both frameworks to
the utilityScales target of the project.
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S

Choose frameworks and libraries to add

Q

_i055.0

= Accelerate.framework

= Accounts.framework

&= AddressBook.framework
§= AddressBookUl.framework
&= AssetsLibrary.framework
&= AudicToolbox.framework
§= AudioUnit.framework

bundlel.o
&= CPNetwork.framework
&= CoreAudio.framework
&= CoreBluetooth.framework
&= CoreData.framework
&= CoreFoundation.framework
¥= CoreGraohics.framework

Add Other... Cancel | [FiAdd o)

Figure 4-11. Also add the AVFoundation.framework.

11. Once you’ve added your two frameworks, you'll see them

located in the root directory of the utilityScales folder. Drag
them into your Frameworks folder. Now you should have the
three core frameworks of a Utility Application, along with the
new AVFoundation and AudioToolbox frameworks, as shown in
Figure 4-12.

m| MainViewController.m
h| FlipsideViewController.h
m| FlipsideViewController.m
¥ |__|Supporting Files
» || Audio Files
> | Images
« Default-Landscape~ipad.png
|| utilityScales-Info.plist
InfoPlist.strings
m| main.m
h| utilityScales-Prefix.pch
Frameworks
» &= AVFoundation.framework
» &= AudioToolbox.framework
» &= UlKit.framework
» &= Foundation.framework
> l’g CoreGraphics.framework

» || Products

Figure 4-12. Move your new frameworks to the Frameworks folder.
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Step 2: Prepping the Storyboard

You'll start by prepping the Main View by coloring the Navigation Bar and
changing the Info button to Scales. Next you’ll add a UIImageView image that
doesn’t have any user interaction! You’ll then add a landing area for your play
buttons that, again, won’t have any user interaction. Once you do that you'll
label the landing area “View - Play button area.” This completes the First View.

The Second View will also need prepping—you’ll start by coloring and adding a
title to the Navigation Bar. Next you’ll add a UITableView that will have dynamic
cells and be grouped. You'll also set the datasource and delegate to your
ViewController.

1. As mentioned earlier, the Utility Application comprises two
Views: a Main View and a Flipside View. The user gets to the
Flipside View by tapping the Info button found on the right side
of the Navigation Bar in the Main View. Let's have a look at this
and start setting up the Storyboard. Open the Storyboard and
you will indeed see the Main View and the Flipside View as
shown in Figure 4-13. You can see that the segue has already
been built, and it’s all there. Note that in the iPad, the Flipside
View is shown as a Popover View.

¥ View Controlier
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Ji oviecs

ﬂ View Con
supports ¢
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L I comrolier)

! Split Viev
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Figure 4-13. Open the Storyboard file and see the Main View and Flipside View.
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2. Select the Title Bar (Navigation Controller) by clicking it and then
use the Attributes Inspector to navigate to the Tint selector.
Select the Teal color as shown in Figure 4-14.

ales [l B (En.. | [7 Main View Controller Scene + | ) Main View Controller | _ View | = Navigation Bar |

D B 8|*| ¢« O

Title

Figure 4-14. Start by colorizing the Title Bar.

3. Now you want to customize the Info button. First click the Info
button (click twice to get the button itself and not the bar title)
and then in the Attribute Inspector go to the Title box in the Bar
Item section and change the name to Scales. You also want it to
be the same color as the Navigation Bar, so go ahead and
change the color to teal as shown in Figure 4-15. Note that you
may have programmed another application that has reset the
default of Style and Identifier; if this is the case, make sure your
selections are like ours in Figure 4-15.

Style
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¥ View

Mode
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Alpha
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Clip Subviews
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Identifier | Custom
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Title | Scales |

image | I
Tag 0.
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Figure 4-15. Customize the Info Button.

4. The main screen will house an image of a guitar fretboard with
fingerings on it. This means you need to drag an Image View
onto the canvas and allow it to autosize appropriately as shown
in Figure 4-16. Depending on the resolution of your display, you
may need to first zoom out to do this properly.

= B =] Sowie ) L} Ve image i i
- I

Figure 4-16. Drag in an Image View.
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5. You'll need a place on the canvas to put your play buttons. (You
may want to take a sneak peek and see the play buttons in
Figures 4-59 and 4-60.) To do that, drag another view near the
top left-hand corner of the existing Image View as shown in
Figure 4-17. Note that the view is highlighted with light grey at

Figure 4-17. Create a space for the play buttons.

6.
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With this new smaller view selected, in the Attributes Inspector
change the color to teal. Next go to the Identity Inspector and
set the label to “View - Play Button Area” (this allows you to
clearly identify this new smaller view in your document outline}.
Finally, with the new smaller view still selected, and now a teal
color, go to the Size Inspector and place the view 20 pixels from
the left and 64 pixels from the top. Now make the view have a
width of 190 pixels with a height of 110 as shown in Figure 4-18.
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Figure 4-18. Customize the "play button area" view.

7. To show the Default image you placed into the Supporting
Files folder, click the UIImageView in the Main View Controller
Scene and then in the Attributes Inspector select Default-

Landscape-ipad.png from the drop-down menu as shown in
Figure 4-19.
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Figure 4-19. Set your Default image as the initial image within the Main View.

8. Now go to the Flipside View Controller Scene and select the
Navigation Bar Title (in the document outline within the Flipside
View Controller Scene, click the “Navigation Item — Title” line).
Then in the Attributes Inspector rename the title to Scales as

shown in Figure 4-20.
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Figure 4-20. Customize the Flipside View Controller.
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9. You probably want both the Navigation Bar of the Main View
and the Navigation Bar of the Flipside View to be the same
color, so click the Flipside View's Navigation Bar (in the
document outline) and then select teal again in the Attributes
Inspector's Tint selector. Now you want to change the Done
button to teal, so click it and select teal from the Attributes
Inspector. Lastly, think about what you want here in the Flipside
View. You want this to be a Table of scales that the user can
choose from (refer to Figure 4-58). This means you’ll have to
drag in a Table View. Once you’ve dragged in your Table View
and allowed it to autosize itself, your Flipside View should look

like ours does in Figure 4-21.
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Figure 4-21. Set the Navigation Bar and Done button to teal and then change the Title and bring in a

Table View.
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10. Once your Table View is nicely sized inside your Flipside View,
with it still selected go to the Attributes Inspector and select
Dynamic Prototypes as the Type of Content structure in the
Content drop-down menu. You do this because not only do you
want a heading in your table, but you also want subtitles.
Dynamic Prototypes let you adjust the cell style without
providing cell content. Set the number of Prototype cells to 1
(from 0). You also want to select the grouped style for your table
so you can have a header for your group of scale entries in your
table (refer to Figure 4-58), so in the Style drop-down menu,
select Grouped. At this point your Table View should look like
ours in Figure 4-22.

oo O &

< > n B 8 -
¥ Table View
L er———

Scales il 1
i Style | Grouped :]

Separator | Single Line Etched :]

| = Default &)
Selection | Single Selection s

| Editing | No Selection During E... + |
¥ Show Selection on Touch
¥ Scroll View
Style | Default s I
Serollers (¥ Shows Horizontal Scrollers
# Shows Vertical Scrollers
# Scrolling Enabled

[ Paging Enabled
(] Direction Lock Enabled

Figure 4-22. Customizing the Table View.
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11. You’ll want to have subtitles in each cell. To do that, click the
cell itself to select it and in the Attributes Inspector select
Subtitle from the drop-down menu in Style. Also change the
default blue color to gray in the Selection drop-down menu.
Finally you want to build these cells from code, so you need to
name them so you can locate them within the Storyboard file
and load them into your code whenever you need them. To do
that, name the Identifier in the Attributes Inspector to ScaleCell
as shown in Figure 4-23.
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Editor View Organizer
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¥ Table View Cell
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! Level Wwidth

™ Indent While Editing
Shows Re-order Controls
¥ View
Mode | Scale To Fill :
Tag ol.
Interaction E User Interaction Enabled
Multiple Touch
Alpha 15
Background | C—1 | White Color $
| Drawing (¥ Opaque Hidden
| ¥ Clears Graphics Context

{ Clip Subviews
|  Autoresize Subviews

Figure 4-23. Customizing the cells.
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Step 3: Coding the Flipside View

Controller

Keeping it really simple, first you set up the header and implementation files.
Then you add ImageView and NavTitle IBOutlets.

1. Start by working on the code that will present the scales to the
user—which, as you've seen, are shown on the Flipside View.
Do that by going to your desktop, opening your demoMonkey file,
and placing it on the right-hand side of your screen. You'll
probably want to resize your Xcode window to allow you to see
your open demoMonkey file on the right-hand side of your screen
(Xcode on the left). Now in Xcode open your
FlipsideViewController implementation file (.m) as shown in
Figure 4-24 by clicking it in the Project Navigator pane on the
left-hand of the Xcode window.

'P\I M | | utilityScales
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P utilitySca

| Build

m! FlipsideVi

v P utilityScales

== 1 rarget, i05 SOK 5.0
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h| AudioPlayer.h
m AudioPlayer.m
h| PlayButton.h
m PlayButton.m
h| Scale.h
m Scale.m
h| AppDelegate.h
m AppDelegate.m
B MainStoryboard.storyboard
h| MainViewController.h
m MainViewController.m
h| FlipsideViewController.h

[ il 1
;ﬂﬂlua | SERER S
.
> Supporting Files
* [ | Frameworks

» ] Products

tation FlipsideViewController

ze delegate =

nid)awakeFrosNib

.contentSizeForvi
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a mark - View li
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r viewDidLoad];
/ Do any additional
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Figure 4-24. Open the FlipsideViewController implementation file.

data, im

ages, etc that aren't

after loading the view, typically from a nib.
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2. You’re going to want to code using dual screens of code and
Storyboard. To do that, click the Assistant Editor as shown in
Figure 4-25. This places your main file of interest on the left and
a related file on the right of the editor area in the Xcode window.
(For example, when an implementation file is selected, the
implementation file is shown on the left and the header file
associated with the implementation file is shown on the right.)

¥ Quick Help

reserved. "oankh He'p

*)controller;

Figure 4-25. Click the Assistant Editor.
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3. As mentioned, you're building your Flipside View Controller. You
do that by dragging in from DemoMonkey the “01 FlipView.h —
add include” snippet, which contains the include #import
"Scale.h", as this includes the header for the Scale class we
built for you. Next drag in the “02 FlipView.h —add protocol
message signature” file that adds a little more to the protocol
than what you already have, along with comments. Then bring
in the “03 FlipView.h — add protocol adheres to,” which
indicates that the Flipside View adheres to Table View
datasource and delegate protocols. Finally drag in “04
FlipView.h —add scaleType property,” which
remembers/indicates which scale the user selected from the
Table View. Now do the drags as shown in the following code
and then review Figure 4-26 to ensure that you ended up with
the file content looking like the code in the figure.

#import <UIKit/UIKit
#import "Scale.h" 01 FlipView.h - add include

@class FlipsideViewController;

@protocol FlipsideViewControllerDelegate

02 FlipView.h - add protocol message signature
// report the selection from this view
- (void)flipsideViewController: (FlipsideViewController *)controller
selectedScale:(Scale *)scale;

// report that the user is done with this view
- (void)flipsideViewControllexDidFinish: (FlipsideViewController *)controller;
@end

03 FlipView.h - add protocols zggg:es to

@interface FlipsideViewController : UIViewContToller <UITableViewDataSource,
UITableViewDelegate> {

}

@property (weak, nonatomic) IBOutlet id <FlipsideViewControllerDelegate>
delegate;

@property (readwrite, atomic) enum eScaleType selectedScaleType;

04 FlipView.h - add scaleType property
- (IBAction)done:(id)sender;

@end
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/¢ FlipsideViewController.h

/7 utilityScales

/f Created by Stephen Moraco on 12/02/22

/7 Copyright (c) 2012 Iron Sheep Productions, LLC. ALl rights reserved.

 utilityScales.dh

#import <UIKit/UIKit.hs
#import “Sc

01 FlipView add include
02 FlipView add protocol method signature
gpratocol FlipsideViewControllerDelegate 03 FlipView .h - add protocols adheres to

el

/4 report the selection from this Ew 04 FlipView .h - add scaleType property
= (void)flipsideViewController: deViewController =)controller selectedScale: -=> FlipView. h - DO XCode add of TableView property
(Scale s)scale; (add ivScaleTable IBOutlet)

// report that the user is done with this PEETT
= (void) flipsideViewControllerDidFinish:( deViewlontroller »)controller; 05 FlipView .m - add private interface
gend 06 FlipView .m - add scaleType synthesis

07 FlipView .m - add viewDidload code

08 FlipView .m - add viewWillAppear code

09 FlipView .m - add SelectedScaleForType method

} 10 FlipView .m - replace shouldRortateTeOrientation code
11 FlipView -m - add [done] action code

12 FlipView .m - add Tableview delegate(s) methods

13 MainView .h - add includes

@interface FlipsideViewController : UIViewController «<UITableViewDataSource,
UITableviewDelegate> {

gproperty (weak, nonatomic) IBOutlet id te> delegate;

- ip {iewControll
@property {readwrite, atomic) enus eScaleType selectedScaleType;

- (1BAct ion)done: ([ id) sender; R 14 MainView .h - add protocols
— ==> MainView .h - DO XCode Public Property adds
i (add ground, niTitle, vwB ace 1BOutlets)

15 MainView .m - Add includes
16 MainView .m - Add private interface

S S S

Figure 4-26. Drag the first four DemoMonkey snippets into your FlipsideViewController.h file.

4. You're now going to go back to your Storyboard file and hook
up the Table View. So while still in the dual-screen Assistant
mode, open up Storyboard as shown in Figure 4-27.
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Figure 4-27. Reopen Storyboard.

5. You want to add an IBOutlet connecting the TableView to the
FlipsideViewController. As shown on the left-hand side of
Figure 4-28, start by locating the Flipside View Controller Scene
in the document outline. Next open the
FlipsideViewController, and then the view, and finally when
you get to the Table View, click to select it and then Control-
drag from it over to the FlipsideViewController.h file just
under the second @property as shown in Figure 4.28. Once
you’re there, release it.
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/f Copyright [¢) 2812 Iron Sheep Productions, LLC. ALL rights reserwe

[ Fupsice View Controlier Scene #inport <UIKit/UINLE.hs
- ] W - "
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Figure 4-28. Connect the Table View to the FlipsideViewController.

6. We’ll name it Table View (tv) Scale Table (tvScaleTable). Once
you’ve named it, click the Connect button as shown in Figure
4-29. By using the Control-drag technique, as you already
know, Xcode has now created the property declaration for you,
along with the property synthesis and the clearing of the
property at object deallocation, the last two of which were
modifications it made in the class implementation file.



GHAPTER 4: Building a Utility Application 187

\

5| // Created by Stephen Moraco on 12/82/22.

& /f Copyright (c) 2012 Iron Sheep Productions, LLC. All rights rese
2| I/

8

% #import <UIKit/UIKit.hs>

10, #import “"Scale.h”

12! @class FlipsideViewController;

15| @protocol FlipsideViewControllerDelegate

15| // report the selection from this view

16 - (void)flipsideViewController:(FlipsideViewController =)controller
(Scale =)scale;

18| // report that the user is done with this view
1% = (void)flipsideViewControllerDidFinish:(FlipsideViewController =)c
1| @end

1) @interface FlipsideViewController : UIViewController <UITableViewDa
UITableViewDelegate> {

Connection ( Outiet _ ygll

Object () Flipside View Contr... §|
| roperty {weak, nonatomic) IBOutlet id <FlipsideViewControllerDele
Name |tvScaleTable ‘.2-.21,-,-‘.-: .....,...-.-,-—at-.e-..- 5 & e
Type “TIH!VIN @property (weak, nonatomic) IMutlet ﬂﬁahleb‘iﬂ =tvScaleTable;
Storage (Weak | - (18AcCt ion)done: (id) sender;

|
3 I @end

Figure 4-29. Name the IBOulet tvScaleTable.

7.

It's a good habit to make sure that when you Control-drag into
code, you always check that the connection was correctly
made. This is easy to see if you look for it. Looking at Figure
4-30, you see two dots, one showing that the @property has a
connection with a Storyboard object and the second indicating
that the IBAction has a connection. Now, if you move your
mouse pointer over the dot next to the new @property, you’ll
see the Table View highlight in the Storyboard View, indicating
that the connection has been established. Nice, right? Now go
hover over the IBAction dot to see what’s connected to the
action! (Hint: it should be the Done button.) You’ve completed
adding code to the FlipsideViewController.h (header file). Now
move on to its implementation file.
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25
26

27| @property (weak, nonaton
(s 28| @property (readwrite, at
* 29] @property (weak, nonaton
30

@l - (IBAction)done: (id)ser
n
33_# @end
34|

Figure 4-30. Make sure the IBOutlet connected.

8. The open implementation file should look as shown in

ityScales

wtil '
B 1 target, i0S SOK 5.0
¥ [ utiliyScales

Figure 4-31.

I utilityScales.xcodep

Build wutilityScales:

AudioPlayer.h
AudioPlayer.m |
PlayButton.h

%

”

FPHEMHESBYBENPENE

18

// FlipsideViewController.m
// utilityScales

// Created by Stephen Moraco on 12/02/22.
// Copyright (c) 2012 Iron Sheep Productions, LLC. ALl rights re
#import “FlipsideViewController.h"

@implementation FlipsideViewController
@synthesize tvScaleTable = _tvScaleTable;

@synthesize delegate = _delegate;

= (void)awakeFroamNib
{

self.contentSizeForViewInPopover = CGSizeMake(320.0, 480.9);
[super awakeFromNib];
= (void)didReceiveMemoryWarning
{
[super didReceiveMemoryWarningl;
// Release any cached data, images, etc that aren't in use.
#pragma mark - View lifecycle
- (void)viewDidLoad
{
[super viewDidLoad];

// Do any additional setup after loading the view, typically

; (void)viewDidUnload

Fact2 ccaw ooy owob Voot

Figure 4-31. Open the FlipsideViewController implementation file.
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9. The FlipsideViewController has a method and an instance
variable that do not need to be referenced publicly (that is, from
outside the class itself.) Therefore, we choose to declare them
as private at the top of this implementation file. We have a
mutable array of musical scales and we're going to have a
property in which we record the scale that’s been selected by
the user. Drag the “05 FlipView.m — add private interface”
snippet from DemoMonkey into your implementation
immediately to the right of the @interface
FlipsideViewController () line of code. You should end up
with the code looking like Figure 4-32.

=4 P weiryScaies [ u [ PopsiterienControter.m petertace PhgrdevieaControter 4 b 5 1 4 i Coumerpams [ MpustevuraControter b [ Guabirtate MignadeviraControber

Figure 4-32. Create the private interface.

NOTE: Private instance variables, methods, and properties are declared most often
by placing them in the unnamed category at the top of the implementation file. You'll
notice that the latest templates generated by Xcode already have this private
interface declared for you at the top of generated implementation files. This serves to
remind you where to put these items as you're adding code to these generated files.
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You now want to synthesize the scale type that you created, so drag in “06
FlipView.m — add scaleType synthesis” from DemoMonkey and place it under
the @synthesize tvScaleTable = tvScaleTable; line as shown in the following
code:

@implementation FlipsideViewController

@synthesize delegate = delegate;

@synthesize tvScaleTable = _tvScaleTable;

@synthesize selectedScaleType; <:| 06FlipView.m - add scaleType
synthesis

10. Now that you’ve synthesized the set/get methods for the scale

type property, you want to load the scales into memory the first
time you load the app. Drag in “07 FlipView.m — add
viewDidload code” and place it directly under [super
viewDidLoad]; inside your viewDidLoad. Here you can see that
we have created eight Scale objects and added them to our
array, as shown in Figure 4-33.

e = ————— it e B

Bl T wstinseaben wnsryiaies [l MpreviraCorarsion m [ vermOuosd 4 »= 4 VIS el L L e— Geraertiie ey o oo bt

Figure 4-33. Eight scale objects to add to our array.
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11. When the view first appears, you have a responsibility to show
what scale was viewed the last time. Or, if no scale has been
selectedyet—asinthefirsttimethattheappisused—you’ll
show the first scale. To do this, drag in the code in “08
FlipView.m — add viewWillAppear code” and place it directly
after the close of the viewDidlLoad method as shown in
Figure 4-34.

< Py waryicaies | wirytesies | [l TontevienContuiar m (] vemmiases B

ann wtalitye

Figure 4-34. Add the viewWillAppear method.
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12. In this step you’ll drag in four snippets of code from

DemoMonkey. First set a method that will set up the scale for
type by dragging in the “09 FlipView.m — add
SelectedScaleforType method” just before the -
(BOOL)shouldAutorotateToInterfaceOrientation line. Next
replace the code inside the -
(BOOL)shouldAutorotateToInterfaceOrientation:, which would
normally determine the view of the rotation. In this case you’ll
only use Landscape (to show the guitar neck). Select the return
YES; statement and delete it. Place new code inside the
squiggly brackets by dragging in “10 FlipView.m — replace
shouldRotateOrientation code,” which invokes a macro that
determines whether the passed-in rotation is one of the two
accepted Landscape orientations and returns yes if it's one of
the two. Now, /7 the user has pressed the Done button, you
want to grab the musical scale and tell the Main View what was
selected and then tell the Main View to tear down this View. So
grab “11 FlipView.m — add [done] action code” and place it
inside the - (IBAction)done: (id)sender squiggly brackets in
front of the line that's already there. The last of our four
snippets, shown in shown in Figure 4-35, comprises the code in
“12 FlipView.m — add Tableview delegate(s) methods.” Place it
right before the @end of the code. This is the UITableView
delegate code, which actually responds to the selection of a
scale by the user. Here you will see we added the
UITableViewDataSource protocol methods and the
UITableViewDelegate protocol methods.



GHAPTER 4: Building a Utility Application 193

sulator -
£ 4 r Diueyicae  wtyicans [ PiguievineContraterm - (3 ueptmestaton MigasdevamControiar -
- a0
i
1"
)
prages marh - UTTaRLeLndotsSources mathods

= INSISTeger i tablev iows (UIToRLeView o) LablaViee muntor rOfows Intedtion: INLIMteqerisect lon;
i

wrn In_schcalahr cowntli

]
- (NiStrisg Len: (NS Integer ) bactlon
1
¥
= up L # 1 T N pr N
[
ts cell = sehacssh e LU TRT Gont Lt Loea g~ tentada 1™ ]}
i lenll == I
il - [[u( atlec) 1T, ¥ iaririeatele nwh
}

u-u saealefariov = | nuuu L LAt G LU LU Y
sbal.t

ml T umu . it e
ekl iag » sealefarion:iype
Tleatliteg = e escalaType)

-]

VITaaleviewCell sourrCeil = [tablevies cellferfewtt IndesPathi indesPatal;
eurrte!

<1electadscalaType = currCell.tagi

Tr delagate Flissisevs silarisalf oo Isale

(UTTaslevin

. Histenbath
ELL A

Figure 4-35. Our implementation file after adding the fourth snippet.

13. Now that you’ve taken care of the Flipside View, let's move on
to the controller! Open up the MainViewController's header file
as shown in Figure 4-36. Also, let's move out of the Assistant
editor for a little bit and work in the Standard editor. Click the
button to the left of the Assistant editor (shown back in Figure
4-25) to return the editor portion of the Xcode window to a
single editor pane.
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@& Xcode File Edit View Navigate

Editor Product Window Help

eno

"M ) [ utilityScales . iPad 5.0 Simulator

™ utilityScales.xcodeproj — |h

Build utilityScales: Succeeded

| B
Run 5:69 Scheme Breakpoints No lssues
|z @ & = » @ (=i« > FBu h h o No
utilityScales 17
'31!1[9¢[.-0‘S$B!{50 2 // MainViewController.h
i tilityScales
¥ || utilityScales 4 7y - ciiiae
h| AudioPlayer.h // Created by Stephen Moraco on 12/02/22.
m AudioPlayer.m // Copyright (c) 2012 Iron Sheep Productions, LLC. All rights reserved.
h| PlayButton.h "
m PlayButton.m #import “FlipsideViewController.h"
h| Scale.h
m' Scale.m @interface MainViewController : UIViewController <FlipsideViewControllerDel
h| AppDelegate.h @property (strong, nonatomic) UIPopoverController »flipsidePopoverControlle
mi| AppDelegate.m
eend

MainStoryboard . storyboard

Co

m MainViewController.m
R RlipsideviewControlier.h
R FlipsideViewController.m

» __| Supporting Files
» || Frameworks
> Products

Figure 4-36. Open the MainViewController.

14. Start by adding two includes (#import "AudioPlayer.h" and
#import "PlayButton.h")located in the “13 MainView.h —add
includes.” You do this because you need to get the information
from the audio and play button header files. Next, make sure
that this object supports the FlipsideViewControllerDelegate,
UIPopoverControllerDelegate, and AudioPlayer protocols. Do
that by dragging in “14 MainView.h —add protocols” as shown

in Figure 4-37.
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Figure 4-37. Start customizing the mainView interface file.

15. Now you need to add some properties for some objects in the
Main View, which means you need to get back into the
Storyboard file. Also, select the Assistant editor so you can see
the interface code in one screen and the Storyboard in the
other. Reopen your Storyboard file as shown in Flgure 4-38.

E = B ] | 4 > ﬁ B ston
utilityScales
1 target, 105 SOK 5.0 [ Main View Controller Scene
¥ [ wtilityScales @) First Responder
h| AudicPlayer.h » () Main View Controller
m AudioPlayer.m D) Segue from UViewController to Flipsi....
h) PlayButton.h
m) PlayButton.m [ Flipside View Controller Scene
b :z“ @ First Responder
™ .m
) FI Vi 1
e & ¥ () Flipside View Controller

v View

-WmM

L Table View Cell - ScaleCell

e el » ™= Navigation Bar

'm MainViewController.m
B riipsideviewControlier.h
R FlipsideviewControlier.m
» [ Supporting Files
» [ Frameworks
Products

Figure 4-38. Back to Storyboard.
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16. You’re going to create IBOutlets again, but before you can
Control-drag from the Storyboard objects into the
MainViewController.h, you need to make sure that the second
screen is indeed displaying the MainViewController.h file. In the
document outline, click the MainViewController in the
MainViewController scene. If the right side is still configured
correctly, it will now be showing MainViewController.h. If it’s
not showing your .h file, you need to reselect automatic as
shown in Figure 4-39. If automatic is selected, then the interface
file will be shown for the currently selected scene.

es.xcodeproj — |2 MainStoryboard.storyboard
utilityScales: Succeeded | Today at 17:58

EEzD @
L, LA |

No Issues
mage View - Defau!t l.andmpe-lpad.m | = ‘H_.' + [1] Manual > \ﬂm(ontfollerh .@inteﬂ‘ir.e Fllpsude
s 73 ]

1/ R MainViewController.h
ii g - " A m MainViewController.m
7 o & Top u!domms @ P hone
/l Ce ey actions, LLC. ALl rights reserve
1 L Sent Actions
#ispol [ Outlers
#impor  [Ej Referencing Outlets
eclass i Class (1) >

@protocol FlipsideViewControllerDelegate

// report the selection from this view

= (void)flipsideViewController: (FlipsideViewController =)controller se
(Scale »)scale;

// report that the user is done with this view
- (void)flipsideViewControllerDidFinish: (FlipsideViewController =)cont
@end

@interface FlipsideViewController : UIViewController <UITableViewDataS
UITableViewDelegate> {

}

'apropc-rty (u:ak, nona(omcl IBDutlet id <FlipsideViewControllerDelegat

LA - Gy s e N A i A A SN N W

Figure 4-39. Make sure your second screen is displaying the MainViewController.h file.

17. Control-drag from the Image View in the document outline to
the MainViewController.h file, just under the @property as
shown in Figure 4-40.
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B proj — B \ yboard
Build utibtyScales: Succoeded | Today at 17.58

Mt

| [ Main View Controbier Scene 3 47 MainviewController.h
— 1 47 wtilityScales
W) First Responder sl 2
* ) Main View Controlier & ff Created by Stephen Moraco on 12/92/22.
| s /4 Copyright (c) 2012 Irom Sheep Productions, LLC. ALL right
Wiew "W/
| v = Navigation Bar '

» - Naviga m =T * #sisport “FlipsideViewController.n
! ik ] | #import “AudioPlayer.h”

[ irmage Vi - Defauh-Landican 1 simpoert “PlayButton,h”

|
11| ginterface MainViewController : UIViewController «Flipsidevie

© Segue from UNewController 1o Migsi... UIPopoverControllerDelegate, AudioPlayerDelegate, PlayBut

i! 5] Flipside View Controller Scene gePo

W) First Responder
| ¥ L) Flipside View Controller
| o
¥ Table View
*  Table View Cell - ScaleCell
» ™= Navigation Bar

insart Outiet or Outiet Callection

Figure 4-40. Connect the Image View to the MainViewController.

18. This is an Image View (iv) which you want to be showing your
background image, so name it ivBackground as shown in Figure
4-41. After entering the name, click Connect.

lityScales.xcodeproj — |5 MainStoryboard.storyboard
Build utilityScales: Succeeded | Today at 17:58

Mo lisues

w)  Image View - mlmdu:n—hndm]: | 4 » | ElAutomatic » [ MainviewControlier.h 1 [3 @interf

1
| 1| // MainViewController.h
/7 utilityScales

/¢ Created by Stephen Moraco on 12/82/22.
Copyright (c) 2012 Iron Sheep Productions, L

#import "FlipsideViewController.h"
#import "AudioPlayer.h"
#import "PlayButton.h"

Bomuowsrw
-~
-

Connection ( Outlet £)
Object U Main View Controller
Name | ivBackground
Type Lllmage\ﬁew
Storage ( Weak
Cancel | (_Connect |

@interface MainViewController : UIViewController
UIPopoverControllerDelegate, AudioPlayerDele
2
I'@m
I
|

Figure 4-41. Name the property ivBackground.
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19. Now let's hook up the “Play Button Area” View. Select it in the
document outline and Control-drag from it to under the
@property you added in the previous step. This is illustrated in
Figure 4-42.

£ Uy -
wilator - Build utiltyScales: Succeeded | Today at 1758 ‘@E
o Bl el o B e : = = ol
% 4 » | PyutieyScales ) | juubey.. | Bisain o BiMain. o Blsain. o (Main. o View | View = | 4 > [ Automatic [ MainViewControlierh : [3 @interface MainViewt
73
[ Main View Controller Scene /1 MainViewController.h
! lityScales
@) Fiest Responder 1"

/! Created by Stephen Moraco en 12/82/22.
/7 Copyright (c] 2012 Iron Sheep Productions, L
"

* ) Main View Controller
L Wiew
¥ == Navigation Bar
* & Navigation item - Title
Image View - Default-Landscap

Fisport “FlipsideViewController.h"
#import “AudioPlayer.h”
#isport “PlayButton,h”

. P ginterface MainViewController : UIVL r-con:ru 1v|
R S0t R U o ) UIPopoverControllerDelegate, Au
[ Flipside View Controller Scene
@ First Responder
* () Flipside View Controller
v View
¥ Table View
*  Table View Cell - ScaleCell
» = Navigation Bar

gend R —

Figure 4-42. Now you hook up the button.

20. This is just a View (vw) and is the button's place, so name it
vwButtonPlace. Once entered, click Connect as shown in
Figure 4-43.

/f MainViewController.h
£f  utilityScales

// Created by Stephen Moraco on 12/02/22.
¢ /! Copyright (c) 2012 Iron Sheep Productions, LLC. ALl right

# #import "FlipsideViewController.h”
w| #import "AudioPlayer.h”
1| #import “PlayButton.h*

:) ) @interface MainViewController : UIViewController <Fl
UTPopoverControllerDelegate, AudioPlayerDelegate

Connection | Outlet
Object () Main View Controlier |
Name <

Type  UlView it r,qr-arnuc-—

Storage | Weak

)| genc

Cancel

Figure 4-43. Name the property vwButtonPlace.

LC. ALL rig

Playk

fproperty (strong, monatomic) uIPu overController -lll,p;‘d:
Soroperty {w nk nonatesic) TAOGTIar UTTmansiicsd ai
1 Insert Outlet or Qutiet Collection
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21. Because you want to set the title from code, you’ll also need to
hook up the Navigation Bar Title to the MainViewController. So
Control-drag from the Navigation Item - Title to below the
previous @properties as shown in Figure 4-44.

/1 MainViewController.h
/7 utilityScales

| [ Main View Controlier Scene
@) First Responder

* ) Main View Controller
¥ View

| v *= Navigation Bar

| Image View - Default-Landitu

/7 Created by Stephen Moraco on 12/82/22.
// Copyright (c] 2012 Iron Sheep Productions, LLC. ALL ri

#import “Flips =crlr\-'(un reller.h”
-upo| “AudioPlayer.
1| misport “PlayButton. n
View X
]l finterface MainViewController : UlViewlontroller <F1
© Segue from UNiewController to Rigal ulPopoverControllerDelegate, AudioPlayerDelegate,

| 121 Fipsice View Controlier Scene @oroperty (strong, nonatomic) UlPspoverCont
[~ @ fust Responder : ty (weak, nonatosic) 1B
v () Plipside View Controies Seeag
v View fend
v Table View

» Table View Cell - ScaleCell
» *= Navigation Bas

Figure 4-44. Hook up the Navigation Bar Title.

22. This is a navigation item (ni) and it’s the title, so name it niTitle
as shown in Figure 4-45.

/7 MainViewController.h
/f utilityScales

// Created by Stephen Moraco on 12/82/22.
// Copyright (c) 2012 Iron Sheep Productions, LLC. ALl rights rese

#import "FlipsideViewController.h"
#import "AudioPlayer.h"
#import “PlayButton.h"

@interface MainViewController : UIViewController <FlipsideViewContr

Connection ( Outlet . i UIPopoverControllerDelegate, AudioPlayerDelegate, PlayButtonDel
Object () Milll\ﬂewcmlroiler 5| @property (strong, nonatomic) UIPopoverController eflipsidePopover(
§ @property !ueah nonatomic) lboutle( UIlmageView -1vsn:kgronnﬁ

nanatamial TOOUELat UTWin, sunBus.

o r—

Type i._.INa;iq_atl-onnérﬁ I-cak. nonatomcl lBﬂutlzt UINnvlgauonlte- ‘n!.‘ritle.

Storage | Weak

k

Cancel

Figure 4-45. Name the property niTitle.
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23. While you’re here, you need to set the datasource and delegate
for the table to the FlipsideViewController. We forgot about
this in the video, and the book follows directly along with the
code generated by the video. Right-click the Table View cells
and connect the datasource to the FlipsideViewController as
shown in Figure 4-46.

5] Main View Controlier Scene Done Scales

@ First Responder
¥ () Main View Controller

Prototype Cells

v View
v "= Navigation Bar Title
> & Navigation item - Title Sublitie it e
Image View - Default-Landscap
View

£ Segue from UNiewController to Flips ol FlipsideViewControllerDelegate

5] nipside View Controller Scene

- (vold}flipsiceviewController:(
i *)scale;

pid ) flipsideViewControllerDidFinish: (

¥ Referencing Outhets
il Tabie
Mew efrrens ing Dutiet

¥ Referencing Outlet Collections
N Belerancing Outiet Coliecrion

Figure 4-46. Start setting the datasets and delegates for the flipside.

24. Connect the delegate as shown in Figure 4-47.

[ Main View Controller S¢
I ew Controller Scene Done Scales
W@ First Responder

v () Main View Controller Prototype Cells
v | View
¥ * Navigation Bar Title

» & Navigation ltem - Title LBl
Image View - Default-Landscap.
View

) Segue from UniewControdler to Flipst

| FlipsideViewControllerDelegate

Py . t the selection from this view

e oo e oo flipsideViewControllers (Flipsis
e =)scale;

@ First Responder

(v L) Fiipside v-wQ-_'_-g"er )

¥ | View =)

psideViewControlle

=%
"= Navig
arlegate

¥ Referencing Outhets

icaleTutde

Merm Rederencing Outiet
¥ Referencing Outiet Collections
Morw Referencing Outhet Colecton

Figure 4-47. Now connect the delegate.
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25. Open up the MainViewController’s implementation file as

shown in Figure 4-48.

ann

\) (R utilityScales ' iPad 5.0 Simulator
g

Run

iz © & = 8

i}

Scheme

» T utilityScales
& 1 target, 405 SDK 5.0
v utilityScales
h! AudioPayer.h
m AudioPayer.m
h' PlayButton.h
m PlayButton.m
h' Scale.h
m Scale.m
h! AppDelegate by
m AppDelegate m
B MainSiieyboard. storyboard,
R MainViewController.h
o WC ¥

~
FlipsideViewControlier h

B FlipsideViewController.m
Supporting Files

> Frameworks

» [ Products

v

{

» [ uilityScales

™ utilityScales.xcodeproj

=
Breakpoints
utilityScales [ MainViewController.m | No Selection

MainViewController

¢ flipsidePopoverController =

ize ivBackground = v
¢ vwButtonPlace = _v

e niTitle =

id)didReceiveMemoryWarning

didReceiveMenoryWarning];

igd)viewDidLoad

viewDidLoad];:

TP

igd)viewDidUnload

id)viewWillAppear: (B00L)animated

Mannear:animatadl -

Figure 4-48. Open up the MainViewController’s implementation file.

26. Leaving the Assistant editor mode and going back to the
Standard Editor mode (one screen), drag in two DemoMonkey
snippets. First add in the includes: #import “Scale.h" and

#import "PlayButton.h" with “15 MainView.m —add includes.’

The MainView also has a private interface, so also drag in “16
MainView.m — add private interface.” In this case you have

instance variables for the selected scale, the audio player, and a

reference to the last play button pressed. You also have two
private properties that contain references to your two play
buttons, and last, you have some methods that are invoked
when the electric guitar or acoustic guitar play buttons are
pressed. This is illustrated in Figure 4-49.

m| MainViewController.m
Build utilityScales: Succeeded |

4

Today at 17:58
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Figure 4-49. The implementation file after the next two code additions.

27. You now need to synthesize the private properties, so drag in
*17 MainView.m — add synth of private buttons” as shown in

Figure 4-50.

~{wasd)lplayBut tasshrenissen.
= (wsid)OnAcou
- (vmidlOnElectrs

- fvsid)dionec.
{

Tenid ) viewbigbntosd

wnid buiewil Ligpear |

l1sper wirdeillapoear:sninstea];

Figure 4-50. More synthesis is necessary for acoustic and electric guitar play buttons.
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28. Remember that when the view loads the first time you want to
continue setting up the application, so within the viewDidLoad
method you set up details of the audio player and keep track of
the last button that was played. Also round the corners of the
buttons themselves, as well as the corners of the button place
View you've just had. You also need to hide the buttons when
you start. Drag in “18 MainView.m — add viewDidLoad code”
and place it under the comment of the super viewDidlLoad (// Do
any additional setup after loading the view, typically
from a nib) as shown in Figure 4-51.

Figure 4-51. Customize the viewDidLoad method.

29. In viewDidUnload, you need to remove your two private buttons
from the view and remove references to them. Here you’ll need
to drag in “19 MainView.m — add viewDidUnload code” and
place it in the viewDidUnload method as shown in Figure 4-52.
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Figure 4-52. Customize the viewDidUnload method.

30. When the view first appears, you're going to set up the title so

that the user is told to go ahead and select a scale for the first
time. Drag in “20 add viewWillAppear code,” placing it
immediately after the viewDidUnload method you just modified.
Drag in “21 MainView.m — add playButtonsAreHidden method”
and place it right after the closing parenthesis of -
(void)viewWillAppear as shown in Figure 4-53. You’ll do the
same thing with orientation left and right. Drag in “22
MainView.m — replace shouldAutoRotate code” and after
deleting the existing autorotate code (return YES;), place this in
its place. You also want to hide the buttons when you start so
that the user will be prompted to first choose a scale. Drag in
the “23 MainView.m — add flipsideViewControllerDidFinish”
code as the new first line of that method.
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Figure 4-53. After the second of your four code additions.

31. You also want to set a method that will identify the scale that
was selected by the View Controller. Drag in “24 MainView.m —
add fccSelctedScalemethod” and place this after
flipsideViewControllerDidFinish as shown in Figure 4-54.
And you need to tell the view what scale is selected so that it
will show itself. Drag in “25 MainView.m — add prepforsegue
code.”
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Figure 4-54. Identify the scale.

32. You need to add an audio player delegate. Drag “26
MainView.m — add audioPlayerDelegate methods” and place it
right before the @end as shown in Figure 4-55.
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Figure 4-55. Add the audio player delegate method.

33. Finally you need to add the methods in support of the play
button delegate protocol. Drag in “27 MainView.m — add
playButtonDelegate methods” and place it right before the @end
as shown in Figure 4-56. And that is it! Click Run and see your
beautiful app run.



208 CHAPTER 4: Building a Utility Application

LvnialplayButtanPresied: (Playbutton o) sender
flsrader. tuhcoust 1c)

(1917 OmAcounticPressed: vender]]

[vel? OnElectricPrevsedisender])

= LoniibabousticPressadi(id] sender {

oq Lh w_pLartiuttenflayed == sender)

In_phud LoP Ly,

s ifin_phudishlayer. sPlayisg &6 w_pLastButtonrluyed == sender)

esumePlayingl )

ls_shudioPlayer pauseluyisgli

=_ptantButtonlayed = eaders
10l i, ivBackground. isage = w_pSelectedicale. LnageForcoust ioteale:
InphutLoPluyer piaysoune? iinin_pielectodicale. scovsticsealatitopecls

Le10at LectricPresneds [ id) sender |

e et e UL a_pLasthutiabiared = tenter]

In_phudioPlayer resumePlayisgl L1

it [n_phudiaPlayer. (1Playisg £6 = _plavtSuttonFluped == sander)

In_paud LoPlayer pausePlaylagl

m_pLattButienBlayed = seager;

TL7, ivBachyrovad. iasge = »_pdalnctesicals, insgeforflectricsaale;
In_pAudioPlayer playSounefiiein_pSelectedicale. electricscaler ilespect

Figure 4-56. Add the PlayButtonDelegate methods.

34. It starts up and asks you to select a scale; when you select a
scale, the first image appears. In this case, we first selected
Major Pentatonic and then, as shown in Figure 4-57, we’re
about to choose a new scale. When the new scale is selected,
the image changes dynamically. Figure 4-58 illustrates how the
button appears when you say Done. Figure 4-59 shows how
you can switch between looking at the scales on an acoustic
guitar and an electric guitar.
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Figure 4-58. Now when we say Done ... the button appears.
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Rock & Country

[
Figure 4-59. You can change the type of guitar by pressing the play buttons.
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Storyboarding a
Page-Based App

Our fourth Storyboarding app is a pretty zany endeavor to say the least. You'll
be building a Page-Based Application that will house a dynamic, electronic
brochure that actually consists of 4 mini-brochures. The fun thing is that your
“client” is a time travel agency that has the ability to travel forward and
backwards in time! We're calling this the futureTravel application, and you will
learn many cool tools and methods as you use it to move forward in your
Storyboarding skills.

Note that apps 1 through 3 were based on standard Storyboarding skills with an
emphasis on the code. Apps 4 through 7 will focus on advanced Storyboarding
features and methods that build on the theoretical code covered in earlier
sections.

FutureTravel encapsulates four brochures in one. This means that as the user
lands on the second page of four, the user may choose one of the four possible
destinations. After this choice is made, the remaining two pages are then
automatically customized to the user’s choice of destination. If the user decides
that she wants to explore the other three destinations, futureTravel allows her to
simply page back and select a different destination and then page forward again
with new dynamic pages associated with the new choice of destination.

Using the Page-Based Application template is all about replacing the built-in
data model with your own. The page navigation simply lets you view the pages
generated from this underlying model. You’ll use the iPad layout as it gives you
more room for text on the pages of your travel flyer. You'll replace the built-in
model with your own set of pages, with an image for the page and the page
number. You'll encapsulate this page data in its own class (object with own
.h/.mfiles). And you’ll build the array of pages data at runtime in the
ModelController startup methods. In the Storyboard file you adjust the Ul to
your liking.
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futureTravel: A Page-Based App

We divide this project into five steps. First you create the project from a
template and then you prep the Storyboard. Steps 3 through 5 consist of coding
the ModelController, DataViewController, and RootViewController. This
project will become quite hierarchical in nature, so you may want to note the
general outline of our coding strategy:

1. Create from Template: First we start a new Page-Based
Application called futureTravel, with com.apress, iPad, and
using ARC. Then we adjust project settings by deselecting
portrait and upside-down capabilities. Next we drag in assets
such as the Default-Lanscape*~ipad.png and the
ModelPageData class files (.h & .m) to the futureTravel group. To
test that it’s all working, we build the project.

2. Prep Storyboard: Two parts to think about here: the Root View
and the Data View. For the Root View we color the view
background: RGB(254,196,37), the color of Apress yellow. The
Data view is a little more complex. Here we also color the view
background: RGB(253,224,145), a lighter version of Apress
yellow we used earlier, but we need to do more here. We
remove subordinate view and add a UIImageView in its place,
which will be the same as our load image (20,20 984x679). This
will not have any user interaction. With this done, we adjust all
four edges and autosize in both directions. We also adjust the
placement and configuration of the label and place it correctly.
Finally we change the text to right-aligned and its color to Dark
Gray Color.

3. Code ModelController.
4. Code DataViewController.
5. Code RootViewController.

Preliminaries

We created the assets for the program, which consist of a launch image and the
first two images (travel introduction and destination selection), and then we
created two images for each of the four destinations. We generated @2x
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versions of all these files, which will automatically be used if we run this
application on the new iPad (Retina display version). We also created a special
image, used to mark the client’s destination selection. This leaves us with a total
of 23 images generated for this project. You can download the images, assets,
extras, and DemoMonkey files here: http://www.rorylewis.com/xCode/
StoryBoarding%20in%20Xcode/Chapter0o5_futureTravel%20Assets.zip. You can
download the source code we programmed while filming the video here:
http://www.rorylewis.com/xCode/StoryBoarding%20in%20Xcode/Chapteros futu
reTravel.zip. As always, we suggest that you clean up your desktop, download
all the images, and open up your DemoMonkey file before you begin.

Step 1: Create from Template

Cape Town: 1.3 Milliany

Hawve a party with peimitive humane

Figure 5-1. iBooks and our app, the Page-Based Application.

1. Before proceeding too far let’s make sure you understand when
you’d want to use a Page-Based Application. After Apple
released the iBook app in the App Store, there was an
immediate demand to code the cool page-curling effect. In
response, Apple introduced a new template called Page-Based
Application in Xcode 4. The Page-Based Application uses a
single View Controller that dynamically replaces content based
on each page the user navigates to. It's somewhat strange for
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Apple to provide the one and only instance where Xcode
provides a template that is so far beyond the stripped-down,
basic foundation it usually provides. With the Page-Based
Application, Apple actually provides a sample application.
However, we will go over some cool tricks and hidden traps very
carefully in this chapter.

NOTE: You will want to use the Page-Based Application template when you want to

create a project containing an application designed to display a page for each new
view.

Choose a template for your new project:

B ios

[EFI—

O —
Framework & Library

Other e

Master-Detall OpenCL Game Single View
& MacOSX Application Application
Application
peensy
Framework & Library \‘f H
Application Plug-in il _/ l Rsssad

System Plug-in
Other Tabbed Application Utility Application Empty Application

. Page- Based Application

This template provides a starting-poindfor a page-based application that uses a page view
controller.

Cancel Next

Figure 5-2. Start a new Page-Based Application project in Xcode.

2. Open Xcode, press #+1+N, select a Page-Based Application,
and click Next as shown in Figure 5-2.
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Product Name | futureTravel
Company identifier | com.apress
Bundie Identifier
Class Prefix

Device Family | iPad

Cancel

o Use Automatic Reference Counting

Include Unit Tests

1

Previous

Figure 5-3. Name the app futureTravel and then deselect Portrait and Upside Down.

3.

Enter com.apress as the Company Identifier. We won’t use a
class prefix. Make sure to select iPad and check Use
Automated Reference Counting. Do not check Include Unit
Tests (Figure 5-2). Once created, save it onto your desktop. You
will see the new futureTravel project open up. As mentioned,
we’remakingthisapp fortheiPadonly—we’ll also make it
Landscape only for the text images that we will be using. They
have text orientated in Landscape orientation, so uncheck
Portrait and Upside Down as shown in Figure 5-3. Interesting to
see what is missing here ... can you see it? Notice there’s no
option of not using the Storyboard with this Page-Based App.

NOTE: When using the Page-Based model template, you have one goal: to go in and

replace the model for the page content with your own model for the page content.
You will now start this by adding your own data object and reworking the existing
object to use the new data object.
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;

() (M)  futureTravel ’ iPad 5.1 Simulator =
A
B € = » B8 w4 > | [ futureTravel
D SRR Summary
i .C“_". Default-Le [ Jscape@2x-ipad.png S B e R i0S Application Target
4
. TARGETS =
. I e
m AppDelegate.m V&d Bundie Identifier com.apress

h| RootViewController.h
m RootViewController.m
h| DataViewController.h Devices | iPad
m DataViewController.m
h| ModeiController.h
m ModelController.m
= MainStoryboard.storyboard
(3 Supporting Files
> Frameworks
» Products Main Interface

Version 1.0

Deployment Target v
¥ iPad Deployment Info

Main Storyboard | MainStoryboard

Figure 5-4. Drag the startup images into your root directory.

1. Open up your futureTravel Assets folder you downloaded from
http://www.rorylewis.com/xCode/StoryBoarding%20in%20Xcode
/Chapteros_futureTravel%20Assets.zip and unzip it onto your
desktop. Select both of the startup images Default-
Landscape@2x~ipad.png and Default-Landscape~ipad.png and
drag them over to the root directory. Notice that you also have
images for the new iPad (the Retina iPad), if you choose to
compile this app directly onto the Retina iPad, as shown in
Figure 5-4.
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Choose options for adding these files:

ﬁ Destination (v Copy items into destination group's folder (if needed)

Folders (=) Create groups for any added folders
Create folder references for any added folders

Add to targets (v oA futureTravel

Cancel Finusl\

Figure 5-5. Make sure you copy the startup images into your project.

2. When the “Choose options for adding these files” dialog pops
up, check “Copy items into destination group’s folder.” Also
check “Create groups for any added folders.” Make sure your
target is futureTravel and that it is checked (Figure 5-5).
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-

Launch Images

Portrait

Retina Display

Landscape

Retina Display

¥ Linked Frameworks and Libraries

&= UIKit.framework Required 5

ﬁ: Foundation.framework Required -
&= CoreGraphics.framework Required »
E——

b Entitiements

Figure 5-6. Xcode automatically brings in the images.

3. Notice that Xcode detects that these images are for the
Landscape and the Retina display and automatically drops them
into the appropriate Launch Image boxes as shown in

Figure 5-6.
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||t @ A = » B &« » | [ futureTravel

=l

PROJECT | Summary | |
T -

D !
[ futureTravel e

w Default-Landscape@2x~ipad.png

Deployment Target 5.1 v
w Default-Landscape~ipad.png TARGETS P 9
¥ || futureTravel ] - -
- future’ | v iPad Inf
) AppDelegate.h L v Deployment Info
Im| AppDelegate.m ==
|h| RootViewController.h Main Storyboard | MainStoryboard
Im| RootViewController.m Main Interface

|h} DataViewController.h
Im| DataViewController.m
|h] ModelController.h Supported Device Orientations
Im| ModelController.m —

= MainStoryboard.storyboard I D .
7L S O >

\* s
18] fulureTravﬂ.nl'o,pllst
Portrait 1
InfoPlist.strings

‘m| main.m

h! futureTravel-Prefix.pch
» || Frameworks App lcons
» [ Products

Figure 5-7. Drag the Images folder into the Supporting Files folder.

4. Now select the entire Images folder and drag it into the
Supporting Files folder as shown in Figure 5-7.
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S

Choose options for adding these files:

‘_4-'"____ Destination JCow items into destination group's folder (if needed)

Folders (*) Create groups for any added folders
Create folder references for any added folders

Add to targets |V A futureTravel

Cancel Finish
Figure 5-8. Copy the startup images folder into your project.

5. Asin step 5, when the “Choose options for adding these files”
dialog pops up, check “Copy items into destination group’s
folder” and “Create groups for any added folders.” Make sure
your target is futureTravel and that it is checked as shown in
Figure 5-8.
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& Ol-intro.png Down Left
w Ol-intro@2x.png
w 02-Pick.png
« 02-Pick@2x.png App lcons
1-Aspect-1.png
l-Aspect-1@2x.png
1-Aspect-2.png
1-Aspect-2@2x.png
2-Aspect-1.png
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2-Aspect-2.png
2-Aspect-2@2x.png
3-Aspect-1.png Launch Images
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w 4-Aspect-1png
» 4-Aspect-1@2x.png Portrait
® 4-Aspect-2.png
w 4-Aspect-2@2x.png
_w LetsGoCloud.png
[} futureTravel-info.plist
InfoPlist.strings
m| main.m
h| futureTravel-Prefix.pch
» || Frameworks
» [ Products Landscape

Prerenders

girninsininininini{sin

Retina Display

Figure 5-9. Notice the new group that Xcode has now created for you.

6. Xcode instantiates a brand new group inside the Supporting
Files folder as shown in Figure 5-9.
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W Ueraunm-Lanascape@ex~ipaa.png p— Deployment Taraet = =
W Default-Landscape~ipad.png TARGETS
v futureTravel
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AppDelegate.h
AppDelegate.m
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RootViewController.h in Storyboard | MainStoryboard

DataViewController.h
DataViewController.m
ModelController.h Supported Device Orientations
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m
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m RootViewController.m Main Interface
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h
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| futureTravel-Info.plist
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Figure 5-10. Drag in the Data class.

7. Because we’re focusing on the Storyboard aspect, we decided
to create the data model code for you. We describe this code in
detail later in the chapter, but for now just select both the
ModelPageData.h and the ModelPageData.m files and drag them
into your project as shown in Figure 5-10. If you have one of the
older versions of Xcode, you may have to instruct Xcode to
build these new files. (By the time this book comes out, this may
be fixed.) Step 12 shows you how to tell XCode to build these
new files.
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Choose options for adding these files:

Destination (¥ Copy items into destination group's folder (if needed)

Folders () Create groups for any added folders
(_ Create folder references for any added folders

Add to targets | oA futureTravel

[ Cancel | [ Finisg |

Figure 5-12. Manually add the new file to be built, if not already there.
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w Default-Landscape-ipad.png TARGETS

Click futureTravel at the root of the Navigation tree. In Target
settings on the left, pick the Build Phases tab at the top. Now
expand the Compile Sources section. If you don't see the
ModelPageData.m file in this list, click the + (plus) button, select
the ModelPageData.m implementation file, and click Add as
shown in Figure 5-12. This will add ModelPageData.m to the
project. In case the desired files aren’t shown in the "Choose
items to add" list, click the Add Other button and find the files
you want to add in your directory structure.

m futureTravel ' iPad 5.1 Simulator = Xemcln

Scheme Breakpoints
> ; futureTravel
Summary Info Buil

™ futureTravel

» Target Dependencies (0 items)
Show in Finder

h' AppDel i "
m ApgDel  OPen with External Editor
h Rootvie Open As > » Link Binary With Libraries (3 items)

m RootVig .
b Daavy  New File..

m Datavie New Project..

¥ Compile Sources (6 items)

v

Copy Bundle Resources (25 items)

h] ModelC
o Modetc  New Group

S Mainse  New Group from Selection
h) ModelP
m ModelP

Suppor

futu -

Infef  Delete
m main

Sort by Name
Sort by Type

h| futs  Source Control >
Framewor
Products Project Navigator Help >

Figure 5-13. Another way to do this...

10.

This is not the only way to do this if, by the time you read this,
Apple has not fixed it. If you go to your futureTravel folder,
right-click it, and select Add Files to futureTravel, as shown in
Figure 5-13, and then go out to your folder on your desktop and
select the files, it automatically adds the sources to the compile
list. This way you have two different ways to get around this
minor bug with the new Xcode working in Lion.
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Step 2: Prep Storyboard

®00 B futu
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b| AppDelagate.h 3 ) —— " | » Compile Sources (6 items)
m AppDelegate.m
h| RootViewController.h b Link Binary With Libraries (3 items)
m! RootViewController.m
h) DataViewController.h » Copy Bundle Resources (25 items)

m' DataViewController.m
h! ModelController.h
m ModelController.m
= "MainStoryboard.sto /board
h| ModelPageData.h
m! ModelPageData.m
¥ |__|Supporting Files

» [_|Images

|| futureTravel-Info.plist

InfoPlist.strings

Figure 5-14. Open Storyboard.

1. We’re going to work on the real thing now: the Storyboard.
Let’s open your Storyboard! Go to the Project Navigator and
click your Storyboard file as shown in Figure 5-14.
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[ NalN:] [ futureTravel j — i board storyboard
% — - = B 1
@ (m) L iPad 5.1 i | [ oS
Man oo Seheme il |
=i iy + [ futureT: B B (gl [ Data View Controlier Scene | | | Data View Controlier

15 Root View Controller Scane
W First Responder

» L) Root View Controlier

7] Data View Controller Scene

@ first Responder
™" ¥ Ouia Vies Controller

Figure 5-15. Wow! The Storyboard itself is already set up!

2. When you open the Storyboard, you will probably be amazed
how the Page-Based Application template has instantiated a
fully working paging app! You see two scenes, the Root View
Controller and the Data View Controller, as shown in Figure
5-15. Remember that the Root View Controller is the frame that
shows the pages. The Data View Controller shows you an
instance of a page. It’s sometimes difficult for students to get it
that all the pages will be procured through each instance of the
Data View Controller. You don’t get to add a whole lot of other
Ul elements into this, but you can tweak it.
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Figure 5-16. Change the color of the Root View Controller to Apress Yellow

3. You're going to change the background color of the Root View
Controller from the default brown color to the Apress yellow.
Start by clicking the Root View Controller. You can see that in
the View being highlighted on the left side of Figure 5-16. The
Apress colors are Red@254, Green@196 and Blue@37. Change
the three primary colors in the Colors dialog as shown in the
right image in Figure 5-16.
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Figure 5-17. Adjusting the Data View Controller.

¥ Label
Text Label
Lines 1.
Behavior W Enabled
Highlighted
Baseline | Align Centers
Line Breaks | Truncate Tail

Alignment | B =

Font Helvetica 14.0

Minimum Size 10 1) ™ Autoshrink
Text Color | NN Default

Highlighted | NEEER  Default

; = | Default

0i. -1{:
Horizontal Vertical

4. We do like the frame Apple gave us here, but we will arrange
some of the other default attributes as follows. We want to keep
the label but we want it to be at the bottom. Simply grab it and
move it down to the bottom by selecting it in the Document
Outline as shown on the left side in Figure 5-17. Or simply click
the actual label itself and drag it down. Use the guideline to
center it as needed. Open the Attributes Inspector tab and make
the text align to the right as shown on the right side in Figure 5-
17. Lastly, change the Text Color property to Dark Grey Color as
shown in Figure 5-18. Also move the internal content View up a
little, soitd oesn’tintersect withthe Label-—you can either drag
it up using the mouse or select it, going to the Size Inspector
pane on the right and changing the Frame Rectangle’'s Y

attribute to 20.
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Figure 5-18. Set the font color.

5. You need to house images in the scene, so drag an Image View
from the Library and place it inside the current View in the
center of the scene.
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Figure 5-19. Replace and delete the old view.
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6. If you didn’t care about the amount of objects you have, then
you couldleavethenestingoflayersastheyare—but there is a
lesson here. What you want to do is develop good practices, so
what we want you to do is replace the View with the Image
View. Look at Figure 5-19: in 1 you select the Image View. In 2
you drag it above the View and below the Label - Label. In 3 you
select the old View. In 4 you delete this old View you just
selected. In 5 you select the Image View so you can bring it
back to position on the Storyboard in the next step.
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Figure 5-20. Move the View to its correct position.

7. Move the main View until you see the square dotted lines on
both the left and right upper sides of the Data View Controller as
shown in Figure 5-20.
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Figure 5-21. Make sure the Image View scales correctly.

8. Click the Image View and then go to the View in Size Inspector
and see that the red rectangle in the Example scales
appropriately. It will look like it stretches with the window, and
this is correct. But the label needs to be grounded, so click the
label and in the Autosizing box select the bottom, left, and
horizontal middle red anchors. Deselect the top one. Your label
should be grounded as shown in Figure 5-21. This means that
as the View that contains the label changes its size, the label
maintains its proper position and size. The property you've just
set visually by selecting appropriate anchor points is called
autoResizingMask. Every UIView subclass has it. In fact, it's a
very handy attribute, especially when you’re developing an app
that supports multiple device orientations.
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Figure 5-22. Select the View that holds the label and Image View for a final edit.

9. We have one more adjustment to make to the main View. Select
the main View that holds the Label - Label and the Image View
as shown in Figure 5-22.



234 CHAPTER 5: Storyboarding a Page-Based App

_
= [EIEI =] (1 l:]
i el bk b EONOG = View s ia e Organizer)
| D B 2 |® s ©
| ¥ View
' Mode | Scale To Fill |

S Tag of3)
: Interaction (¥ User Interaction Enabled
|| Multiple Touch

Alpha 1 ,\i]
| Background | |

- s

cm ;w' Opaque ) Hidden

800

u @| g ] ] Clears Graphics Context
" """1- S Cclips
w' Autoresize Subviews
( . — ol (18 0.
B | RGBSliders : % ¥
'.'-'d r— 1 1.: |
== el 259 Width Height

Figure 5-23. Change the color of the View to Apress yellow.

10. Once you’ve selected the View, in the Attributes Inspector open
the Colors dialog by clicking the Background color swatch.
Open the RGB selection from the drop-down menu and set
Red@253, Green@224, and Blue@145 as shown in Figure 5-23.
Close it. You now can run the app and see what you have.
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Figure 5-24. A beautiful launch image starts the app.

11. Sure enough, once the app builds and runs, it begins with the
beautiful launch image you inserted that displays while the
application finishes starting up. Notice how it automatically
starts in Landscape regardless of how you’re holding it. The
image also fits beautifully onto the page as shown in
Figure 5-24.
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Figure 5-25. Beautiful page curls all done for you.

12. As mentioned at the beginning of this chapter, it's
unprecedented for Apple to provide such a turnkey Xcode
framework. Once the launch image is completed, you go
immediately to the first page and see the Apress yellow, the
greyfont,andthe placementofthelabels—all of which you
took care of in the Storyboard. Then, selecting the page to turn
on the very right hand side of the page, as shown in Figure
5-25, you see a beautiful page curl appear, all without coding a
single line. Wow! The only thing missing now is your page
content, which is what we do in step 3 of 5. So let’s get to it!

Step 3: Code: ModelController

Before you start coding, we’d like to take a minute to recap, look around, and
view the forest as well as the trees. You have three steps left. The first was
setting up the project. The second was adjusting your Storyboard. Now you will
code step 3, the ModelController, step 4, the DataViewController, and step 5,
the RootViewController. There is a good reason for these three steps, because
the Page-Based Application provides exactly these three classes:
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RootViewController, ModelController, and DataViewController. You will now
spend the rest of this chapter coding these three classes.

NOTE: We strongly suggest that when you use the Page-Based Application template
for your own projects, you too divide your project into five steps: first, preliminary
files allocation; second, Storyboard adjusting; and lastly coding the three provided
classes.

An easy way to remember these classes in the Page-Based Apps is as follows:

The DataViewController manages the actual data and Views
you want your user to see.

RootViewController keeps track of current and new Views
(pages) requested by your user.

ModelController receives and creates new Views (pages)
requested from RootViewController.

So now that you have a refresher on where we’ve been, where we'’re at, and
where we're going, let’s start coding.

NOTE: We're going to go a little out of order and start with the ModelController
first. The reason for this is that if you start building the code in order,
DataViewController to RootViewController to ModelController, then it
will be difficult to test whether the code is building correctly. Alternatively, building it
in the reverse order as we are coding, you can literally press 38 +B at the end of
every section, and if there are no compile errors or warnings you know you're doing it
correctly. Essentially, we're going backwards so that we can test by building as

we go.

237
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Figure 5-26. Open the ModelController.m and set the stage.

1. You need to first reorganize the Xcode windows for coding.
First select the ModelController.m implementation file and then,
looking at the right-hand image In Figure 5-26, if your Standard
editor is on, deselect it by selecting the Assistant editor. Keep
the Navigator on, close the Debug area, and deselect the
Utilities pane as shown in Figure 5-26.
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Figure 5-27. Your Xcode canvas for coding and following along with us.

2. Once you'’ve set the Xcode stage with the ModelController
implementation file on your left pane and its header file on your
right pane, open up DemoMonkey and, depending upon the size of
your screen, place it at about the same position shown in
Figure 5-27.
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e ModelController : NSObject <UIPageViewControllerDataSour P:Q
ty (nonatomic, assign) NSUInteger destinationNumber; // number [1
for selected destination

- (DataViewl r r =)viewControllerAtIndex: (NSUInteger)index
storyboard: (UIStoryboard =)storyboard;

= (NSUInteger)indexOfViewController:(DataViewContr er =)viewController

Figure 5-28. Drag in your first snippet from DemoMonkey.

3. We want to add a new property called destinationNumber

because in the travel flyer you’re making, you have four possible

prh -

gr.m

pr.m -

r.m

gr.m

pr.m -

pr.m

pr.m

pr.m -

destinations that you want to see as you're paging through the
flyer. As we move forward we will dig deeper into this property.
For now, start by dragging the “01 ModelController.h —add new

property” snippet from demoMonkey into the header file

add new property

add import of pagel
replace one-liner di
add property synthq
add anonymous em
replace init code (w
in “viewControllerAi
in same method, re
in “indexOfVewCon

immediately under the @interface ModelController line of code

as shown in Figure 5-28.
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ModelController.h
futureTravel
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#import <UIKit/UIKit.h> |

ainterface ModelController : NSObject <UIPageViewControllerDataSources> {
sonth
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- (DataViewContr r =)viewControllerAtIndex: (NSUInteger)index
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Figure 5-29. A general review of how to set out your files.

4. Before you go too far dragging snippets onto the
ModelController.h file, let’s quickly go over the format we use
in setting up each page, which is the format we strongly suggest
that you adhere to. From the top, our public interface, a section
for instance variables, properties, and then our instance
methods at the end. We will call these sections as we guide you
to where you should place your DemoMonkey snippets as shown
in Figure 5-29. This view, however, is with the Assistant editor.
We’ll be switching back and forth between the Assistant editor
and the Standard editor as shown in Figure 5-30.
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¥ || futureTravel

h
m
h
m
h

| AppDelegate.h

| AppDelegate.m | #import <UIKit/UIKit.h>

| RootViewController.h 1

| RootViewController.m 11| @class DataViewController;

| DataViewController.h 13|’ @interface ModelController : NSObject <UIPageViewControllerDat:
| DataViewController.m 1

}

ModelCont

| ModelController.m 17| @property (nonatomic, assign) NSUInteger destina}iurﬂumber: 1/

= MainStoryboard.storyboard

h| ModelPageData.h h

m ModelPageData.m o - (NSUInteger) indexOfViewController: (DataViewController #)view
v (| Supporting Files 2| eend

> |_|Images 2

[ | futureTravel-Info.plist
" InfoPlist.strings
im:rnain.nn

|h) futureTravel-Prefix.pch

Figure 5-30. Same header file but now viewed in the Standard editor.

5.

The reason we’re going over this is because, as you know,
these screen shots are directly from the video, and because we
switch between the Assistant and Standard editors constantly,
you need to be able to recognize them. For example, Figure
5-30 shows the same header file shown in Figure 5-29, except
we’ve switched off the Assistant editor and clicked the Standard
editor.

#import "Modellontroller.h™

#import "DataViewController.h"
#import “ModelPageData.h"

I*
A controller object that manages a simple model -- a collection of ModelPageData ol

The controller serves as the data source for the page view controller; it therefore
pageViewController:viewControllerAfterViewController:.
It also implements a custom method, viewControllerAtIndex: which is useful in the ir
configuration of the application.
There is no need to actually create view controllers for each page in advance — imt
methods create, configure, and return a new view controller on demand.
*/
@interface ModelController() {
}

@property (readonly, strong, nonatomic) NSArray =pageData;

@end

@implementation ModelController

@synthesize pageData = _pageData;
@synthesize destinationNumber = m_nDestinationNumber; // [1-4]

// Copyright (c) 2012 Iron Sheep Productions, LLC. All rights
/l/

- (DataViewController =)viewControllerAtIndex: (NSUInteger)inde
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Figure 5-31. Open the ModelController implementation file and drag the first of the three snippets into
the implementation file.

6. Open the ModelController.m. You will drag in three snippets.

First drag in the “02 ModelController.m — add import of
pageData object” snippet, which connects the implementation
file with the class you brought into the project in Figure 5-10.
We will dig deeper into why we connect it and what the class
does, but for now just import it as seen on line 12 in

Figure 5-31.

Now looking at line 14, right after the /*, delete the first line of
text and replace it with “03 ModelController.m — replace one-
liner description” just to remind yourself that this is a controller
object that manages an array, or collection of data objects.

This model was originally written to support the number of
elements in an array, but that’s no longer true for us. We have
a fixed value for max pages, so what you will do is after adding
the property synthesis for the new property you’ve added is
simply add a definition for the number of pages.

NOTE: Another way you could have done this would be to make a property getter
override with a property for the number of pages that would always return the same
value.

enum {

The reason we chose our method to change the array with
destinationNumber = m nDestinationNumber; rather than the
option described in the nearby gray box is because our method is
fun and teaches you a couple of really cool techniques to use with
Storyboarding:

We have an anonymous enumeration enum that’s not
given any name.

MAX_PAGES = 4

};

We also work with no instance variables tied to this
enumeration. Our method abides strictly to the value that
we can now use by name.
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It’s similar in a way to creating a #define directive but it’s
not treated as a text substitution by the compiler.
Instead, this mechanism creates a constant integer value
for each name within the enum, which means we’re
showing you a cool way to create a number of unrelated
named integer constants without using an array and then
use them should your application require. In our case,
we will use only MAX_PAGES. But for you, this way frees
you and opens the door to using this method for your
specific purposes in any other future applications.

Now go back and do what we’ve outlined with the bullets. Start
off by adding the property synthesis. Drag in the “04
ModelController.m —add property synthesis” snippet and place it
directly under @synthesize pageData = _pageData; as shown in
Figure 5-31.

aimplementation ModelController

ize pageData = _pageData;
e destinationNumber = m_nDestinationNumber; // [1-4]

enum {
MAX_PAGES = 4
};

- (id)init
self = [super init];
if (self) {
// Create the data model. !
NSDateFormatter »dateFormatter = [[NSDateFormatter alloc
pageData = [[dateFormatter monthSymbols] copyl;

turn self;

- (DataViewCont er *)viewControllerAtIndex: (NSUInteger)index

// Retu e data view controller for the given index.
f (([se eData count] == B) || (index >= [self.pa

Figure 5-32. Add a definition for the number of pages and then delete the date formatting for the old
data model.

7. You need to have a definition for the number of pages your
array will be working with. Drag in the “05 ModelController.m —
add anonymous enum” snippet and place it underneath the
synthesis you just placed as shown in Figure 5-32. Now you
need to take out the generation of the older model, because as
mentioned you’'re not going to use dates anymore, and
substitute it with our own data. So select the three lines of code
as shown in Figure 5-32 and delete them.
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mentation ModelController

ize pageData = 3 H
e ccstmauonNu'rbcr = nDestinationNumber; // [1-4]

enum {
MAX_PAGES = 4
}

- (id)init
self = [super init];
(self) {
// Create the data model...

// - set starting page
self.destinationNumber = 1; //f set our default destinatio

/I = create the pages
NSMutableArray smpdPagesAr = [NSMutableArray arrayl];

eData =newPageDescription = [[ModelPageData alloc]
[mdeagesAr addObject: neuPageDescriptmnl

newPageDescription = [[ModelPageData alloc]l initWithImageFi

Figure 5-33. Replace the old data model with your data model.

8. Drag in the “06 ModelController.m — replace init code (within if
{})"_snippet and place it exactly in place of the code you deleted
in Figure 5-33 inside the if statement as shown in Figure 5-34.
You can see that we preset our destination Page 1 with
self.destinationNumber = 1;. You also need to set up an array
of pages, but because we don’t just have 4 pages in our flyer
but 4 flyers integrated into one, you end up with an 8-pack of
pagesplus?2 frontpages, whichmake atotalof10 pages—
whereas the max number of pages for any one trip through the
flyers is 4. Here’s what we’re going to do:

Always reserve “01-Intro.png” for slot 1 in the array
Always reserve “02-Pick.png” for slot 2 in the array

Now we have only 2 slots left in our array and we need to stuff 8
pages into it. Solutions:

newPageDescription “n-Aspect-ni.png” for slot 3 in the
array

newPageDescription “n-Aspect-ni+1.png” for slot 4 in
the array

Expanding this a little more:
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ModelPageData ..."01-Intro.png" andPageNbr:1ofMax:MAX PAGES];..;
newPageDescription .."02-Pick.png" andPageNbr:2ofMax:MAX PAGES];..;

newPageDescription .."1-Aspect-1.png" andPageNbr:3ofMax:MAX_ PAGES];..;
newPageDescription .."1-Aspect -2.png" andPageNbr:4ofMax:MAX PAGES];..;

newPageDescription .."4-Aspect-1.png" andPageNbr:3ofMax:MAX_ PAGES];..;
newPageDescription .."4-Aspect-2.png" andPageNbr:4ofMax:MAX PAGES];..;

What we’ve done here is overcome the obstacle of keeping an array
of 4 to handle 10 pages. But you need to adjust your
DataViewController for this to work. If you understand this well,
move onto step 35 and Figure 5-35. If you ‘re still not quite clear,
then check out Figure 5-34.

Figure 5-34. Two diagrams to help illustrate how our pages are stored in the 10 position array.

9. Figure 5-34 comprises two images that help illustrate the non-
trivial method we’re using to organize our array. The left side of
Figure 5-34 shows our Storyboard pages as four sets of
destinations with our original first two pages, but arranged in a
way that we end up with duplicates. To solve this problem we
instead layout the non-duplicate pages into a list of 10, as
illustrated on the right-hand side of Figure 5-34 and described in
detail in step 34.
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a = [NSArray arrayWithArray:mpdPagesAr];

}
return self
}
- (DataViewl troller =)viewControllerAtIndex: (NSUInteger)index storyboard: (U
{
view controller for the given inde
sta count] == 8) || (indexy>= [self.pageData count])) {
' Lr(a e a new view con roller and pass suitable data.
Da iew -dataV1cu(cntroLler = [stnrybcard instantiateViewContr
dataVLewContruller jataObject = [self.pageData objectAtIndex:index];
=turn dataViewController;
}
- (NSUInteger)indexOfViewController: (DataViewController =)viewController
{
/ Return the index of the given data view controller.
// For si , this ;’ch’cﬂta ion uses a static array of model obje

AR PR TR e

Figure 5-35. Take out the code pointing to the original array.

10. As mentioned, you need to adjust your DataViewController for
this method of organizing the array to work. Find the
viewControllerAtIndex:storyboard: method. Remember that,
as evident in Figure 5-34, you can’t use the array count
[self.pageData count] as shown and done for you on line 90 in
Figure 5-35. You need to change this as follows:

. if (([self.pageData count] == 0) || (index >= [self.pageData count])) {
return nil;..

we change to:

. if (([self.pageData count] == 0) || (index >= MAX PAGES)) {
return nil;..

So select lines those 4 lines and delete them as shown in
Figure 5-35.
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geData = [NSArray arrayWithArray:mpdPagesAr];

(DataViewController *)viewControllerAtIndex: (NSUInteger)index storyboa

/f Return the data view controller for the given index.
if (([self.pageData count] == @) || (index >= MAX_PAGES)) {
return nil;

/f determine index Inte our 1@ possible pages based on desired page i
NSUInteger nObjectIdx = index;
iflindex > 1) {

nObjectdx += (selfidestinationNumber — 1) = 2;

/f Create a new view €ontroller and pass suitable data.

DataViewControllep®=dataViewController = [storyboard instantiateView
dataViewController.dataObject = [self.pageData objectAtIndex:index];
ratirn Aastsifaulantrallars

Figure 5-36. Insert the new code that interacts with the new array.

11. Drag in the “07 ModelController.m — In "ViewControllerAtIndex:

Storyboard:" replace index-check code with new” snippet and
drop it into the exact spot where you deleted your code in
Figure 5-35, as shown in Figure 5-36. Note that nObjectIdx +=
(self.destinationNumber - 1) * 2; is how you take care of
your new index, which returns a value of 0 thru 9 based on the
destination. But you have a problem, because it’s still grabbing
objects based on the old index (line 103 of Figure 5-36). You need
to change this in the next step.
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- (DataViewController *)viewControllerAtIndex:(NSUInteger)index storyboard:(UIStoryboard

// Return the data view controller for the given index.
if (([self.pageData count] == 8) || (index >= MAX_PAGES)) {
return nil;

// determine index into our 1@ possible pages based on desired page and desired desti
NSUInteger nObjectldx, = index;
if(index > 1) {

// Create a new view controller and pass suitable data.

DataViewController *=dataViewController = [storyboard instantiateViewControllerWithIde
dataViewController.dataObject = [self.pageData ohjectAtInqu:index];

return dataViewController;

}

= (NSUInteger)indexOfViewController: (DataViewController =)viewController
{

// Return the index of the given data view controller.

// For simplicity, this implementation uses a static array of model objects and the
the model object to identify the index.

return [self.pageData index0OfObject:viewController.dataObject];

Figure 5-37. Copy the new nObjectldx.

12. All you have to do here is replace the old index index
dataViewController.dataObject = [self.pageData objectAtIndex:index];

with the new index nObjectIdx

if(index > 1) {
nObjectIdx+= (self.destinationNumber - 1) * 2;

Select it as shown in Figure 5-37 and copy it.
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- (DataViewController =)viewControllerAtIndex: (NSUInteger)index storyboard:(UIStoryboard =

// Return the data view controller for the given index

if (([self.pageData count] == @) || (index >= MAX_PAGES)) {
return nil;

}

// determine index into our 18 possible pages based on desired page and desired destin
NSUInteger nObjectIdx = index;
if{index > 1) {

nObjectIdx += (self.destinationNumber - 1) = 2;

/f Create a new view controller and pass suitable data

DataViewController =dataViewController = [storyboard instantiateViewControllerWithIden
dataViewController.dataObject = [self.pageData objectAtIndex:pObj Xl ;

return dataViewController;

}

- (NSUInteger) indexOfViewController:(DataViewController =)viewController
{

// Return the index of the given data view controller.

// For simplicity, this implementation uses a static array of model objects and the v
the model object to identify the index.

return [self.pageData indexOfObject:viewController.dataDbject];

Figure 5-38. Paste the new nObjectldx.

13. Paste the new index as shown in Figure 5-38. This now finishes
the changes to this method. Now you’re getting the
DataViewController for a given page index to go to the next
page, and the next page, up to 4. This will calculate the right
location within this array.

NOTE: You could have used “08 ModelController.m — in same method, replace
‘index’ with ..." but most of you will copy and paste as we have done.
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// Create a new view controller and pass suitable data.
DataViewController =dataViewController = [storyboard instantiateViewCon
dataViewController.dataObject = [self.pageData objectAtIndex:nDbjectIdx
104 return dataViewController;

] B

= (NSUInteger)indexOfViewController: (DataViewController *)viewController
{

// Return the index of the given data view controller

For simplicity, this implementation uses a static array of model ob
the model object to identify the index.

rn [self.pageData indexOfObject:viewController.dataObject];

mark — Page View Controller Data Source

UIViewController =)pageViewController:(UIPageViewController *)pageViewCol

{
NSUInteger index = [self indexOfViewController:(DataViewController =)wvi
if ((index == @) || (index == NSNotFound)) {
120 return nil;
123 index—;
124 return [self viewControllerAtIndex:index storyboard:viewController.stor
1258 }

Figure 5-39. Looking at the reverse calculation.

14. Up to this point you've been dealing with the forward calculation
for positions on the array. Now you need to deal with the
reverse calculations. You need to replace three lines from
indexOfViewController as shown in Figure 5-39. Select and
delete them.

v iTiingex > 1) {
3 nObjectIdx += (self.destinationNumber — 1) * 2;

// Create a new view controller and pass suitable data.
DataViewController »=dataViewController = [storyboard instantiateViewCon
103 dataViewController.dataObject = [self.pageData objectAtIndex:nObjectIdx
104 return dataViewController;

}

- (NSUInteger)indexOfViewController:(DataViewController *)viewController

/f Return the index of the given data view controller.

// determine the page index from our (object) index into our 18 possibl
NSUInteger nObjectIdx = [self.pageData indexOfObject:viewController.dat
NSUInteger nIndex = nObjectlIdx;
if(nObjectIdx > 1) {

nIndex -= (self.destinationNumber — 1) = 2;

17 return nIndex;
1l }

120, #pragma mark - Page View Controller Data Source

- {(UIViewController =)pageViewController:(UIPageViewController =)pageViewCo
{

Figure 5-40. Insert the new reverse calculations.
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15. Drag in the “09 ModelController.m —in "indexOfViewController"
replace // for thru return with...” snippet and drop it into the
spot you deleted in Figure 5-39. This is shown in Figure 5-40.

newPageDescription = [[ModelPageData alloc] initWithImageFileNa:
[mpdPagesAr addObject:newPageDescription];

_pageData = [NSArray arrayWithArray:mpdPagesAr];

return self;

}
- (DataViewController =)viewControllerAtIndex: (NSUInteger)index storybo.

// Return the data view controller for the given index.

if ({[self.pageData count] == @) || (index >= MAX_PAGES)) {
return nil;

}

// determine index into our 1@ possible pages based on desired page
NSUInteger nObjectIdx = index;
iflindex > 1) {

nObjectldx += (self.destinationNumber - 1) = 2;

// Create a new view controller and pass suitable data.
DataViewController xdataViewController = [storyboard instantiateVie
dataViewController.dataObject = [self.pageData objectAtIndex:nObjec

Figure 5-41. Select MAX_PAGES.

16. You need to make sure that our idea of using MAX_PAGES as an
array count will work, so you need to associate it with the
pageViewController. Copy it as shown in Figure 5-41.

¥
- (UIViewController =)pageViewController: (UIPageViewController =)pageView(
NSUInteger index = [self indexOfViewController:(DataViewController =)y

if (index == NSNotFound) {
return nil;

index++;
if (index == MAX_PAGES]) {
return nil;

return [self viewControllerAtIndex:index storyboard:viewController.stc

@end

Figure 5-42. Paste MAX_PAGES.
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17. Once you’ve copied MAX_PAGES, scroll down to the line if
(index == [self.pageData count]) and paste it over the
[self.pageData count] as shown here:

index++;

if (index == [self.pageData count]) {
return nil;

}

Replace self.pageData.count with

index++;

if (index == MAX_PAGES) {
return nil;

}

This is shown in Figure 5-42.

B RootvwControlier.h
= RootvarwControlier.m
b DataVienControlier h
= DasaVienControlier.m
B MoeiControtierh
- c ¥
= MainStonyboard storybosd
b MacselPageCata
I ModelPageGatam
¥ [ Supponing Fites
L images

contreller for the given index.
2] == 8) || (index == MAX_PAGES)) {

e

itable dats.
terybeard nstastisteViewContrallerwithldentifiersg Datavioed

ewCont rel L act = [e objectAtIndex:ndb]ectldal;

dataViewCont
Poture Travel-indo phat b
Infear striegs
£ e [WSuTnteger) indexdiViewContralLers (Dataviewtantralier slviewlantroller

] Poture Travel- Prefia pch
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ar )pageVievtont rolle

eger index = [self indeadiViewCon
if ({index == B} || {index == WSNotFound)} {

rn [3elf viewControlleratingesiindex storyboardiviewController.stary

Build Succeeded

= [UI¥iewContraller o)pageViewContraller: {UTPage¥ievontroller ) pageVieuCon
i {

“
OO L
Figure 5-43. Before moving on, make sure it builds.

18. Before moving on to step 4 of 5, let’s make sure that everything
builds as expected. Press #+B and make sure it all builds
correctly as shown in Figure 5-43.

NOTE: You could have used “10 ModelController.m — in
viewControllerAfterViewController: replace right side of final equals with...” but most
of you will copy and paste the MAX_PAGES as we have done.
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Step 4: Code: DataViewController
@ \_.; [ futureTravel ) iPad 5.1 Simulator | L_:_J ! Build future

Run Stop Scheme Breakpoints
|| & A = » B ] o4 :]Mure‘l'mel»f__mamre'l'rml » |h| DataViewCont
» I futureTravel 1/
= 1 target, iOS SDK 5.1 2| // DataViewController.h
: f/ futureTravel
« Default-Landscape@2x~ipad.png A b
w Default-Landscape~ipad.png // Created by Stephen Moraco on 12/03/31.
v || futureTravel f/f Copyright (c) 2812 Iron Sheep Productions,
|h] AppDelegatelh i
m| AppDelegate.m #import <UIKit/UIKit.h>
h| RootViewController.h 1
m RootViewController.m 11| @interface DataViewController : UIViewControlle
] DaraViewContraller.h . @property (strong, nonatomic) IBOutlet UILabel
m| DataViewController.m i 14| @property (strong, nonatomic) id dataObject;
h| MedelController.h .
@en
m| ModelController.m ; @end
= MainStoryboard.storyboard
h! ModelPageData.h
m| ModelPageData.m

¥ |__|Supporting Files
» [_lImages
[ ] futureTravel-Info.plist

Figure 5-44. Open the DataViewController.

1. First, keep in mind that the DataViewController is the guy that
manages the views you want your user to see and interact with,
along with the RootViewController and ModelController, which
present the pages. So open up the DataViewController as
shown in Figure 5-44.
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2 = | Build futurel

(p) (M) futureTravel > iPad 5.1 Simulator
S
- & ! = =» 8 w4 > | [ futureTravel futureTravel > [} DataViewContn
., futureTravel | //
— 1 target, iOS SDK 5.1 // DataViewController.h
// futureTravel
w Default-Landscape@2x~ipad.png /7
« Default-Landscape~ipad.png // Created by Stephen Moraco on 12/83/31.
v futureTravel // Copyright (c) 2012 Iron Sheep Productions, L

AppDelegate.h
AppDelegate.m #import <UIKit/UIKit.h>
RootViewController.h

srface s TP ntrolles
RootViewController.m =rface DataViewController : UIViewController

—
ocol DataViewControllerDelegate;
ModelController.h
M IC M . groperty (strong, nonatomic) IBOutlet UILabel =
BASICOmroN @property (strong, nonatomic) id dataObject;

MainStoryboard.storyboard
ModelPageData.h @end

h

m

h

m

h

m DataViewController.m
h

m

h

m ModelPageData.m

v Supporting Files

> Images
futureTravel-Info.plist
InfoPlist.strinas

Figure 5-45. Add the delegate for the protocol for our forward declaration.

2.

You need to first add a protocol forward declaration. Drag in the
“11 DataViewController.n —add protocol forward declaration”
snippet and drop it right before the @interface as shown in
Figure 5-45. The reason you need the @protocol
DataViewControllerDelegate; forward declaration is that you’ll
need to declare a property that is a delegate which conforms to
this protocol (meaning that the methods defined by the protocol
will be implemented by the delegate class). Then when your
user selects a destination, this DataViewController is going to
tell whatever is listening (the delegate) the number of the
destination that was selected via a method in this protocol. You'll
see this in an upcoming step.

Next, DataViewController needs a new property. You do have
your data label *datalabel, but you created a new image view in
Storyboard and right now you dorn’thave a means to display
images in it. So you need to jump back into Storyboard and add
it. Let’s quickly take care of that.

255
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Build fut

Lot b ra
¥ I3 1 targer, i05 SDK 5.1 [ Root View Controller Scene
% Default-Landscape@2x-~ipad.png W First Responder
W} Defauk-Landscape~ipad.png » () Root View Controller
v [ | futureTravel
h| AppDelegate.h Data View Controller Scene
. First Responder
¥ () Data View Controller

__ Label - Label
~ Image View

s
b} Mod

|| InfoPlist.strinas

Figure 5-46. Open Storyboard.

3. Open Storyboard as shown in Figure 5-46, but make sure you
also click the Assistant editor, which is not shown in
Figure 5-46.
‘0j — [ MainStoryboard.storyboard
Succeeded | Today at 15:06

| 4 p |v [I]Manual

1| /7
(R e
3| M1
o I .
q s 77 d & Top Level Objects (2) L
6 // Ce sgctions, LLC. All
1| 27 ) Sent Actions
[ .
9 #impor & Outlers
10 . |5 Referencing Outlets
3 @class & Class (1) »
13| @inter fECETMOUEVCONTTOULETr T NSOBJEEY <UIPageViewContro
14
158 }
16
17| @property (nonatomic, assign) NSUInteger destinationNum
| destination
18|
19| - (DataViewController *)viewControllerAtIndex: (NSUInteg
_ storyboard;

Figure 5-47. Make sure that your default settings for Assistant editor are on Automatic.
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4. Make sure your default settings for the Assistant editor are on
Automatic. Ours were on Manual from earlier, and so might
yours be. Click the label saying either Automatic or Manual just
to the right of the two forward and back arrows as shown in

Figure 5-47.
& future - = yboard
:-') [ TutureTravel : iPad 5.1 Simulat @ Bulld futureTravel: Succeeded | Today at 15:06
= . 2 -« »_m:mu 'R antroller.h 1 (3 ]

2| #f DataViewController.h
3/ futureTravel

5| /7 Created by Stephen Moraco on 12/03/31.

% // Copyright (c] 2012 Iren Sheep Productions, LLC. ALl rights
? #import <UIKit/UIKit.hs

1| @interface DataViewController : UIViewController

1 gerotocol DataViewControllerDelepate:

Figure 5-48. Control-drag to the header file.

5. Once you've selected the Assistant editor, and it’s on Automatic,
Control-drag from the UIImageView out to the
DataViewController.h file next to your existing properties as
shown in Figure 5-48.
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— =
Ireakpoints T AR Edit
Ma.. Data... View Image View . 4 » | [ Automatic B DataViewController.h @interface DataViewContr
/7 futureTravel
Created by Stephen Moraco on 12/83/31.
Copyright (c) 2012 Iron Sheep Productions, LLC. All rights
#import =UIKit JUIKit. h>
Connection ( Outlet e DataViewController : UIViewController
Object Data View Controller iprotocol DataViewControllerDelegate;
Name | ivPagelmage aproperty (strong, nonatomic) IBOutlet UILabel »dataLabel;
Type |UlimageView | 4 B ty (strong, nonatomic) id dataObject;
Storage | Weak
Cancel Cunm*t

T

Figure 5-49. Name the UllmageView data type.

6. Xcode knows that this is a UIImageView data type, so you don’t
have to change that once the dialog appears. You do need to
give it a name, though. This is your page image variable (iv), so
preface the name “PageImage” with “iv” (we use data type
names so we can remember what type each variable refers to).
Name it ivPageImage as shown in Figure 5-49. Okay, you’re
done doing what we forgot to do in Storyboard in the first place,
so let’s go back to the DataViewController header file (you can
switch off the Assistant editor and go back to the Standard
editor).
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v futureTravel // Copyright (c) 2012 Iron Sheep Productions, LLC. All

h| AppDelegate.h //

m| AppDelegate.m #import <UIKit/UIKit.h>
h! RootViewController.h

'm RootViewController.m @interface DataViewController : UIViewController

= SPEETICOCANITOWETAer 9 @protocol DataViewControllerDelegate;
DataViewController.m 1
h! ModelController.h . @property (strong, nonatomic) IBOutlet UILabel =dataLabe’
1 @property (weak, nonatomic) IBOutlet UlImageView =ivPage!
m ModelController.m @property (strong, nonatomic) id dataObject;
. MainStoryboard.storyboard [1] @property (weak, nonatomic) id<DataViewControllerDelegat:

h| ModelPageData.h

m ModelPageData.m it
¥ |_|Supporting Files @protocol DataViewControllerDelegate <NSObject>
» Images
- @required

futureTravel-Info.plist
InfoPlist.strings
m main.m @end
h| futureTravel-Prefix.pch
» || Frameworks
» Products

~-(void)dataViewControllerSelectedDestination: (NSUInteger!

Figure 5-50. Add the new delegate property into the header file.

7. Drag in the “12 DataViewController.h —insert two properties and
protocol - just before the @end” snippet and insert it right
before the @end. Here we inserted the new delegate property
and the definition of the protocol we forward-declared in step
44, As you can see in Figure 5-50, you have a couple of
warnings because you don’t have the implementation done yet,
which is normal. Let’s get to the implementation file and get
things working correctly!
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v S futureTravel A

= 1 rarget, iO5 SDK 5.1 // DataViewController.m
s ff futureTravel
w Default-Landscape@2x-~ipad.png /7
« Default-Landscape~ipad.png // Created by Stephen Moraco on 12/83/31.
v futureTravel // Copyright (c) 2012 Iron Sheep Productions, LL
h| AppDelegate.h /"
m| AppDelegate.m #import "DataViewController.h"
h| RootViewController.h #import "ModelPageData.h"
m| RootViewController.m =t e o y 11 y >
@interface DataViewControllgl® () { LT
IR DataviewController.h [ _ i
h| ModelController.h
Model i -(void)onButtonPress: IUIButﬁnm)sender. y
m| ModelController.m -tvomlshowHNeImageSelectxoh!mlicator IINS

’ MainStoryboard.storyboard
h| ModelPageData.h
m| ModelPageData.m
v Supporting Files @end
> Images
| futureTravel-Info.plist
InfoPlist.strings
m| main.m
h! futureTravel-Prefix.och

implementation DataViewController

ze dataLabel = _
e ivPagelmage =
e dataObject =

Figure 5-51. Open the implementation file and import the page data objects.

8. Notice that because you did the drag-and-drop for ivPageImage
through the Storyboard, Xcode added the necessary
implementation code for you as well: @synthesis and the
ivPageImage in the viewDidUnload is set to nil. Now you need
to import the interface for the pageData object. Drag in the “13
DataViewController.m — add import and pageData object
(fimport "ModelPageData.h")” snippet and insert it under the
#import "DataViewController.h".

You also need to add some methods to the private interface.
Drag in the “14 DataViewController.m — add methods to private
interface” snippet and insert it alongside, not under, the
@interface DataViewController as shown Figure 5-51.

The private method declarations added to the
DataViewController.m file are as follows:

- (void)onButtonPress: (UIButton*)sender;

- (void)showHideImageSelectionIndicator: (NSInteger)imageNbr;

- (void)placeImageSelectorButtonAtLocation: (CGPoint)location tag:(NSInteger)tag;
- (void)placeSelectionIndicatorAtLocation: (CGPoint)location

label: (NSString*)text;
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IR DataviewController.h

oid)onButtonPress: (UIButtons=)sender;
)showHideImageSelectionIndicator: (NSInteger) imageNbr;
id)placeImageSelectorButtonAtLocation: (CG 1t) location
id)placeSelectionIndicatorAtLocation: (CGPoint) location

m ModelController.m

B MainStoryboard.storyboard

h| ModelPageData.h

m ModelPageData.m

v Supporting Files

> Images
futureTravel-Info.plist
InfoPlist.strings

m main.m

implementation DataViewController

thesize datalLabel =
e ivPagelmage =
e dataObject =

h! futureTravel-Prefix.pch
> Frameworks

static id<DataViewControllerDelegate> s_pDelegate; [/ all
> Products static NSUInteger s_nSelectedDestinationNumber = 1;

-{id)delegate
{

return s_pDelegate;

}
=(volid)setDelegate: (id)delegate
{
s_pDelegate = delegate;
}
={ModelPageData =)pageObject
{
return self.dataObject;
}

Figure 5-52. Bring in the setter overrides.

Note that as of yet you don’t have your delegate property
synthesized. There’s a reason for this, and you're just about to
see it. You’re not going to synthesize the delegate setter and
getter. Rather, you’re going to add an explicit setter and getter
pair. This is a little bit sneaky because you’re going to
communicate with the delegate and the selected page by
referencing a single variable from all instances of this class. You
do this by using your static class variables (s_pDelegate and
s_nSelectedDestinationNumber) rather than instance variables.
This way every instance has the same value for these guys once
they are set. (Instance variables have separate values for each
instance of a class. Class variables have a single shared value
for all instances of a class.)

Drag in the “15 DataViewController.m — add static variables and
their getters/setters” snippet and drop it in below the
@synthesize dataObject = dataObject; as shown in

Figure 5-52.
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void)viewWillAppear: (BOOL)animated

[super viewWillAppear:animated];

self, ivPagelmage.image =

[UIImage imageNamed

i

:self.pageObject.filename];

self.datalabel.text = self.pageObject.pageTitle;

if(self.pageObject.pageNbr == 2)

// add special touch objects for this view - when 40,40 inset is used!!!

[self placeImageSelectorButtonAtLocation:CGPointMake( 5@, 1e@)
[self placeImageSelectorButtonAtLocation:CGPointMake(510,
[self placeImageSelectorButtonAtLocation:CGPointMake(180, 358)
[self placeImageSelectorButtonAtLocation:CGPointMake(610, 358)

// when 40,48 inset is used!!!

[self
[self
[self
[self

[self

placeSelectionIndicatorAtLocation:
placeSelectionIndicatorAtLocation:
placeSelectionIndicatorAtLocation:
placeSelectionIndicatorAtLocation:

showHideImageSelectionIndicator:s_

tag:1];

9@) tag:2];
tag:3];
tag:4];

CGPointMake(190, 85) label:@"1"];
CGPointMake(66@0, 100) label:g@"2"];
CGPointMake(345, 368) label:g"3"];
CGPointMake(7508, 3308) label:@"4"];

nSelectedDestinationNumber];

Figure 5-53. Make viewWillAppear adhere to our own text.

9. You may notice in viewhWillAppear that it’s actually setting a
label text self.datalabel.text with a description of the data
object [self.dataObject description], which turns out to be
the month object.

- (void)viewWillAppear: (BOOL)animated

[super viewWillAppear:animated];
self.datalabel.text = [self.dataObject description];

As you know by now, this is the default “app” that Apple, for our
convenience, randomly chose to use for the generic Page-
Based App sample. However, you are doing a travel flyer, so
you need to change this by dragging in “16
DataViewController.m —in viewWill Appear: replace datalabel
assignment code with ...” and inserting it under [super
viewWillAppear:animated]; (making sure you remove the line
that’s currently underneath it).

This now sets out the tasks that you want to execute just before
the view appears. Specifically, you want to set the image and
the new label text to the ones stored in the current pageObject:

self.ivPageImage.image =
self.datalabel.text = self.pageObject.pageTitle;

[UIImage imageNamed:self.pageObject.filename];
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Now, once you open up the brochure and are on the second
page, you put transparent buttons over the images:
[self placeImageSelectorButtonAtLocation:CGPointMake( 50, 100) tag:1];
[self placeImageSelectorButtonAtLocation:CGPointMake(510, 90) tag:2];

[self placeImageSelectorButtonAtLocation:CGPointMake(180, 350) tag:3];
[self placeImageSelectorButtonAtLocation:CGPointMake(610, 350) tag:4];

Then put a set of markers on the images to indicate user
selection (these will be displayed one at a time):

[self placeSelectionIndicatorAtLocation:CGPointMake(190, 85) label:@"1
[self placeSelectionIndicatorAtLocation:CGPointMake(660, 100) label:@"2"
[self placeSelectionIndicatorAtLocation:CGPointMake(345, 360) label:@"3"
[self placeSelectionIndicatorAtLocation:CGPointMake (750, 330) label:@"4

You’re also choosing to show and hide the markers here:

[self showHideImageSelectionIndicator:s nSelectedDestinationNumber];

This is shown in Figure 5-53.

[self showHideImageSelectionIndicator:s_nSelectedDestinationNumber];
}
}
- (BOOL)shouldAutorotateToInterfaceOrientation:(UIInterfaceOrientation)intert
{
return YES; 1
}
end
[self showHideImageSelectionIndicator:s_nSelectedDestinationNumber];
}
}
- (BOOL)shouldAutorotateTolptErfacefrientation: (UIInterfaceOrientation)interfa
{ C
// Return YES for s rted orien®™@kions (our two landscape forms only)
return UIInterface entationIsLand§gape(interfaceOrientation);
}

gend

Figure 5-54. Change to Landscape only.
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10. The default template app is designed for both Landscape and
Portrait orientations, but yours is Landscape only. You need to
change this by modifying
shouldAutorotateToInterfaceOrientation: : to return true only
for Landscape. Drag in “17 DataViewController.m —replace
rotation ok code” and insert in place of the return YES; code as
shown in Flgure 5 54

sLandscapelinterfaceOrientation);

#pragma mark ——- PRIVATE (Utility) Methods
={void)placeImageSelectorButtonAtiocation: (CGPoint) location tag: (NSInteger)tag
{

UlIButton sbtnl=mageTouchPanel = [[UIButton alloc] initWithFrame:CCRectMake(location.x, location.y, 268, 210));
btnIsageTouchPanel.backgroundColor = [UIColor clearColor];

J/btnleageTouchPanel. backgroundColer = [UIColor redColer]l; J/ TEST, uncomment to see placement
btnImageTouchPanel. Ilnlll = 0.4; 800
[btnlmageTouchPanel addTarget:self action:@selector(onButtonPress:) forControlEvents:UIControlEventTouchUpInside];
btnlmageTouchPanel.tag = tag: 74 tou chﬂancl are [1,2,3,4]
5 [self.view addSubview:btnI=ageTouchPanel]; 01 Modeis
-{vold)placeSelectionIndicatorAtLocation: (CGPoint)location label: (NSStringe)text 02 ModelC
{ 03 ModelC)
UIButton sbtnlmagelndicator = [UIButton buttonWithType: I!IBuuan‘I‘yu(ua:bI] 04 ModelC
CGRect newFrame = CGRectMakellocation.x, locatlen.y, 168, 128); 05 ModeiC
btnlmagelndicator. frame = newFrame; e
[btnl i Image: (UITmage isagchiamcd:q”Let ] forState:UIControlStateNormall; s
btnlmagelndicator.tag = [text intValue] + 10; indicators ar 13,14] 07 ModelC:
08 ModelC:
btnlsageIndicator.userInteractionEnabled = NOp // not touchable 09 ModelC
[self.view addSubview:btnImagelndicator]; 10 ModelC
L1 DazaVie
={void) showHideImageSelectionIndicator: (NSInteger) imagebibr > DataVi
{
for (NSInteger aViewTag=11; nViewTage=14; nViewTagss) { fadd P
UlButton sbtnlndicager = (UIButtons) [self.view ncwunta nViewTagl; 12 Daravie
"uOI bShouldHide = {nViewTag == L-aaeﬂbr +.108) 7-NO 3
bshouldHide = WO: 7/ TEST Uncomsent to see placesen 13 Datavie
) Nn:ndicatnf idden = DSMUldHldt 14 Datavie
} 15 Datavie
16 DataVie
17 DataVie
=lveidlonButtenPress: (UIButtons)sender
i
s_nSelectedDestinationNusber = sender.tag; ]
[self showHideImageSelectionIndicator:s_nSelectedDestinationNusber]: 19 RootVie
[self.delegate dataViewControllerSelectedDestination:s_nSelectedDestinationMusber]; 20 RootVie
} x
> Rootvi
21 RootVie
22 RootVie

=

Figure 5-55. Add our private methods. :

11. You now need to implement all the private methods we’ve been
talking about. Drag in “18 DataViewController.m — insert utility
methods - just before @end” and insert it right before the @end.

Here you implement the private methods that create and
position the hidden buttons and markers (see Figure 5-54):

placeImageSelectorButtonAtLocation and placeSelectionIndicatorAtLocation

Looking at the implementation of
placeSelectionIndicatorAtLocation: method, note that it
simply creates a UIButton instance, sets its position and
background image, and adds the marker button to the view:
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[btnImageIndicator setBackgroundImage:[UIImage imageNamed:@"LetsGoCloud"]
forState:UIControlStateNormal];

You also define a tag for each button so you can later show only
the one that’s currently selected by the user, as well as make it
non-touchable:

btnImageIndicator.tag = [text intValue] + 10;
btnImageIndicator.userInteractionEnabled = NO; // not touchable!

We also have coded our buttons so that if your user taps on any
of the four hidden buttons, an action method gets called:

- (void)onButtonPress: (UIButton*)sender

s_nSelectedDestinationNumber = sender.tag;
[self showHideImageSelectionIndicator:s nSelectedDestinationNumber];
[self.delegate

dataViewControllerSelectedDestination:s nSelectedDestinationNumber];

}
When it's called it invokes the delegate method [self.delegate
dataViewControllerSelectedDestination:s nSelectedDestinat
ionNumber]; which in turn tells your RootViewController which
page set to load.

This is shown in Figure 5-55.

12. You're now ready to Build and see if it all works. If you didn’t
miss anything, you should see a “Build Succeeded” message.

Step 5: Code: RootViewController

») (W) | futureTravel  iPad 5.1 Simulator Build futureTravel: Swcceeded | Today at 1:41 PM

= s futureTravel futureTravel | [ RocaviewContietier @merface RootviewController
- I futureTravel

m AppDelegate.m

m RootviewCentroflerm
b’ DataViewControfier h
m DataViewControfier.m
b ModelContrafier
m ModtiCantrolier.m ¥
h' ModeiPageData
m ModeiPageDatam
= MainStoryboard storyboard
Supporting Files

Root¥iewController 1 UIViewContraller <UlPageViewControllerDelegates Datuiing egates {
) UlPageviswContraller spageVicuController;

Frameworis
] Produces

Figure 5-56. Let’s code the RootViewController to handle the communication it will be receiving.
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Open up the RootViewController.h file. Drag in “19

RootViewController.h — add include” and insert it right after the

#import <UIKit/UIKit.h>

as shown in Figure 5-56. You do this

because you need make the DataViewControllerDelegate
protocol visible to the RootViewController, because you're
going to make it conform to this new protocol. But it’s not there
yet, so let’s add it in. Remove the closing angle bracket at the
end of @interface line, drag in “20 RootViewController.h — add
protocol,” and insert it right alongside
UIPageViewControllerDelegate, as shown here:

#import <UIKit/UIKit.h>
#import "DataViewController.h"

@interface RootViewController :
DataViewControllerDelegate> {

UIViewController <UIPageViewControllerDelegate,

@property (strong, nonatomic) UIPageViewController *pageViewController;
@end
eno :: futureTravel.xcodeproj — n
Y [ g . Build futureTravel: ded
p | (| W) | futureTravel » iPad 5.1 Simulator | = | [ et AL D
Run Stop Scheme Breakpoints Pralect .2
|minT & A = = B [ . :__“-I’utu(eTrMI + | |futureTravel nltoot\flewconlmllel.m No Select
m., futureTravel /f
= 1 target, ¥O5 SDK 5.1
#im t “RootViewController.h"
w Default-Landscape@2x~ipad.png Pl i L
% Default-Landscape~ipad.png gimport “ModelController.h"
v futureTravel
h| AppDelegate.h @interface RootViewController ([} {
m| AppDelegate.m
R RootviewController.h }
i -“—'-’-‘“;‘-'—"———-q Wl goroperty (readonly, strong, nonatomic) ModelController smodel
h| DataViewController.h L
m| DataViewController.m Zend
h| MedelController.h
m ModelController.m @implénentation RootViewController
= MainStoryboard.storyboard L3
h| ModelPageData.h @syfthesize pageViewController = _p wi
| ModelPageData.m fsgnthesize modelController = o
¢ Supporting Files | @l = (void)viewDidLoad
» Images &E { ¢ :
T -info.ol super viewDidLoad];
\‘uture. ravel-info.plist // Do any additional setup after loading the view, typical
InfoPlist.strings // Configure the page view controller and add it as a chil

Figure 5-57. Finish the implementation.
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You’re done with the header. It’s time to finish the
implementation. Navigate to RootViewController.m. The first
thing you want to take care of is that you no longer need
#import "DataViewController.h" because it’s in your header
file, so delete it. Note the warning on line 23 in Figure 5-57.
That’s there because your protocol method isn’t implemented
yet. So first set the delegate. Find the viewDidLoad method
implementation, drag in “21 RootViewController.m — set
delegate (startingViewController.delegate = self;),” and insert it
right after the DataViewController *startingViewController
instantiation and before NSArray *viewControllers as shown
here:

DataViewController *startingViewController = [self.modelController
viewControllerAtIndex:0 storyboard:self.storyboard];

startingViewController.delegate = self; // tell object we want to hear from it

NSArray *viewControllers = [NSArray arrayWithObject:startingViewController];

}

You have to do this because you, not Apple, support this
delegate, so you need to insert code to actually set the
delegate. The RootViewController will now receive the
messages from the DataViewController.

(void)viewDidUnload

[super viewDidUnload];

// Release any retained subviews of the main view.
(BOOL)shouldAutorotateToInterfaceOrientation: (UIInterfaceOrientation)inter

// Return YES for supported orientations (our two landscgpe forms only)
return UIInterfaceOrientationIsLandscape(interfaceOrientation);

(ModelController =)modelController
// Return the model controller object, creating it if necessary.
// In more complex implementations, the model controller may be passed
if (!_modelController) {
modelController = [[ModelController alloc) init];
}
ret rnm

Figure 5-58. Support Landscape only.
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Again you need to show that you support Landscape only. Go
to shouldAutorotateToInterfaceOrientation:, delete the
return YES; line of code, drag in “22 RootViewController.m —
replace rotation ok code,” and insert it as shown in Figure 5-58.

#pragma mark - UIPageViewController delegate methods

FE

}

}

*/

- (void)pageViewController: (UIPageViewController «)pageViewController didFinishAnimating: (BOOL)finished
{

- (UIPageViewControllerSpineLocation)pageViewController:(UIPageViewController *)pageViewController spine
{

if (UIInterfaceOrientationIsPortrait(orientation)) {
// In portrait orientation: Set the spine position to "min" and the page view controller's view
'UIPageViewControllerSpineLocationMid' in landscape orientation sets the doubleSided propert
UIViewController scurrentViewController = [self.pageViewController.viewControllers objectAtIndes
NSArray sviewControllers = [NSArray arrayWithObject:currentViewController];
[self.pageViewController setViewControllers:viewControllers direction:UIPageViewControllerNavig:

self.pageViewController.doubleSided = NO;
return UIPageViewControllerSpinelocationMin;

}

// In landscape orientation: Set set the spine location to "mid" and the page view controller's viey

the current and next view controllers; if it is odd, set the array to contain the previous and ¢
DataViewController xcurrentViewController = [self.pageViewController.viewControllers objectAtIndex:(
NSArray sviewControllers = nil;

NSUInteger indexOfCurrentViewController = [self.modelController indexOfViewController:currentViewCor
if (indexOfCurrentViewController == @ || indexOfCurrentViewController % 2 == 8) {
UIViewController *nextViewController = [self.modelController pageViewController:self.pageViewCor
s vie:Controllers = [NSArray arrayWithObjects:currentViewController, nextViewController, nill;
else
UIViewController spreviousViewController = [self.modelController pageViewController:self.pageVi¢
viewControllers = [NSArray arrayWithObjects:previousViewController, currentViewController, nill;

[self.pageViewController setViewControllers:viewControllers direction:UIPageViewControllerNavigatior

return UIPageViewControllerSpinelLocationMid;

@end

Figure 5-59. Adjust the PageViewController.
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4. You need to adjust the PageViewController now, considering
that with an iPad, if you’re in Portrait it will be a single
presentation. If you're in Landscape, it goes to a dual page
presentation with left and right pages by default. You’re not
going to do this. You’re going to use the Portrait-only option
(although displaying the app in Landscape mode). So find the
pageViewController:spinelocationForInterfaceOrientation:
method, select the bottom portion of its code that’s related to
the Landscape option (it starts with the // In landscape
orientation.. comment), and delete it as shown in Figure 5-59.
Lastly, remove the surrounding if
(UIInterfaceOrientationIsPortrait(orientation)) {}
statement, so only the code inside the if-statement is left in the
implementation.

#pragma mark - UIPageViewController delegate methods

/%
- (void)pageViewController: (UIPageViewController =)pageViewController didFinishAnimating: (BOOL)finished

}
*/

- (UIPageViewControllerSpineLocation)pageViewController:(UIPageViewController *)pageViewController spine

// In portrait orientation: S5et the spine position to "min" and the page view controller's view cont
f/ Setting the spine position to 'UIPageViewCont rollc So ne ca':onﬂ.c in landscape orientation set
UIViewController sxcurrentViewController = [self.pageV .viewControllers objectAtIndex:@];
NSArray wv;ewtontrollers = [NSArray arraydlthﬂbjec'-currentV1euController]

[self.pageV Controller setViewControllers:viewControllers direction:UIPageViewControllerNavigation

self.pageViewC rol .doubleSided = NO;
return UIPageULequntrolLerSn‘neLocat.onHlﬂ.

}

Figure 5-60. Final view of the pageViewGController

5. Figure 5-60 is a final view of the deleting we did in the previous
step. It doesn’t fit in the figure so we've placed it here in smaller
font for your convenience:

- (void)pageViewController: (UIPageViewController *)pageViewController
didFinishAnimating: (BOOL)finished previousViewControllers:(NSArray
*)previousViewControllers transitionCompleted: (BOOL)completed

(
*/

- (UIPageViewControllerSpinelocation)pageViewController: (UIPageViewController
*)pageViewController
spinelocationForInterfaceOrientation: (UIInterfaceOrientation)orientation
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// In portrait orientation: Set the spine position to "min" and the page view
controller's view controllers array to contain just one view controller. Setting
the spine position to 'UIPageViewControllerSpinelocationMid' in landscape
orientation sets the doubleSided property to YES, so set it to NO here.

UIViewController *currentViewController =
[self.pageViewController.viewControllers objectAtIndex:0];

NSArray *viewControllers = [NSArray arrayWithObject:currentViewController];

[self.pageViewController setViewControllers:viewControllers
direction:UIPageViewControllerNavigationDirectionForward animated:YES
completion:NULL];

self.pageViewController.doubleSided =

return UIPageViewControllerSpineLocationMin;

@end
- (UIPageViewControllerSpinelLocation)pageViewController: (UIPageViewController =]
(UIlnterfaceOrientation)oriengation
f In portrait orientation: Set the spine position to "min" and the page wit
Setting the spine position to 'UIPageViewControllerSpinelLocationMid' in
NO here.
UIViewController scurrentViewController = [self.pageViewController.viewCont
NS Array —v1eu(ontrollers = [NSArray arrayWit hGh]ect currentVlequntroller]
[self.pageViewController setViewControllers:viewControllers direction:UIPage

self.pageV ( trol «doubleSided = NO;
return UIPageV:cquntra\LerSp1neLocatxonH’n.

#pragma mark - PROTOCOL <DataViewControllerDelegate> Methods
=(void)dataViewControllerSelectedDestination: (NSUInteger)destinationNumber
{

self.modelController.destinationNumber = destinationNumber;

Figure 5-61. Insert the delegate response methods and run it.

6. Insert the delegate response methods by dragging in “23
RootViewController.m — add DVC - delegate method” and
inserting it right before the @end as shown in Figure 5-61. We
know you’ve been waiting for this for a while. Go ahead and Run
it!
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Figure 5-62. Initial splash

7. The initial splash screen to the four-page flyer is shown in Figure
5-62, with the red circle showing from where to swipe (or tap) to

turn the page.

Figure 5-63. The page navigation
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8. Once the user enters the flyer they see that we have four
destinations. As the user taps on them, they see that they are
clickable. The “Let’s go here” indicator appears on the one the
user has tapped and is immediately hidden on the one the user
last tapped. You want to make sure that whatever image the
user selects correctly selects the expected next page when they
tap to go to the next page as shown in the right-hand picture in
Figure 5-63. Sure enough, the trip to Los Angeles 2 million years
ago appears. Similarly, Figure 5-64 shows Cape Town, 1.3
million years ago. Wow!

Figure 5-64. More views
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Chapter

Mastering Table Views
with Storyboarding:
Core Data Setup

The last two apps you’ll work on in this book are more complex and
professional. Accordingly, we are dividing each one into three chapters. The
Master-Detail Application: bookManager app is covered in Chapters 6, 7, and 8.
The final app, Single View #3: wanderBoard, is covered in Chapters 9, 10,

and 11.

In this chapter, you'll begin to develop a fairly intricate book manager
application that will demonstrate how Storyboarding simplifies the building of
apps that extensively utilize Table Views. Before diving in to this project,
appreciating a little bit about the iOS history behind the Master-Detail
Application will help you decide whether to use this template in the future.
Remember how in Chapter 4 you used the Utility Application template to make
an iPad Split View (see that chapter’s Figure 4-57)? You created a Main View by
coding a MainViewController and then created a Secondary View by coding a
FlipSideViewController.

Well, that wasn’t always so easy. When we first began coding for the iPad with
the iOS SDK 3.2, it took a whole lot of work to create a Split View. Now in iOS 5
Apple has integrated the Split View-based Application template into the
Navigation-based Application template and called it the Master-Detail
Application template. Simply put, when you use the Master-Detail Application
template and a user runs your app on an iPhone, it acts like it was programmed
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with a Navigation-based Application template. When a user runs your app on an
iPhone, it acts like it was programmed with a Split View-based Application
template.

On the Internet, most Master-Detail Application “tutorials” show instructions for
coding the Split View Controller, not using Storyboard but still doing things the
old-fashioned w ay—by going back to xibs. That method ignores the reason why
Apple created the Master-Detail Application template. Remember to use the
Master-Detail Application template when you know you’ll be working with lists,
databases, andtables—particularly if you want to let the user drill down through
your data in a hierarchical manner.

In this app, you’ll learn Storyboarding for lists and tables using the Master-Detail
Application template. You'll also learn how to connect this data dynamically to a
SQLite database. We’ve included the database component because it’s
certainly a game changer when you can say you know how to hook up data to a
database. Finding Xcoders who have any experience at all with SQL is difficult
for employers. As if that weren’t enough, we will also introduce you to
MagicalRecord, an open source library available on GitHub and used by many of
the coders. MagicalRecord is a very efficient and amazingly easy-to-use
framework created by MagicalPanda Software specifically for interacting with
Core Data.

We explain all that later in the chapter. For now, feel good that you are about to
embark on learning how to encapsulate the following:

SQLite

GitHub (a repository for software development projects using
the git revision control system)

Core Data into a Master-Detail Application template!

Awesome!

bookManager: A Master-Detail App

The bookManager app keeps track of a select group of Apress books, including
their categories, titles, and authors. It also provides the ability to add, edit, and
delete books in the SQLite database.

The top of the hierarchical tree is the My Library node, which has two
categories, Books and Authors, as shown in the left-hand image in Figure 6-0A.
Tapping Books drills down to the Categories node, where the user can choose a
category of Apress books, edit them, or go back to My Library as shown in the
center image in Figure 6-0A. Tapping Authors in the left-hand image leads to the
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Authors node, where the user can select an Apress author, edit the authors, or
go back to My Library as shown in the right-hand image in Figure 6-0A.

Gary Bennett
Android > Tim Duckett
Adam Freeman
All books Satya Komatineni
Add new Rory Lewis
James Weaver
Mario Zechner

Add new

e—————— R
Figure 6-0A. The bookManager app’s My Library at the root level.

The bookManager app has three views in which one can see the Apress books.
First, as illustrated in Figure 6-0B, when the user taps Books from the Author
selection; second, when the user taps Books from the Categories selection; and
third, when the user wants to edit, delete, or add a book. The bookManager app
also provides two distinct dialog boxes for adding a new category or a new
author, illustrated in Figure 6-0C.
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iPhone and iPad Apps
Rory Lewis
2010

iPhone and iPad Apps..
Rory Lewis
2012

Beginning i0S Storyb...
Rory Lewis
2012

Add new

>

>

©

iPhone and iPad Apps..

Rory Lewis
2010

iPhone and iPad Apps...

Rory Lewis
2012

Beginning i0S Storyb...

Rory Lewis
2012

Pro iOS Table Views
Tim Duckett
2012

Objective-C for Absaol...

Gary Bennett

iPhone and iPad Anos..
Rory Lewis
2010

iPhone and iPad Apps...
Rory Lewis
2012

Beginning iOS Storyb...
Rory Lewis
2012

Pro iOS Table Views
Tim Duckett
2012

Objective-C for Absol...
Gary Bennett

S B -~
Figure 6-0B. Books from Authors, from Categories, and editing from Categories

All books atya Komatineni
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o
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Figure 6-0C. Adding a Category and adding an Author
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The project is divided into three chapters. In this chapter, you set up the files,
images, Core Data, and data model. In Chapter 7, you design the entire app
using only Storyboard. And in Chapter 8, you insert the code behind the
Storyboard elements and tweak a couple of Storyboard necessities.

Preliminaries

This chapter is the most challenging yet. We provide a substantial set of assets
to help you in case you get stuck along the way. Again, as in all the chapters, we
supply you with all the files and code necessary at http://bit.1ly/sMRvAP and
on the book’s page at apress.com. You can also download the final version of
the app here at http://www.rorylewis.com/xCode/StoryBoarding%20in%20Xcode
/Chaptero6_bookManager.zip but just downloading the final version won’t really
help you learn how to use GitHub, MagicalRecord, or SQLite, so we suggest
downloading the assets folder now and taking note of the following: when you
download the assets zip file from at http://www.rorylewis.com/xCode/Story
Boarding%20in%20Xcode/Chapter0o6_bookManager%20Assets.zipyou will see two
files, bookdata.plist and chapter6.demoMonkey, together with two folders,
images and MagicalRecord.

You will be using the plist file for database creation, the DemoMonkey file for the
code, and the images folder for your images. If you can’t get your head wrapped
around GitHub and MagicalRecord, don’t worry. We also provide the entire
folder MagicalRecord, which is what you end up with after going through the
GitHub exercise, so you can drag it entirely into your project and continue
following along. We suggest using MagicalRecord and exploring GitHub. It will
certainly elevate you into an elite set of coders if you can say that you have
GitHub and Core Data experience.

Clear out your desktop, download http://www.rorylewis.com/xCode/Story
Boarding%20in%20Xcode/Chapter0o6 bookManager%20Assets.zip unzip the folder,
and let’s get going.
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Step 1 of 3: Set Up files, Images, Core Data
and Data Model

Choose a template for your new project:

B ios 1
Framework & Library 5 | 7i8
Other = = =
OpenGL Game Page-Based Single View
B MacO5 X pplication Application Application
Application 3 : e
Framework & Library \‘t : :
Application Plug-in (5 - | A Lol
System Plug-in
Other Tabbed Application Utility Application Empty Application
b ——

Master-Detail Application

This template provides a starting point for a master-detail application. It provides a user
interface configured with a navigation controller to display a list of items and also a split view
on iPad.

Cancel Previous | [IINGXS ~_i

Figure 6-1. Start a Master-Detail Application.

1. Open Xcode, press ¥+ +N, and select Master-Detail
Application as shown in Figure 6-1.
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Choose options for your new project:

|\

Product Name | _bot_)_i:_&',anagcr_i
Company Identifier | com.storyboarding
Bundle Identifier com.stor
Class Prefix | xvZ
Device Family | iPhone

Ig Use Storyboards
Use Core Data

# Use Automatic Reference Counting
Include Unit Tests

Cancel Previous

e

Figure 6-2. Select the options for the bookManager app.

2. For Product Name, enter bookManager, and for the Company
Identifier enter com.storyboarding. We won't use a class prefix.
Make sure to select iPhone and put a check mark next to Use
Storyboards and Use Automatic Reference Counting as shown
in Figure 6-2. Leave Use Core Data and Include Unit Tests
unchecked. Save the project to your desktop.

NOTE: We left Use Core Data option unchecked for this project template only to
prevent Xcode from generating CoreData setup code for us. Since we are going to
use MagicalRecord in this app the above-mentioned code is already integrated into it.
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») (W)  bookManager ' iPhone 5.1 Simulator Srede

N4
Rin @ 4 == 8 1 < | I booksasegic
= ilwolshlu)-:a\u ] Summary info Build Settings Build Phases Build Rules
=3 1 targes. 105 50K 5
i T bockManager i
¥ || bookManager 1 wookilanage: % Appication Target
h! AppDelegate b A
m AppDelegate.m A Bundie identifier | com.storyboarding,
= MainStoryboard, storyboard st [ 10 i
| MasterViewController h
m MasterViewController.m Devices | iProne
h DetailViewController b Dept e Thsgret
m DetaiiviewContrailer
> ¥ iPhone | iPed Deployment into
5 Main Storyboard | MainStoryboard v
Bmper Main Interface
»
L Supported Device Orientations. eno (L Chapter06_bookManager Assets
/> B Frre
Portran Uptide. S AirDrop
¥ Applications rra
% Desitop Lconcounois
3 [ Documents
o ) Downloads -
94 i
#8 ] DerivedData ‘\ \
Revnaply L Applications
ina
chapters.demoMon MagicalRecord
key
Launch Images
n

Figure 6-3. Open up your assets folder.

3. You’ll now drag assets into your project. If you have not
downloaded the assets folder from http://www.rorylewis.com/
xCode/StoryBoarding%20in%20Xcode/Chapter06_bookManager’%20
Assets.zip, do it now. After saving it to you desktop, unzip it.
Select the images folder and bookdata.plist as shown in Figure
6-3. Drag both items over into the Supporting Files folder inside
the bookManager folder as indicated by the arrows in Figure 6-3.
Your Supporting Files folder should look similar to our
Supporting Files folder shown in Figure 6-3.

| > auich

| @
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Choose options for adding these files:

—
— Destination (¥ Copy items into destination group's folder (if needed)

Folders (#)Create groups for any added folders
Create folder references for any added folders

Add to targets ( ;A bookManager

Y
Figure 6-4. Copy items into destination group’s folder.

4. You need to make sure that the actual contents of the file and
the plist are inherent in the app, so make sure you select “Copy
items into destination group’s folder (if needed)” and “Create
groups for any added folders” and that your target will be this
app, bookManager. This is illustrated in Figure 6-4.
] SR eSS TSI e 3 bookManager.xcodeproj
iPhone 5.1 Simulator J (=] [_ Xcoda ]

| Project Summary Info Bulld Settings Build Rules
4 bookManager !

TARGETS # Target Dependencies (0 items)
m AppDelegate.m w

= MainStoryboard storyboard ran— “ b Compile Sources (4 ltems)
h MasterViewController.h
m MasterViewController.m » Link Binary With Libraries (3 items)
! DetadViewController.h
m DewailViewControlier.m > Copy Bundie Resaurces (21 items)
¥ || Supporting Files
[} bookdata.plist
* | images
| bookManager-info.plist
InfoPlist.strings
m main.m
h bockManager-Prefic.pch
* || Frameworks.
» [ Products

Figure 6-5. Add the CoreData frameworks to the project.



282 GHAPTER 6: Mastering Table Views with Storyhoarding: Core Data Setup

5. You'llbeusinga database quite e xtensively inthis app—this is
part of the Core Data framework. Coding a database from
scratch would take a huge amount of resources, time, and
effort. Core Data provides pre-built classes and tools for data
management, and it’s done in a way that you simply build your
custom code on top of the basic functionality provided in Core
Data. To set this up, select the main project file in the Project
Navigator, select bookManager under Targets, and click the Build
Phases tab as shown in Figure 6-5.

weme Breakpoints.
- . _ bookManager

I Choose frameworks and libraries to add

_‘_‘ bookManager
ARGE » Target Dependencies (0 il
¢ Compile Sources (4 items

¥ Link Binary With Libraries
kit framework
" &= Foundation. framework
= CoreGRaphics.frameworl
. -
x |

» Copy Bulile Resources (1
L

Add Other Cancel

Figure 6-6. Click the add button.

6. Once the Build Phases tab is open go to the Link Binary with
Libraries section and expand it. To add Core Data framework to
this list, click the add (+) button as shown in Figure 6-6.
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\

Beme Brrakpaints
| 2 » | "4 bookManager
i — Choose frameworks and libraries to add —_——
PROJECT P Buil
| B bookManager | Q4 coredata
TARGETS » Target Dependencies IO! v |.J#0s5.1

o

|| » Compile Sources (4 |levq

¥ Link Binary With Llhmnt}
= UiKit framework

= Foundation.framework
= CoreGraphics.frameworl

¥ o

» Copy Bundie Resources (3

Add Other... Cancel | [ Add |

Figure 6-7. Search for and then select CoreData framework.

7. After you click +, enter coredata into the search field. This will
yield the CoreData.framework icon. Select it as shown in Figure
6-7 and then click Add.
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-

LA

@ O [bookMa.mgar ' iPhone 5. ISimuﬂ

|h! MasterviewController.h
Im MasterviewController.m
|h! DetailViewController.h
Im DenailViewController.m
¥ |_| Supporting Files
["| bookdata.plist
» | images
|| bookManager-info.plist
 InfoPlist.strings
Im main.m
|h| bookManager-Prefix.pch
» || Frameworks
» | Products

800

!l’l

I_!Iﬂ O &.

bookManager
1 target, 05 50K 5.1
¥ [ bookManager
l|| AppDelegate.h
m' AppDelegate.m
= MainStaryboard.storyboard
lﬂ MasterViewController.h
m| MasterViewController.m
|h| DetailViewController.h
'm DetailViewController.m
¥ |__|Supporting Files
[[) bookdata.plist
» | images
D bookManager-info.plist
i . InfoPlist.strings

Figure 6-8. The CoreData.framework is now inside your bookManager target.

8. Once you’ve added the CoreData.framework, it will appear
inside your bookManager target as shown in the left-hand image
in Figure 6-8. Move it to the Frameworks folder as shown in the

right-hand image in Figure 6-8.
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= Show in Finder

Open with External Editor

Open As > e

s

New File...
New Project...
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= @ A

_:- bookMana

B =

v N bookManager

Figure 6-9. Create a new group called Source in Project Navigator.

PROJECT

target, i0S S5DK 5.1 =
1 bookManager

bookManager

Wil Source B TARCETS

h! AppDelegate.h .Ad
m AppDelegate.m
= MainStoryboard.storyboard
h! MasterViewController.h
m MasterViewController.m
h| DetailViewController.h
m DetailViewController.m
Supporting Files
Frameworks
Products

9. While in the Project Navigator, go ahead and create a new
subgroup inside the bookManger group called Source as shown

in Figure 6-9. You’ll use this in a moment.

MAGICALRECORD

Core Data is not the emphasis of this book, so we won’t go too deeply into all its details. To make
life easier, though, we’ll bring in an open source helper that’s being used extensively by many
highly respected Xcoders—including our students who are now working at Apple. This open
source framework makes working with Core Data incredibly easy. It's called MagicalRecord, and
it's available on GitHub at https://github.com/magicalpanda/MagicalRecord. To
download the zip file directly, you can use https://github.com/magicalpanda/
MagicalRecord/zipball/mastex or you can get it from the assets folder you downloaded
earlier for this chapter. Take our advice, though, and explore GitHub. If you don’t already have a

GitHub account, you can go ahead and get one. It’s free!
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S

NOTE: Here's a resource for getting yourself familiar with MagicalRecord’s setup:
http://yannickloriot.com/2012/03/magicalrecord-how-to-make-
programming-with-core-data-pleasant/.

800 @magicalpandaiMagcaiies

- ' M | A CitHub, Inc. [US] hitps
magicaipanda / MagicalRecord

Code Metwork

% Clone in Mac HTTP | Git Fead-Only Mitps

~0ad this repotitory a3 3 2ip file

v master = Files "

manter
Marge pull request #2149 from ryanmaoossll/mas

@) casademora

MagicalRecord

name age

= Flocc 3 days ago

B Project Files 2 months ago
24 days ago
2 yoars 5go

2 months ago

REA

bt/ github. com, Ipanda /Magecalfecord) zipball)

Y maglcalpanda-Magical . _zip *

Figure 6-10. Download MagicalRecord.

'github.com/ magicalpanda/MagicalRecord

Signup and Pricing  Explore GitHub  Features  Blog  Signin

1,580 =
Pull Roquests & Waues B8 Wi Graphs
m/magicalpanda/magicaliecord. g [ Mess-Onty
Branches 4 Tags 13 Downloads
t 1s5eadnich
message history
Corect typo of *persistent® in method name [ryenmmowed]
MR_contsec That Notifies Default ContextOnMainThread is a redundant versi... [magicalpands]
Persist changes to disk when using: |magicalpanda]

Inétiadl comemit [ragicalp:

]

Update podspec for 2.0 [magicaipanda]

2’2:/”0 i il o

10. Once you're inside GitHub, you can search for MagicalRecord or
MagicalPanda and you should arrive at https://github.com/
magicalpanda/MagicalRecord. Click the Zip button, and the
download will begin as indicated by the arrows in Figure 6-10.

4 Show Al
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& L © »
4 [ magicalpanda-MagicalRecord-1d9e0db
J i.EIIB-j || @~ 0| & »
FAVORITES
? e - .
¥ Applications \— i
| Desktop LICENSE CTIEIEED  MagicalRecord.pod Project Files
[ Documents spec
© Downloads
Soes.
[Z] Applications
README.md
& _ 1015 selected, 90.93 G svaisble ——

Figure 6-11. Unzip and navigate to the MagicalRecord folder.

11. Once you have successfully downloaded the magicalpanda-
MagicalRecoxd zip file to your desktop, unzip it and navigate
your way to the MagicalRecord folder. Select the folder as shown

in Figure 6-11.
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—

») (M)  bookManager ' iPhone 5.1 Simulator Xcode 1
B ® A= B -l >
[ bookManager PROJECT Choose options for adding these files:
=3 1 target, 05 50K 5.1 B book
¥ || bookManager - My e |
)C__¥ 5 Source” 8| TARGETS — Destination (v Copy items into destination group’s folder (if needed)
h| AppDelegate.h _aﬂ i -
m| AppDelegate.m am— Folders (»)Create groups for any added folders
= Mainst g : Create folder references for any added folders
h| MasterViewController.h
m MasterViewController.m X ; Add to targets /A bookManager

h| DetailViewController.h
m DetailViewController.m
» || Supporting Files
* || Frameworiks

* [ Products f
o=/ o~
Ya0o0 [ magicalpanda-MagicalRecord- 1d9e0db
4> Hx || 26~ m~] 6| e & »|
FAVORITES

? s - .=_; - .
#% Applications - am—

(] Desktop LICENSE MagicalRecord MagicalRecard. pod Project Files

ﬁJ Documents spec

) Downloads

(] DerivedData - 1

(L] Applications N
README.md

Figure 6-12. Drag the MagicalRecord folder into your project.

12. Drag the MagicalRecord folder into your project inside the
Source folder you created in step 9, as shown in Figure 6-12,
and select the same saving protocols that you did a few steps
ago back in Figure 6-2.
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00 ™ bookManager.xcodeproj — [h| boa
|

{: !) m ) [ bookManager ) iPhone 5.1 Simulator = Acoce

Run Stop Scheme Breakpoints

| ® 4 = » @ I o Bt g ; ger | Supporting Files + |h! bookManager-Prefix.pch + N

>
Pre

», bookManager
=2 1 target, iDS SDK 5.1

v bookManager
» Source gimport <A
h| AppDelegate.h
m| AppDelegate.m
= MainStoryboard.storyboard fe
h! MasterViewController.h
m MasterViewController.m
h| DetailViewController.h
m| DetailViewController.m #endi
Supporting Files
bookdata.plist
> images
bodkManager-Infalpiist
Infortist.strings
m “I.;IIH.I“
» Fram@éworks ¥
b [ Produere 4

Figure 6-13. Open the project’s .pch file.

fix header for all source files of the '‘bookManager® target in the 'boo

«

13. Now that you’ve added the MagicalRecord source code to your
project, you need to make it visible to your project so you can
enjoy all the various extensions to Core Data that it provides.
Essentially, MagicalRecord is a collection of categories that
extend main Core Data functionality and simplify its usage. All
the important header files necessary for it to function properly
are listed in the CoreData+MagicalRecord.h file. You can make
MagicalRecord visible to the entire project by simply putting this
header file into the bookManager-Prefix.pch file. Navigate to the
Supporting Files folder and click the .pch (pre-compile header)
file to open it as shown in Figure 6-13.

NOTE: Xcode has a high-level command called ProcessPCH that informs the
compiler which header files it needs to precompile and include into the project
based on information in .pch file. These pre-compiled headers are kept in a
subdirectory of /Library/Caches and then automatically included in every file
during compilation. The files included into prefix header are usually the files that
rarely change, which can speed up the compilation process. This lets you include a
file without adding an import statement to every file that uses it, thus making it
globally “visible” throughout the entire project.
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oA (V] B & O & o T 4

== (=I (Charged) Thu/

«.pch
W eno %4 ch6_tabl
wwe= PART ONE ===~
01 CoreData+MagicalRecord.h
LL‘.Q:A;

mulator »
Breakpy "~ts 1
< » | [ bookManager be

rH
// Prefix header for all's iles ‘of the 'bookManager' target in
/

#import <AvailabiligyJh>
#import “CoreData+MégicalRecordm=s"

#ifndef __IPHONE_5_@
#warning "This project uses features only #vailable in i0S SDK 5.9 an|
#endif

#ifdef __0BIC__

#imnart ATEIi* T hs

Figure 6-14. Open the DemoMonkey file and drag the first step into the project’s .pch file.

14. Open the .demoMonkey file supplied with this chapter and keep it
in a handy place on your desktop. Start by dragging the “01
CoreData + MagicalRecord.h” snippet from DemoMonkey into the
bookManager - Prefix.pch file, immediately under the #import
<Availability.h> line of code as shown in Figure 6-14 and as

follows:

#import <Availability.h>
#import "CoreData+MagicalRecord.h

This header now makes the MagicalRecord framework available
throughout the project without the need to import any additional

files.

1 02 AppDelegate.m Initiate CoreData with MagicalRecord
3 04:D88ook.h Methods and Extra Properties Declaration
05 DBBook.m Methods and Extra Properties Implementation

06 DBCategory.h Methods and Extra Properties Declaration

07 DBCategory.m Methods and Extra Properties Implementation
08 DBAuthor.h Methods and Extra Properties Declaration

09 DBAuthor.m Methods and Extra Properties Implementation
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15. When adding a new library/framework to your project, it's good
practice to immediately run or at least build it to check your
work, as this is a critical juncture, and errors need to be
immediately corrected before you continue to code. Click Run
and make sure your project compiles successfully. Sometimes
things change pretty quickly in the open source community, and
fact is of course beyond our control. In this book we're using
MagicalRecord-2.0.3-12-g1d9e0db. If you followed all the steps
carefully, and your project doesn’t compile at this point, check
your version of MagicalRecord—if it doesn’t match ours,
replace your MagicalRecord source folder with the one provided
in the Assets bundle for this chapter and try again.

80e© ™ bookManager.xcodeproj m| AppDelegate.m
e = \
'\U M ) | bookManager : iPhone 5.1 Simulator = Build Succeeded | Today at 11:41 AM
Run Stop Scheme Breakpoints Project (11
Imin @ A = » B i = > 5N g b m| AppDelegate.m + [[] -application:didFinishLaunchingWithOptions:
%, bookManager

= 1target, OS5 SDK 5.1
v bookManager
» || Source
h' AppDelegate.h
= MainStoryboard. storyboard
h| MasterViewControlier.h
m MasterViewController.m !implesentation AppDelegate
|| DetailViewController.h
m DetailViewController.m

ize window = _window;

» Supporting Files - (BOOL)application: {UIApplication =)application didFinishLaunchingWithOptions:(NSDictionary
> Frameworis /7 Oy
> Products [Mag

Figure 6-15. Initialize the SQLite database.

16. You’re now going to embark on a task that frustrates many
computer science students and is a huge obstacle for many
Xcoders out there: connecting a database to Xcode. In this case
you’re going to set up a SQLite database using the
MagicalRecord API, and you’re going to love it! Open the
AppDelegate.m file and drag the “02 AppDelegate.m initiate
CoreData with MagicalRecord 1” snippet from DemoMonkey

right before the return YES, as shown in Figure 6-15 and as
follows:

#import "AppDelegate.h"
@implementation AppDelegate
@synthesize window = _window;
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- (BOOL)application: (UIApplication *)application didFinishLaunching
-*)launchOptions

// Override point for customization after application launch.
[MagicalRecord setupCoreDataStackWithStoreNamed:@"MyDatabase.sqlite"];
return YES; ..

NOTE: With MagicalRecord you can initialize the entire SQLite database with a single
line of code! It's not difficult—it just requires you to focus on exactly what you're
doing and why you're doing it. So let's do it!

(void)applicationWillEnterForeground: (UIApplication =)application

transition from the background to the inactive state; here vou can undo many of the
ing the background.

// Called as part of ti
changes made on ent

¥
- {void)applicationDidBecomeActive: (UIApplication =)application
// Restart any tasks that were paused {or not yet started) while the application was inactive. If the application
was previously in the background, optionally refresh the user interface.
}

- (void)applicationWillTerminate: (UIApplication =)application
// Called when the application is about to terminate. Save data if appropriate. See also

applicationDidEnterBackground:.
[MagicalRecord cleanUpl;

@end

Figure 6-16. Clean the persistence store.

17. You also need to clean your persistence store in the
applicationWillTerminate method. Do that by dragging the “03
AppDelegate.m initiate CoreData with Magic Record 2” snippet
from DemoMonkey and placing it as shown in Figure 6-16.
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18. To create your data model, create data files inside a new group
called Data Model. Starting with creating the group, right-click
the bookManager folder and select New Group as shown on the
left in Figure 6-17. Once the new group is created, a folder
called New Group appears. Rename it Data Model. Right-click the
Data Model folder and select New File as shown on the right in

Figure 6-17.

Choose a template for your new file:

e

Cocoa Touch
[ Data Model § Mapping Model

Cand C++
User Interface
" Core Data ]
Resource
Other

B Mac 05 X

Save As: | datamodel xcdatamodeld

Where: || bookManager

| Croup | || Data Model
Targets (¥ /A bookManager

Cocoa
Cand C++
] User Interface
A\ Core Data
Resource
3 Other

Figure 6-18. Create a Core Data data model.

/

Cancel

]
—

- cliie
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19. A dialog box asks you to choose a template for your new file. By
default the Cocoa Touch selection under iOS in the left-hand
pane is selected. Ignore this and choose the Core Data » Data
Model template as shown on the left in Figure 6-18. A new
dialog box asks you whether you would like to save the data
model. Replace the default Model . xcdatamodeld with
datamodel.xcdatamodeld as shown on the right in Figure 6-18.

eo0o ™ bookManager.xco:
() " : | Build
I\!Ji M ) | bookManager - iPhone 5.1 Simulator = | R
Run Stop Scheme Breakpoints

iz ® &4 = » B =l serais g Data Model + | datamodel.x¢

», bookManager TITIES |

= 1 target, 05 SDK 5.1 gl ¥ Attributes

v bookManager ﬂ DRAsho Artribute & Type

v (] Data Model [ paBook
Categ —
[ CELEMOCEE. KL .
‘ > Source 13
FE I
h| AppDelegate.h +

v

m ApgDelegate.m CONFIGURATION
= ) SroryboaggstoybgTN A | @ Defauilt
f(vy roll ,’\

Figure 6-19. Create your SQLite entities.

20. Your database will hold a selection of Apress books that you’ll
define in terms of three fables (also called entities):

The author
The book

The book’s category (such as iOS, Android, web, and so
on)

You need to tell the SQLite database about that. Click the + icon
at the bottom of the data model canvas and name the first entity
DBAuthor. Repeat this two more times, naming the two new
entities DBBook and DBCategory respectively, as illustrated in
Figure 6-19.
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u: | 4 » | [ bookManager : | |bookManag 2 4 > | [“bookManager ) | |bookManager | |Data Model
ENTITIES ¥ Attributes ENTITIES T
I3 osauthor e, I3 oBAuthor e B Tyre
I3 psBook M attribute I3 peBook [ categoryid Inteaer 32 +
& & T} [ caregonname RTPOORENN =
. = 1 Integer 16
FETCH REQUESTS £ - i = gy 33
CONFIGURAT . g CONFICURAT i Integer 64
s y R"“"w sy ¥ Relationships Decimal
@it Relationship @ Defavk iRelationship. 4|  Double —
H Float @
Boole.
Date
2 s Binary Data

¥ Fetched Propert Transformable

Figure 6-20. Create the attributes for the Category records.

21. After your three entities are created, you need to create the
attributes for each entity. We'll go through the creation of the
Category entity in detail and then assign the remaining two for
you to do on your own with less help. With the DBCategory entity
selected, click the + button as shown on the left in Figure 6-20.
When you first add an attribute, the default name will simply be
attribute. You need a way to give each category (such as iOS,
Android, or web) a name and an ID. So, name the first attribute
categorylId. Click the + button again and name the next attribute
categoryName. Click the selection button to the right of the Type
column on the categoryld row and choose Integer 32. Then
click the selection button on the categoryName row and select
String as shown on the right in Figure 6-20.

=B ' |_|Data Model » |
ENTITIES ¥ Attributes
B Attribute & Type
I3 oBBook B authorid Integer 32 &
[ pecategory firstName String *
FETCH REQUESTS T
CONFIGURATIONS = = = =4 ger » || ger /| Data Model
Faul
(® Default Relationship | ENTITIES v Auributes
I3 osauthor Attribute & Type
s u | B3 authorid Integer 32 &
I3 oecategory boDkDescriph'un String =
B3 bookid Integer 32 5
FETCH REQUESTS B categoryid Integer 32 3
imageName String +
CONFIGURATH S - -
s B tive String *
® Default =" String
i

Figure 6-21. Finish the attributes for DBAuthor and DBBooK.
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22. Now you have to repeat the process for the author and book

entities. For your Author entity, you only need an authorId,
firstName, and lastName set of attributes. Make the authorId be
Integer 32 and the first and last names String. For the Book
entity you need seven attributes (of course, you could have

many more, but for this exercise seven will suffice). You’ll bring
in the authorId and categoryId from DBAuthor and DBCategory

as foreign keys, so you find a corresponding author and

category for each book. You also need a unique bookId. And
you need four more attributes describing each book: a short
description, an image name associated with each book that
you’ll later link to the cover image of each book, the book title,
and the book’s publishing year. With that said, make authorId,
bookId, and categorylId all as type Integer 32. Make
bookDescription, imageName, title, and year all be type String
as shown in Figure 6-21.

NOTE: A foreign key points to another entity in the database and is a way to link
different entities together. For example, you're linking a book to its author and its

category using foreign keys.
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»| chapterf
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Figure 6-22. Generate classes for all the entities.
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23. Now that you’ve defined the necessary tables and fields, you
need to generate classes for all the entities so you can
manipulate them from code. Select all three attributes DBAuthor,
DBBook, and DBCategory by selecting the first one, holding down
the Shift key, and clicking the last one. Click Editor and choose
Create NSManagedObject Subclass as shown in Figure 6-22.
An options dialog box will appear—press Enter or click the

Create button, keeping the default settings.

e 1 bookManager.xcodepr:
= - : e Build Succeeded
@ M | | bookManager ’ iPhone 5.1 Simulator - | l i
Run Stop Scheme Breakpoints =
i ®@ A = » @ [m 4 » Fbookm bookManager | _|Data Model » ' datamodel.xcdatan
», bookManager ENTITIES ;
¥ B3 1 targer, i05 SDK 5.1 ¥ Attributes
v bookManager ﬂ Entity Attribute & Type
v (| Data Model €]} DBAuthor [ authorld Integer 32
datamodel.xcdatamodeld €} DBBook [ authorld Integer 32 5
h| DBCategory.h S i DBBook  [EJ bookDescription  String +
ETCH REQUESTS ~
m| DBCategory.m g:gock % bookid !d Integer :: :
h! DBBook.h CONFIGURATIONS atego sasgory mreges :
DBBook  [[f] categoryid Integer 32 &
m DBBook.m (® Default . ina
B Dadithorh DBCatego [BJ categoryName String +
sk DBAuthor [ firstName String &
) DEAuthor.m DBBook [ imageName String »
» Source DBAuthor [ lastName String »
h| AppDelegate.h DBBook [ title String
m AppDelegate.m DBBook  [B year String & i
= MainStoryboard.storyboard e :
h! MasterViewController.h
m MasterViewController.m ¥ Relationships

(&

Marsilissd ansenliar b

Figure 6-23. Success!

24. You’ll know you’'ve been successful when you see header and
implementation files for all your entities neatly lined up inside
your Data Model folder. This may not seem like a big deal now,
but when you have a few hundred entities in you database,
having Xcode automatically create these is a miracle of sorts.
You can now add custom methods to each of these entities.
Make sure your Data Model folder, entities, and attributes look
exactly like ours in Figure 6-23 before moving on.

297



298 CHAPTER 6: Mastering Table Views with Storyboarding: Core Data Setup

- NaXs) ™ bookManager.xcodept
b M. 3 : Ch S ded | T
@ | book ger  iPhone 5.1 Simulator | | =] L
Run Stop Scheme Breakpoints
iz ® 4 = » @ =< > M ger ) | |bookManager ) [_|Data Model / |h] DBCategory.h ) [ | @int
., bookManager I’
=2 1 rarget, iO5 SDK 5.1 // DBCategory.h
17 bBoolsSankas
v [ bookManager : f: s e
¥ || Data Model // Created by Yulia McCarthy on 4/26/12.
s reservet

[§ DBCategory.h /
) DECatsgovy.m #import <Foundation/Foundation.h>
h!| DBBook.h #import <CoreData/CoreData.h>
m| DBBook.m
Bl S hOr ainterface DBCategory : NSManagedObject
m| DBAuthor.m 14
Source :;ar
h| AppDelegate.h S
m| AppDelegate.m " aend
= MainStoryboard.storyboard
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m| MasterViewController.m
h| DetailViewController.h
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Figure 6-24. Before moving on ...

25. Also before moving on, you should check a couple of things so

you’re aware of what you’ve created so far. Click the
DBCategory.h file. As you can see in Figure 6-24, Xcode has
generated all the properties for you based on the data fields
you’ve specified in your data model over the last few steps.
What you’ll be doing over the next few steps is adding methods
to these properties so that you can retrieve the data.

NOTE: Over the next six steps, all the methods you’ll be adding essentially do the
same thing: they either create or delete a new entity with the values provided in a
dictionary or they allow you to retrieve other data based on foreign key relationships,
such as books wanting authors’ names and authors wanting category names.

datamodel.xcdatamodeld f// Copyright (c) 2012 InspireSmart Solutions, Inc. All rights
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» chapterf-1

v’ bookManager
== 1 target, i0O5 SDK 5.1

v || bookManager
¥ |__| Data Model
datamodel.xcdatamodeld
h| DBCategory.h
m! DBCategory.m
[h]

m| DBBook.m

h DBAu'r.hor.hk

m DBAuthor.m
» |_|Source
AppDelegate.h
AppDelegate.m
MainStoryboard.storyboard
MasterViewController.h
MasterViewController.m
DetailViewController.h
DetailViewController.m

> Supporting Files
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Figure 6-25. Setting up the DBBook.h file

// DBBook.h
bookManager

#import <Found
#import
#import “DBAut
#import “DBCategory

nterface DBBook :

NSNumbe r
NSNumber
NSNumber
NSString
NSString
NSString

NSString

ty (nonatomic

natomi

=)author;

egory =)category;

ray *=)allBooks;

ray #=)allFavoriteBooks;

k #)createEntityWithDictionary

26. Select DBBook.h in the Project Navigator. Drag in the “04
DBBook.h Methods and Extra Properties Declaration” snippet
from DemoMonkey and place it right before the @end. Then type
in two #imports, for DBAuthor.h and DBCategory.h, as shown in

Figure 6-25 and as follows:

#import <Foundation/Foundation.h>
#import <CoreData/CoreData.h>

#import "DBAuthor.h"
#import "DBCategory.h"

@interface DBBook : NSManagedObject

éproperty (nonatomic, retain) NSString * imageName;

- (DBAuthor *)author;
- (DBCategory *)category;

- (void)deleteEntity;
@end

/ Created by Yulia McCarthy on 4/26/1
// Copyright (c) 2012 InspireSmart Sol
Y

N

utions, Inc. All rights

* bookld;

* categoryld;

#* authorld;

* title;

* year;

= bookDescription;
* imageName;

: (NSDictionary =)aDiction
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Uddrmuuc. xeudianmouciu
'h| DBCategory.h
m DBCategory.m
h| DBBook.h
TG P a——
h| DBAuthor.h
im| DBAuthor.m
» | Source
|h| AppDelegate.h
'm AppDelegate.m
= MainStoryboard.storyboard
|h| MasterViewController.h
'm| MasterViewController.m
|h| DetailViewController.h
'm| DetailViewController.m
» || Supporting Files
» || Frameworks
» || Products

P ORI AT TR RVAE ATTAaT S L S LML AWIE ) ATIRE FTER T AgriE

I

#import "DBBook.h"

@implementation DBBook

@dynamic booklId;
@dynamic categoryld;
@dynamic authorld;
@dynamic title;

@dynamic year;

@dynamic bookDescription;
@dynamic imageName;

- (pBAuthor »)author { L3
return [DBAuthor MR_findFirstByAttribute:@"authorld" withval

=~ (DBCategory =)category {
return [DBCategory MR_findFirstByAttribute:@"categoryld” witl

+ (NSArray =)allBooks {
return [DBBook MR_findAllSortedBy:@"title" ascending:YES);

+ (NSArray =)allFavoriteBooks {
return [DBBook MR_findByAttribute:@"isFavorite" withValue: [N

Figure 6-26. Setting up the DBBook.m file

27. Navigate to DBBook.m. Drag in the “05 DBBook.m Methods and
Extra Properties Implementation” snippet from DemoMonkey
and place it right before the @end as shown in Figure 6-26.

| dduanmuueL AL udianmuueig
'm DBCategory.m
|h| DBBook.h
'm| DBBook.m
|h| DBAuthor.h
'm| DBAuthor.m
» |__|Source
|h! AppDelegate.h
'm| AppDelegate.m
= MainStoryboard.storyboard
|h) MasterViewController.h
Im| MasterViewController.m
|h| DetailViewController.h
Im| DetailViewController.m
» || Supporting Files
» || Frameworks
» [ Products

PP W AN VR AVAR ANSMA] LLWMI L SV AMLAMITS ] ANRS FILR ) AMIINS 1Y

1/

#import <Foundation/Foundation.h>
#import <CoreData/CoreData.h>
@interface DBCategory : NSManagedObject

@property (nonatomic, retain) NSNumber = categoryld;
@property (nonatomic, retain) NSString = categoryName;

+ (NSArray =)allCategories;
= (NSArray =)books;

+ (DBCategory #)createEntityWithDictionary:(NSDictionary =)aDicti
- (void)deleteEntity;
@end

Figure 6-27. Setting up the DBCategory.h file



28. Open DBCategory.h and drag in the “06 DBCategory.h Methods
and Extra Properties Declaration” snippet from DemoMonkey.
Place it between the last @property and the @end as shown in
Figure 6-27.
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UdLarnmuue RLUALArmuue iy b JF IS LR T AVALR ANTIMA] LSEET L LW LM LAWIIS ) AR MR ayn -
h DBCategory.h
- ""j .... . | #import "[
h DBEookh #import "DBB
m| DBBook.m
h! DBAuthor.h itation DBCategory l
m| DBAuthor.m
[S Source iynamic categoryld;
- sdynamic categoryName;
h| AppDelegate.h . goryN
m| AppDelegate.m + i“\rray *)allCategories {
= MainStoryboard.storyboard turn [DBCategory MR_findAlll;
h| MasterViewController.h }
m| MasterViewController.m - (NSArray =)books {
h| DetailViewController.h return [DBBook MR_findByAttribute:@"categoryld" withValue:se
m| DetailViewController.m }
» Supporting Files + | t]createEnl1tyd1th01ctlnnarf (NSD4
> Frameworks t
> Products «localContext
e E in !hc local context
Y tneuEnt;ty— [DBCategory MR_createInContext:localC

/ Set the properties
lncwEnt],u,r setValuesForKeysWithDictionary: aDlCtmﬂal'yI.
NSInteger passedld = [[aDictionary objectForKey:q
if 1passcdld == @) {

Figure 6-28. Setting up the DBCategory.m file

29. Now go to DBCategory.m, drag in the “07 DBCategory.m
Methods and Extra Properties Implementation” snippet from
DemoMonkey, and place it between the last @dynamic and the
@end. Also add #import "DBBook.h" right after #import
"DBCategory.h" as shown in Figure 6-28 and as follows:

#import "DBCategory.h"
#import "DBBook.h"
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- 'm| DBBook.m 4

DEAL

@interface DBAuthor : NSManagedObject

'm| DBAuthor.m 14
> ;;uru 15| @property (nonatomic, retain) NSNumber = authorld;
w 16| @property (nonatomic, retain) NSString = firstName;
,'_!' AppDelegate.h 17| @property (nonatemic, retain) NSString #= lastName;
m| AppDelegate.m 18
=| MainStoryboard.storyboard 19+ (NSArray *)allAuthors;

-~ (NSArray =)books;

hj MasterViewController.h - (NSString =) fullName;

m| MasterViewController.m n
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! DetailViewController.m - ;ei;om}neleteEnuty;
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Figure 6-29. Setting up the DBAuthor.h file

30. Open DBAuthor.h and drag in the “08 DBAuthor.h Methods and
Extra Properties Declaration” snippet from DemoMonkey. Place
it between the last @property and the @end as shown in

Figure 6-29.
_umel,ucuammln e rr LUMYT AL fL) AULAL ANDBPLICONAT L JULULLUWND,; 4TTLe MLL TAyguILn 0
|h| DBCategory.h ¢ "
m DBCategory.m ? #import "DBAuthor.h”
|h| DBBook.h 10| #import “0BP .
|m| DBBook.m = DBBook. h
12| @imp
13 DBBook.m
n 1| @dynaWIC BUCROFIGT
» [ Source 15/ @dynamic firstName;
[y 16| @dynam tName;
h| AppDelegate.h S Wiuale LAkt
'm AppDelegate.m 18
= MainStoryboard.storyboard 19/ + (NSArray =)allAuthors {

h| MasterViewController.h 20 return [DBAuthor MR_findAllSortedBy:@"lastName" ascending:YE

‘m| MasterViewController.m 12
'h| DetailViewController.h 23] = (NSArray =)books {
fm] DetailViewController.m 0 2 return [DBBook MR_findByAttribute:@"authorId” withValue:self
» (| Supporting Files 2%
» || Frameworks 70 = (NSString »)fullName {
» || Products ] return [NSString stringWithFormat:@"s@ %@", self.firstName,

i1 + (DBAuthor »)createEntityWithDictionary:(NSDictionary =)aDictio
2 // Get the local context
NSManagedObjectContext »localContext = [NSManagedObjectConte

35 // Create a new Book in the local context

34 NRAGrhnr sasuFatitus [NRALIthar MO rrastaTalantavtslaralfanta

Figure 6-30. Setting up the DBAuthor.m file
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31. Navigate to DBAuthor.m. Drag in the “09 DBAuthor.m Methods
and Extra Properties Implementation” snippet from
DemoMonkey and place it between the last @dynamic and the
@end. Also add #import "DBBook.h" right after the #import
"DBAuthor.h” as shown in Figure 6-30 and as follows:

#import "DBAuthor.h"
#import "DBBook.h"

That’s it! You’ve got through the setup and are ready to get on with designing
the app using Storyboarding in Chapter 7.
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Chapter

Mastering Table Views
with Storyboarding:
Designing the Flow

You’ve finished setting up the foundation for the bookManager Master-Detail
Application (in step 1 of 3, Chapter 6) and are ready to move on to step 2 of the
app in this chapter. You’ve brought in all the images and the info about the
books and set up the SQLite database. Cool! Well, if you think that was cool,
wait until you see what we have in store for you as we lay out the entire app’s
workflow in the Storyboard. Here in Chapter 7 you’ll be routing and connecting
elements with such ease it will amaze you—particularly if you ever tried that
sans Storyboard.

Step 2: Storyboarding the App

Okay—Tlet’s go.

305



CHAPTER 7: Mastering Table Views with Storyhoarding: Designing the Flow
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Configuring the Master Scene

() (B | bookManager  iPhose 5.1 Simulitor -

Title S
N
Navigation Controller Master View Controller - Master

Figure 7-1. Open the Storyboard.

1. Now that you’ve set up your data model, you can start
designing your interface. Open the Storyboard. You will
immediately see that Xcode has already created a basic
hierarchy of the Master-Detail Application for you. A basic
Navigation Controller is connected to a Master View Controller
that segues to a Detail View Controller as shown in Figure 7-1.
You’ll be using this template to fulfill your requirements.

Ho s @la0 (2
v

[ Dwariree

Dotad view content goes horn

Detail View Controller - Detail
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I ool i N— . TGRS
= Build Succeeded | Today at 11:28 PM — N
- o = = c
[ Ho Iasues
(5] B B ) [51 Master View Controlier - Mas... | | ) Master View Controlier - Master | Table View )~

| Detail view content goes here

e |

Figure 7-2. Rename the title to My Library.

2. Double-click the title Master on the header of the Master View
Controller, rename it My Library, and then click once on the
prototype cell to select it as shown in Figure 7-2.

Elo o) =]
fiew Co... »  Table View Tahiewew(:ell-cglll D B B w| ¢ ©
nRalnble View Cal

Row Height|____ 50]:) & Custom

[~ | v view
_ Show | Frame Rectangle
e olls 22
i X Y
320 ||+ 50
> . . . Width Height
Origin

Figure 7-3. Change the Row Height of the cell to 50.
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Select the Utilities View and click the Size Inspector. Enter 50
for the Row Height attribute as shown in Figure 7-3 and press
Enter.

Title >

S Detail vi¢

Figure 7-4. Select the Table View.

4,

The scene you’re working on is going to be the first view in your
app. In this case, it will let the user choose between the two top
hierarchies of your library: Books and Authors. So, you know
exactly how many cells you’re going to display in your Table
View: two cells. That makes it a great candidate for being a
Static T able View—a wonderful new feature only available with
Storyboarding that allows you to lay out the content of your
Table View statically in Storyboard, display it at the runtime, and
even transition to other views when user selects a cell, all
without writing any code at alll Let’s convert the Table View to
static format: select the Table View by clicking below the
prototype cell as shown in Figure 7-4.
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deproj — — MainStoryboard.storyboard .
\
d Succeeded | Today at 11:28 PM | = —
- B8 EoiE (=)
B MainStoryboard.stor... 5] Master View Controll... / (| Master View Controller - Master 'ld:le\Mw[ D B B|® « O
¥ Table View
Content | Static Cells
L '3‘.\' | Sections 1l
'__"—"ﬁ- '_-“l“ii-_ _ _ styie | Ptain
Separator | Single Line
Title > = | Default
Selection | Single Selection 3
Title » Editing | No Selection During Editing ¢
o Show Selection on Touch
Indhex: Row Lirmit ol:
Title »
¥ Scroll View
Style | Default
¥
scroflers (M Shows Horizontal Scrollers
Detail vig (o Shows Vertical Serollers

Figure 7-5. Change the Table View Content type.

5. Select the Attributes Inspector and change the Content type
from Dynamic Prototypes to Static Cells. You'll see three
identical cells appear as shown in Figure 7-5.

\

NOTE: Dynamic Table Views display dynamic content, and in that case Table View is

a large (and sometimes unbounded) number of rows. Dynamic Table Views use
reusable Dynamic Cell Prototypes to display quite large data sets very efficiently.

Static Table Views are basically “what you see is what you get.” With static content,
the number of rows in a Table View is a known and fixed number, so you can design

all rows in the Interface Builder. Note that Static Table Views can only be created
using Storyboards and must be controlled by a Table View Controller subclass.
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Figure 7-6. Name the roots of the hierarchical tree.

6. Click one of the three cells and delete it so that only two remain.
Now let’s think about things. You’ll have two trees of data,
flowing from looking at the database in terms of Books, or
looking at the database in terms of Authors. This means your
root node has two choices: Books and Authors. Change the
label text of the two cells from Title to Books and Authors as
shown in Figure 7-6. Now you’re going to delete the segue
connecting the Master View Controller to the Detail View
Controller: click the segue, as shown in Figure 7-6, to select it
and then delete it.

> Source /
h| AppDelegate.h '’
m, AppDelegate.m #import "MasterViewController.h"
=1 MainStoryboard.storyboard
h| MasterViewController.h 11| #import "DetailViewController.h"
LT[l_] cwLontrolier.m | 1 @interface MasterViewController () {
h| DetailViewController.h 14 NSMutableArray = objects;

m| DetailViewController.m
| 2 Supporting Files
> ] Frameworks 18| @implementation MasterViewController

> Products )

@end

Figure 7-7. Delete the code between @end and @implementation in MasterViewController.m—the

arrow indicates the place where the code used to be.
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7. Before moving on to the next step, there’s one last thing you
must do for your Static Table View to display properly. You need
to delete some of the existing code for the Master View
Controller. Xcode created some code for you in
MasterViewController.m as part of the Master-Detail Application
template. This code implements the UITableViewDelegate and
UITableViewDataSource protocol methods, which will override
the Static Table View content you defined in the Storyboard if
they are present. So click the MasterViewController.m file in the
Project Navigator, select all the code between @implementation
and @end, and remove it as shown in Figure 7-7.

NOTE: Because this is a static table it doesn’t require any additional code. Later
you'll create segues from each of the static cells Books and Authors to their
respective View Controllers you want them to transition to. That's why for now you
won't have a segue connecting the Master View Controller to the Detail View
Controller.

Designing the Top Level Views: Categories Scene

Layout || Wants Full Screen
Hides Bottom Bar on Puth
o Resize View From Wil

.30

Master View Controller - Master '

oD (e =
il obiecs 1) [BE

) View Controtier - A controler that
SUPPOILS the fundumental vew

Figure 7-8. Drag in a new View Controller.
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1. According to the app’s flow, you want to display a list of
available categories when the user taps the Books cell. Thus
you’ll need an additional View Controller that will display the
various categories for the books. Now you’ll move the current
Detail View Controller, which you disconnected from the Master
View Controller in the previous step, over to the right. You can
just see the left-hand side of it on the right in Figure 7-8. You're
doing this to make space for the new View Controller you're
going to drag in. Once you have enough space, drag in a new
View Controller from your Obiject Library as shown in Figure 7-8.

T isteraction B User beteraction [nabled
b Y & Mite Toueh
Books > digha 1
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3
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: o Autoresiae Sutneews
Burlingame

Stretching [ o

Canoga Park
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Chula Vista
Corte Madera

Costa Mesa

aﬂ

Emeryville

Escondido
- Master View Controller - Master . l

Figure 7-9. Drag in a Table View.

2. Find a Table View in the Obiject Library and drag it onto your
new View Controller as shown in Figure 7-9.



CHAPTER 7: Mastering Table Views with Storyboarding: Designing the Flow 313
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Figure 7-10. Drag in a Table View cell.

3. Now drag a Table View cell into your new Table View as shown
in Figure 7-10.
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Figure 7-11. Change the Table View Cell Style to Basic.

4. For this Table View you’ll use Dynamic Prototypes. In fact, your
Table View will display three different types of cells. One will be
a basic style that will just display a label with a category name
for each category you have in your database. There will be as
many cells of this kind in the Table View as you have categories
in your database. A second type of cell will display the “All
books” label that when the user taps the cell shows all the
books in the database regardless of category. This cell will be
displayed at all times at the end of the list of categories. The
third type of cell will be an “Add new” cell that gives the user an
ability to add new category to the database. This cell will also be
displayed all the time and is always the very last cell of the Table
View. Modify your Table View Prototype content to achieve this.
First, click the cell you've already added and change its style to
Basic as shown in Figure 7-11.
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Figure 7-12. Change Cell’s Row Height.

5. Click the Size Inspector as shown in Figure 7-12 and then
change the Row Height from whatever your height is to 50 (we
had manually adjusted ours to 54, but change whatever height
you have in your case to 50).
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Figure 7-13. Change the Identifier and Accessory attributes.
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6. Go back to the Attributes Inspector and change the Identifier to
a name that will mean something in your code—let’s call it Ce/j,
because this is the standard cell prototype you’ll be reusing to
display your categories. Now click the Accessory option and
from the drop-down menu select Disclosure Indicator as shown
in Figure 7-13. Double-click the Title label inside the Table View
Cell prototype and rename it “Category name.” Then make sure
the cell you just configured is selected (highlighted blue) and
press 3#+C to copy it.
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Figure 7-14. Duplicate the first cell.

7. Press #+V and paste the duplicated “Category name” cell as
shown in Figure 7-14. Double-click the new cell you just pasted
and change its name to “All books,” because this cell takes the
user to a page containing all the Apress books. The regular
“Category name” cell takes the user to books that belong to
iOS, Android, or any other category you may choose. Once
you’ve changed the name to “All books,” change its Identifier
(which is still showing up as Cell from the paste you made of the
first cell) to A//Cell. Once your identifier shows AllCell, continue
to the next step.
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NOTE: As you've now seen, the Storyboard makes it incredibly easy to copy cells and
modify them to your needs as you create prototypes. It's key that you wrap your head
around this concept and use it as much as you can. We still see experienced coders

coding this by hand because they just haven’t “gotten it"—how Storyboarding makes

it so easy to create new prototypes.

proj MainStoryboard.storyboard i
eded | Todayat 11:28 PM | @ 0.5 m Dm =
Peafect 01 Editor View Ocganizer
View Contr. Wiew Contr... View Table View Table View Cell - AliCell = > | D B B |% M+« ©
v Table View Cell
Style | Basic
= =3 == Image
_- ek b Identifie.| AliCel! = 3
Category name > Selegih | Bue .\
> Accessory | Detail Disclosure B
Edatang Ac None
All books > g =ty
> Indentation of.} L 104,
Level Width
Add new © 4 indent Wnile Egiting

Shows Re-order Controls

¥ View
Mode | Scale To Fill
Tag 0.

tnteraction (o User Interaction Enabled
Muitiple Touch

Aloha

Figure 7-15. Create the “Add new” cell.

8. You need to make one more cell. This new cell will be the one
that allows the user to add a new category that that can be
anything the user wants. Think about this for a second: you’re
going to create a cell that in the future, without you or the user
doing any coding, can be named Best Apress Books, Monkey,
oranythingelse—amazing! Do what you did in Figure 7-14:
click either of the two cells you already have to select it and
press 3#+C to copy it. Press 3+V and rename the cell’s label to
“Add new.” To make it look different, let's have some fun and
change a few properties. Set the Accessory type to Detalil
Disclosure as shown in Figure 7-15. You'll have to rename the
Identifier to something unique, because this is a special cell, so
change it to AddCell.
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Figure 7-16. Change the text color.

9. Change the color of the “Add new” text so that the user can
easily see that “Add new” is different from the other options.
Click once on the text “Add new” and change the color to blue
as shown in Figure 7-16.

NOTE: Make sure you're saving your work as you go along!

- =
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able View “

. View Controller

Figure 7-17. Create a Push segue from the Books cell to Categories.
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10. We are now ready to create a Push segue from the Books cell of
the Master View Controller to the scene you’ve just set up.
Because you have a Static Table View in the Master, you can
initiate segues right from the cell itself. So click the Books cell in
Master and Control-drag from it to the View Controller (see 1 in
Figure 7-17) that will display our categories, release it, and
choose Push (see 2 in Figure 7-17) from the pop-up.

5 Master View Controtier - Masker Scene | () Push segus from CelltoViewControlier (<. %] [ B = |9 ¢ ©
¥ Storyboard Segue 2
Werter Mxmm =)
Sevle | Puih H U— .
= I Ctegories
- : Category name >
i ol ’ All books >
All books » Add new (7]
Add new © |

@

Figure 7-18. Set the segue Identifier and change the destination view’s title.

11. Select the new segue and set its Identifier option in the
Attributes Inspector to ShowCategories (see 1 in Figure 7-18).
Also double-click the destination View Controller’s Navigation
Bar and set its title to Categories (see 2 in Figure 7-18).

NOTE: An identifier is a string that your application uses to distinguish one segue
from another. You assign different identifiers to each segue so that the
prepareForSegue:sender: method in your Source View Controller can tell them
apart and prepare each segue appropriately. You always assign identifiers to your
segues.
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Figure 7-19. Create an Edit Bar button item.

12. As mentioned, you’re going to let the user edit the Table View
and remove cells. This means you need a button on the
Navigation Bar to switch the Table View into editing mode. Drag
a Bar button item from your Object Library onto the right side of
your Navigation Bar. Double-click its default title /ferm and
change the text to Edit as shown in Figure 7-19.
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Designing the Top Level Views: Authors Scene

_'. .'"-'" ary
Books > ; )
Category name >
Authors >
All books >
Add new ©

Master View Controller - Master L I ]

Figure 7-20. Select the Categories Scene and copy it.

1. You're finished with the first of your two Root Views: Books that
leads to Categories. The next view you need is Authors. That
view will be very similar to the Categories View you just made.
To save time you can simply copy this scene and paste it into
your Storyboard by clicking the scene as shown in Figure 7-20
and pressing 3+C.
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Figure 7-21. Paste the new scene.
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2. Click once on the Storyboard background (indicated by the blue

graph paper look) and press 3#+V as shown in Figure 7-21.

of the original scene.

NOTE: It will look like nothing happened at first because it's been pasted right on top
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Figure 7-22. Zoom out and reorganize.

3. You need to drag the new scene you created, which is currently
residing on top of the Categories Scene. First zoom out and
then drag the new scene as shown in Figure 7-22 to a position
directly below the Categories Scene.

NOTE: Strictly speaking, it's correct to call it the [YourName] View Controller Scene.
However, in various Xcode communities some have chosen to shorten the name to
either View or Scene. Hence, even within Apple, there are arguments on this matter.
Xcode books, blogs, and conference proceedings also don't yet agree. We refer to
them using both terms in order to get you used to people referring to it either way.
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Figure 7-23. Select the Authors static cell in Master.
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4. Zoom back in, click the Authors cell in the Master View

Controller as shown in Figure 7-23, and begin to Control-drag
toward the newly added scene.
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Figure 7-24. Connect the Authors cell of Master View Controller to the Authors Scene.

5. Continue Control-dragging from the Master View Controller and
release it when you get to the Table View of the Authors Scene

as shown in Figure 7-24.
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Figure 7-25. Create a Push segue.

6.

When you release, select the Push option from the Storyboard
Segues menu as shown in Figure 7-25. Select the segue and set
its Identifier property to ShowAuthors in the Attributes Inspector
as you did for the ShowCategories segue in step 17.
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Figure 7-26. Some modifications

7.

Change the Categories title on the Navigation Bar to Authors,
and the “Category name” label of the top prototype cell to
“Author name.” Also, because we don’t need the “All Books”
cell here, delete it. Your Authors Scene should now look just like
the one shown in Figure 7-26.
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Figure 7-27. Create another View Controller.

8. The next view is the one to display a list of books, belonging
either to a category or author that the user selects. This means
you have to create another View Controller. It’s going to be very
similartothe one youjust copiedforthe Authors S cene—you
can use it again as a basis for this new View Controller. You still
have a copy of the Categories Scene in your clipboard unless
you’ve copied something else since, so just click anywhere on
the blue Storyboard canvas and press 3#+V to paste it again
(otherwise copy the Categories Scene to the clipboard again
and paste it onto the Storyboard canvas). Zoom out, moving the
Detail View Controller over to the right-hand side to make
enough room to position the new View Controller just to the left
of it as shown in Figure 7-27.
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Laying Out the Main Book List View: Books Scene
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Figure 7-28. Create the Custom cell.

1. In this view users see a list of books in which each row displays
the title and a thumbnail of the book cover. You dragged in
some book images in Chapter 6. What we need to do here is
change the “Category name” cell, which is now a Basic cell, to
a Custom cell you can add custom Ul elements to. Click the cell
and in the Attributes Inspector change the Style from Basic to
Custom as shown in Figure 7-28.
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Figure 7-29. Drag one UllmageView and three labels into the Custom cell.
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With the top cell selected, open the Size Inspector and change
the row height to 87 to accommodate the height of the book
cover images. You also need a UIImageView to hold the book
image, so drag a UIImageView into the cell. Make the Image
View width 50 and the Image View height 66 (using either the
Size Inspector or your mouse). You also need to display three
information labels for the book cover: title, publishing year, and
author. Drag a label to the right of the Image View and, after
configuring it, copy and paste it twice. Figure 7-29 shows the
first label being dragged onto the cell.
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Figure 7-30. Copy and paste the first label.

3.

Copy and paste the first labels two times and align the labels
under each other nicely. Drag the right side of each label over
so that it fills the majority of the cell—or make them all 200
points in width using the Size Inspector. With the top label
selected, go back to the Attributes Inspector, uncheck the
Autoshrink option, change the font to System Bold 17.0, and
change its color to blue. Then change the text of each label to
“Title,” “Author.” and “publication year” respectively as shown
in Figure 7-30. We also changed the font size of publication year
to be System 15.0 because it just looked a little too big. Save
your work.
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NOTE: You're adding text to prototype cells solely to help the design process.
Because it's a prototype cell, all the label titles will be assigned dynamically during
the runtime, but adding placeholder data to our elements helps guide you through the
layout and customization process.
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g |
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View - Represents a rectangular region
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Eﬂ MNavigation Bar - Provides a
mechanism for displaying a navigation
bar just below the status bar

Figure 7-31. Adding a subview

4. You also want the ability to show, at all times, a total count of
the books you have in any category. You can easily achieve that
by placing an arbitrary UIView at the bottom of our Table View
contents, underneath the prototype cells. Drag a basic UIView
from the Object Library into the Table View as shown in
Figure 7-31.
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Figure 7-32. Enter temporary text into the label.

5. You also need to add a text label to tell the user what the count
is, so drag a UILabel from the Object Library and place it inside
the UIView you added in the previous step. Pull the handles out
on each side to cover the entire view, center the text, and enter
the temporary text “5 books” as shown in Figure 7-32. (You
may then want to change the text color to Dark Gray Color and

the font to System Bold 15.)

NOTE: This footer view can contain anything, such as an image, a button, a text view,
a map—whatever the application needs. Using Storyboards makes it easy to lay out
diverse application Uls without having to code much behind the Storyboard.
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Figure 7-33. See what an image will look like.

6. To get even better visual overview of the appearance of your
custom cell at runtime, check out an example book cover
image. When the app is running, it will retrieve the images for
each book based on data stored in the SQLite database. But for
now, click the blank Image View, locate the Image property in
the Attributes Inspector, and enter 7.png or choose any other
image filename from your Supporting Files images folder. If
you do select the 1.png file, then it should look similar to what’s
shown in Figure 7-33. While you’re in the Attributes Inspector,
also change the Background color of the Image View to Light
Gray, just so it stays visible in case you don’t have an image to
display for some of the books.
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Figure 7-34. Connect the “Category name” prototype cell to the newly created scene.

7. You want the book list to display a specific list of books
whenever a user taps a cell in the parent View Controller (the
“Category name,” “All books,” and “Author name” cells). This
means you still need to make segues from each of the three
parent cells to your newly created View Controller Scene. Select
“Category name” prototype cell and Control-drag to the newly
created View Controller as shown in Figure 7-34. When you
release the segue connector, choose Push from the Storyboard
Segues menu.
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Figure 7-35. Connect the “All books” cell to the newly created scene.

8. Select the “All books” cell and Control-drag to the same View
Controller as in the previous step, which is shown in Figure

7-35. Make it a Push segue as well.

\
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Figure 7-36. Connect the “Author name” prototype cell to the newly created scene.

9. Scroll down to the Authors Scene, select the “Author name”
cell, and Control-drag up to the newly created View Controller
as shown in Figure 7-36. When you release the segue
connector, choose the Push option from the Storyboard Segues

menu.
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Figure 7-37. Specify unique identifiers for each segue.

o\

10. Now that you’ve connected the segues, you need to do one
more step because you have to pass additional data to the book
list View Controller. You need to specify an identifier for each
segue so you can access them later when you code. Select the
“Category name” cell segue (1a in Figure 7-37) and in the
Attributes Inspector, enter ShowCategoryBooks as its Identifier
property (1b in Figure 7-37). Select the “All books” cell segue
(2a in Figure 7-37) and set its |dentifier to ShowAllBooks (2b in
Figure 7-37). Select the “Author name” cell segue (3a in Figure
7-37) and set the Identifier property to ShowAuthorBooks (3b in
Figure 7-37).
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Figure 7-38. Change the Categories fitle to Books.

11. As you may have noticed, your book list view still displays the
title Categories because you created it by copying the
Categories scene and modifying it. Let’s change it to match its
contents. Double-click the text and replace it with Books as
shown in Figure 7-38. You may also get rid of the “All books”
cell prototype, as it doesn’t apply to this View Controller
(although it won'’t cause any problems if you leave it as is; that
cell will just never get used for this Table View).
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Figure 7-39. Modifying the “Author name” cell

12. Let’s make the Authors Scene a bit more interesting by making
each author’s cell display a count, at the end of the cell, of how
many books by this author are in the database. (In real life you
may create, for example, an inventory app wherein your client
can immediately see the tally of items in stock. This data will be
calculated on the back end and displayed inside each cell. This
step is a perfect example to teach you how to do that.) So,
modify the “Author name” cell. Select it and in the Attributes
Inspector change the Style property from Basic to Custom. Also
drag a label onto the cell, placing it on its left-hand side as
shown in Figure 7-39.
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Add new

Figure 7-40. Adjust the two labels.

Cell

13. Drag a second label (this one will hold the count) onto the right-
hand side of the cell as shown in Figure 7-40. With it still
selected, in the Attributes Inspector set its Text attribute to any
number, so you can remember its role later. We gave ours the
number 5. Also, align the text to the right, make it System Bold
16.0 font, and change the font color to blue.

gD (@
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Figure 7-41. Change Label to Author.

14. Now select the first label you brought in, make it wide enough to
take all the space up to the beginning of the count label, set its
font to System Bold 20, and change its text to Author name as
shown in Figure 7-41.
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Figure 7-42. Start editing the Detail Scene for the selected book.

1. You'll now start designing your Detail View Controller. You first
have to navigate your way to the very right-hand side of the
canvas. Click the “Detail view content goes here” label and
delete it as shown in Figure 7-42.
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Figure 7-43. Start bringing in the labels.

2. JumpaheadtoFigure7-46justfora minute—you’ll see that
you need a Title and three lines of text, each of which includes
two labels. What you’ll do is bring on a label for the Title, stretch
it over the width of the view, format it, bring in two labels for the
first of the three lines, format them as well, and then copy and
paste them both twice. So, drag in your first label and change
the text to 7itle. Make it almost as wide as the view itself, center
it, set the font to System Bold 16.0, and change the text color to
blue. Drag in another label and place it left-aligned, directly
under Title. Change the text to Cafegory: and set the font to

System Bold 17.0. Then pull it to the right to stretch it just

enough to accommodate the text. Now bring in another label
and place it to the right of the one you just added as shown in
Figure 7-43. Drag the right-hand handle of the label out almost
to the right-hand edge of the canvas and change its text to

Category Label.
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Figure 7-44. Paste and align two more lines.
3. Select the Title label and set its Alignment in the Attributes
Inspector to center the text. Now select both Category: and
Category Label, press 3#+C to copy them both, and then press
¥#+V twice. Now start to align them as shown in Figure 7-44.
Onceyouhavethemnicely aligned—perfectly under one
another—move on to the next step.
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Figure 7-45. Rename and drag in a UllmageView for the book cover.
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4. Rename the two lines you just pasted to Author: with Author
Labeland Year: with Year Label Now drag in a UIImageView
from the Library to accommodate an image of the book’s cover.
Go to the Size Inspector and set the dimensions to 111 x 160.
Then center the image as shown in Figure 7-45.
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Figure 7-46. Finish off the view.
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5. Two last things you’ll do is associate the Image View to the
temporary larger image 1big.png and drag in a Text View, as
shown in Figure 7-46, that will accommodate the short book
description we’ve provided for you. The text for Text View is
selected from the database along with the appropriate name of

the image.
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Figure 7-47. Align and rename the text of the Text View.

6. Once you place the Text View onto the canvas, center it. In the

Attributes Inspector uncheck the Editable option and enter

Description in the Text box as shown in Figure 7-47. Please

keep saving each step as you move along.
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Figure 7-48. Connect the book list to the Detail View Controller.

7. This view will appear when the user taps any of the books in the
list, so let’s arrange this navigation in the Storyboard. Select the
top cell in the Books Scene and Control-drag over to the Detail
View Controller as shown in Figure 7-48. When you release the
segue connector, choose the Push option from the Storyboard
Segue menu.
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Figure 7-49. Rename the View title to Book Detail.

8. Once you connect your segue, you'll see the Navigation Bar
appear in the Detail View. Double-click the title text and rename
it to Book Detail as shown in Figure 7-49.
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Figure 7-50. Assign the identifier



348 CHAPTER 7: Mastering Table Views with Storyhoarding: Designing the Flow

9. You need to assign a unique identifier to the new segue, so click
the segue going to the Detail View Controller. Once you have it
selected, switch to the Attributes Inspector and name the
Identifier for this seqgue ShowBookDetails as shown in
Figure 7-50.

Creating the Ul for Entering and Saving New Data:
Add Book Scene

One of the cool things about your app is that it will allow the user to do
something that used to be very difficult to program: add new content into the
appandsaveit. Storyboardinghas madethistaska lot easier—furthermore, it’s

an incredible skill to have.

Description

Controller - Books . ' ""‘l

30
2
1

A Table View Controller - & controfier
hat manages 2 1able view

Figure 7-51. Creating the Add Book Scene

1. You’ll now start designing a new scene that will display a simple
form where the user can enter basic information about a book
and save it into the database. Because you know what kind of
data you need to capture for a book, it makes sense to make a
Static Table View for it. To create a Static Table in Storyboards
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you must use a Table View Controller. Drag out a Table View
Controller from the Object Library onto your Storyboard canvas
as shown in Figure 7-51.

¥ View
Show | Frame Rectangle

70||- ojl.

Autosizing Example

Arrange | Position View -

Figure 7-52. Edit the Table View cell of the Static Table View.

2.

Click the top cell and in the Size Inspector set the Row Height to
50. Because you don’t need this cell to be highlighted on touch,
with the cell still selected switch to the Attributes Inspector and
change the Selection property from Blue to None. Drag out a
label and place it on the left-hand side of the cell. Then in the
Attributes Inspector change Text to #itle, set the font to System
Bold 14.0, and make it any color you choose (we picked a grey-
blue color from the standard palette). Also change the text from
being left-aligned to right-aligned. Now for a pretty cool trick,
use an Image View as a separator to sit between the field’s
header and the information the user will be entering. Bring in a
Ullmage View and place it in the cell. In the Attributes Inspector
set the Background color to Light Grey. Back in the Size
Inspector, set the width to 1 and the height to 50 so it looks just
like thin grey line separator. Finally, set the Y value to 0 as
shown in Figure 7-52.
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Figure 7-53. Drag in the Text Field.

3. To be able to add new content into a SQLite database from the
app, you need to be able to type data into the app. You’ll need
to use a Text Field for this. Drag a Text Field from the Object
Library into your cell and expand it until it reaches about 233
points as shown in Figure 7-53. In the Attributes Inspector set
the Border Style of the Text Field to be invisible. That’s the first
button to the left.
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Figure 7-54. Select the Table View for further edits.

4. You want to set your Table View to Grouped so you can provide
sections for it. Make sure as you go through the next steps that
the Table View is selected. You can click anywhere inside the
Table View below the prototype cell to select it as shown in

Figure 7-54.
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Figure 7-55. Group the Table View.
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5. With the Table View selected, in the Attributes Inspector change
the Style from Plain to Grouped as shown in Figure 7-55.
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Figure 7-56. Change the Table Content type.

6. Change the Content type from Dynamic Prototypes to Static
Cells as shown in Figure 7-56. After that you will see three static
cells appear. You only need two. Select one and delete it.
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7. Change the left label’s text of the bottom cell to year(see 1 in
Figure 7-57). Now click carefully anywhere on the striped
grouped Table View background (see 2 in Figure 7-57) and
make sure you don’t select one of the cells or the Table View
itself. You can open the Document Outline pane and select the
Table View Section as shown on the right in Figure 7-57.

toryboard.storyboard

ke . Glo o @EajE) (&)
Editor View Organizer
) ()Table View... ) Table View ) BB Table View Section -Booklnfo (<. >| D B B |®|« ©
¥ Table View Section
Rows 2.

Header | Book Info

Footer Mo |

Detail View Controller - Detail

Book Info

title

year

Figure 7-58. Set the Header to Book Info.

8. With the Table View Section selected, in the Attributes Inspector
enter Book Info as the Header attribute of the Table View
Section as shown in Figure 7-58.
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Figure 7-59. Create another section
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9. Now you can simply copy the first section and paste it. Make
sure you click Table View Section — Book Info in the Document
Outlineagaintoselectit—otherwise these instructions may not
produce the desired results. With the section selected, press
3#+C and then immediately press ¥+V as shown in Figure 7-59.
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Figure 7-60. Modify the new section.

10. You’ll let the user do something really cool here. Rather than
have users remember an author’s name, you’ll let them select a
name from a list. Double-click the header of the new section you
just pasted and change its text from Book Infoto Author. You
alsohavetoomanycellsinthis section—delete one cell so only
one remains. Select the cell and in the Attributes Inspector
change the following properties: set Style to Basic (see 1 in
Figure 7-60), Selection to Blue, and Accessory to Disclosure
Indicator (see 2 in Figure 7-60). Double-click the Title label that
appeared after you changed the cell’s style and change its text
to Select author (see 3 in Figure 7-60) so users know they're
now going to select from one of Apress’s authors. The final look
of this section is shown in Figure 7-60.
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Figure 7-61. Click once on the Author header to select the section and press 35+C.

11. Unlike the copying in the first section, where you used
Document Outline to help select the right section object, your
sections are now clearly identified by headers. You can easily
select the second section in the view canvas itself to copy and
paste it. Click the Author header text to highlight it, press #+C
to copy it as shown in Figure 7-61, and immediately press 3#8+V
to paste it.
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Figure 7-62. Making another section

12. You should now see the third section appear at the bottom of
the Table View, which is identical to the one right above it, as
shown in Figure 7-62. Double-click the header and change its

text to Category.
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Figure 7-63. Edit the third section.

13. Also change the “Select author” label’s text to Sefect category.
The final look of the section is shown in Figure 7-63.

: *- ; ul [ ]I |1Il||| I| il ‘

' Select author
 Select category

Figure 7-64. Rearrange sections exercise
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14. It's important that you know how easy it is to create and
rearrange sections in Storyboards when you’re programming
your own app because you or your client may want to change
the order of these sections. So, pretend that you want to move
the Category section above the Author section. Simply click it
once and drag it up as shown in Figure 7-64.

15. You want to allow the user to add Book info, Category, Author,
and Description data for a book just as you have it in your
SQLite database. To do that, you need to add one more section.
Copy and paste the Author section again, just as in step 60.
Yup, it’'s now that easy once you get past that first section!
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Figure 7-65. Select the new section.

16. Click the header and change its title from Authorto Description.
Then select the last cell by clicking it once as shown in
Figure 7-65.
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Figure 7-66. Changing the cell’s Style

17. The Description section is where users can add their own
description. You need to modify what you just pasted to
accommodate this basic need. In the Attributes Inspector
change the style from Basic to Custom as shown in Figure 7-66.
Also change Selection from Blue to None. There’s no need for
the disclosure icon in this cell, so also change Accessory from
Disclosure Indicator to None.
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Figure 7-67. Adding Text View to the cell

18. You’ll need the cell to have enough height to accommodate the
lines of text the user will enter to describe the book being
added. You'll also need to have a Text View. With the cell
selected, in the Size Inspector change the cell height to 100.
This will give users enough room to see a few rows of the text
they’re entering (it’s difficult to type text when you can only read
one or two lines). The next thing you need to do is add a Text
View as shown in Figure 7-67. Drag the handles so that it fills
the cell nicely. We made ours 281 points wide and 88 points
high.
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Figure 7-68. Select the Table View Controller for embedding.
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19. This scene is going to be a Modal Scene, so you need to embed
it into a Navigation Controller to be able to use the Navigation
Bar in this view. To do that, select the Table View Controller as
shown in Figure 7-68. Note that the Document Outline on the
left of Figure 7-68 shows that the Table View Controller is
selected inside the Table View Controller Scene. Make sure this
isthe casewith yourproject b efore you start toembed—you
won’t be happy if it’s not, because you’ll have to start all over.
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Figure 7-69. Embed the Table View Controller into a Navigation Controller.

20. With the Table View Controller selected, choose Editor »
Embed In » Navigation Controller as shown in Figure 7-69.
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Figure 7-70. The new Navigation Controller is created.

21. A beautiful, brand spanking new Navigation Controller is created
with a Root View Controller relationship to what you’ll now name
the Add Book View. Double-click the view title and name it Add
Book as shown in Figure 7-70.
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Figure 7-71. Create a segue to get to the Add Book Scene.

22. Now you need to do a little thinking. In order to get to this
scene, the user needs to tap the Add New cell in the Books
View. Right now, nothing connects these scenes, so you need
to create a new segue. Click the Add New cell and Control-drag
over to the Navigation Controller as shown in Figure 7-71.
Becausethis isa Modal S cene—which is only presented to
enter d ata—this time, rather than do a Push segue that makes
the next view slide in, you’ll do a Flip segue that makes the next
view flip in. This time when you release the segue connector,
select the Modal option from the Storyboard Segues menu.
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Figure 7-72. Select the new segue.

23. Ahh... a beautiful new segue is created. Let’s tweak it a little bit.
Select it as shown in Figure 7-72.
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Figure 7-73. Change the Transition type.

24. With the new segue selected, change the Transition type to Flip
Transition using the Attributes Inspector as shown in Figure
7-73—because as mentioned earlier, it’s nice to experiment
with different transition types so that you become familiar with
them. Also set the segue’s Identifier attribute to AddNewBook.
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25. The last thing you need to do is allow the user to select a
category or author that’s available. To do that, make a really
basic Table View Controller. But here’s something fun: rather
than make two Table View Controllers, one for Authors and one
for Categories, we’ll show you how Storyboarding lets you use
the same Table View for both needs! Drag out another Table
View Controller and place it in the right-hand side of the Add

Book Scene as shown in Figure 7-74.
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Figure 7-75. Modify the Table View and then connect a segue from the “Select category” cell.

26. Thisnew Table View,asmentioned, willbea verybasic—no
frills. Select the Prototype cell that was automatically added to
the Table View for you, in the Attributes Inspector set its Style to
Basic, and enter Ce//for the Identifier property. This cell will
eventually hold either the name of the Category or the name of
the Apress Author in it. Now step back and think about how
your user is going to get to this scene. Your user must select
either the “Select category” cell or the “Select author” cell. This
means you’ll need two segues, one from each of those cells.
First select the “Select category” cell and Control-drag over to
the Table View Controller as shown in Figure 7-75. When you
release the segue connector, select the Push option from the
Storyboard Segues menu. Enter SelectCategory as the Identifier
to the segue in the Attributes Inspector, as you’ve done multiple

times throughout the chapter.
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Figure 7-76. Connect the “Select author” cell in the same way.

27. Now select the “Select author” cell and Control-drag over to the
Table View Controller as shown in Figure 7-76. When you
release the segue connector, choose Push from the Storyboard
Segues menu. Enter SelectAuthor as the Identifier to the segue
in the Attributes Inspector as usual.
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28. Double-click the View Title and change it to Sefectas shown in
Figure 7-77.
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Figure 7-78. Add the buttons to the Modal Scene.

29. Because the Add Book Scene is a Modal Scene, you need to
have two Bar button items. One will be to save the entry that the
user has just created, and the other will let the user cancel out
of the situation and return back to the previous View Controller.
Drag in your first Bar button item from the Object Library as
shown in Figure 7-78.
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Figure 7-79. Add two Bar button items.
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30. Drag the first Bar button item onto the right side of the header
and name it Save. Then drag another out to the right side of the
header and name that one Cance/as shown in Figure 7-79.
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Making Final Tweaks
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Figure 7-80. App’s story flow so far.

1.

Figure 7-80 shows the Storyboard so far. Looking pretty good!
It tells you the entire app’s story and logical flow. You can see
how the parts of your app fit together without even thinking
about writing any code at all. Isn’t that exciting? Finally, you can
make one more minor improvement to your data flow. Consider
a situation in which the author only has one book, meaning
there’s no need to go to a list of books (Books Scene). In that
case, it makes more sense to just jump right to the Book Details
Scene (to the right of the Books Scene). To implement this, you
need to modify a couple things.
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Figure 7-81. Delete the ShowAuthorBooks segue.

2. Select the segue going from the Authors Scene to Books Scene
(the one that has the ShowAuthorBooks Identifier assigned to it)
as shown in Figure 7-81 and delete it.
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Figure 7-82. Create a new segue from the actual View Controller.

3. Now, instead of going from the “Author name” cell to the list of
books, you’ll create a segue from the View Controller itself.
Select the Authors Scene by clicking its Dock (the black bar at
the bottom). Then choose the View Controller as shown in
Figure 7-82.
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Figure 7-83. Control-drag to the Books Scene.

4. Control-drag from the View Controller out to the Books Scene
as shown in Figure 7-83. When you release the segue
connector, choose Push from the Storyboard Segues menu.
Assign the ShowAuthorBooks Identifier to it, just as you
previously had it set up.



378 CHAPTER 7: Mastering Table Views with Storyhoarding: Designing the Flow
/

¥ Smlated Metrics
L] Sure | Inferred
Orieatation | Inferred

Seatus Rar | Inferred

Controller - Categories View Controller - Books Detail Vie Top bar | infesred
f— - e Bottom far | inferred

¥ View Controfler
] Te

= Wentifer
Intia) Scene s nitia

Layout || Wants |
Hides B

-

Trangition Style | Cover Ve

Presestation || Defnes
Provide

10r name 52

new ©

[u 1O Y A

il osyects
L) Search Barand
e Controller - Diy
) search bar conme
Toolbar - Provic

-y o dispiayiag 3 tealt

=l e

Bar Button iten
B e

Figure 7-84. Repeat to the Book Detail Scene.

5. You’'ll do the exact same thing for the Detail View Controller as
showninFigure 7 -84—except that when segue is created,
make sure to assign a different Identifier to it.
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Figure 7-85. Assign the Identifier to the new segue.

6. Name this one ShowAuthorBookDetail (shown in Figure 7-85).
The trick with creating the segues from the View Controller is
that you can manually perform those segues from the code
when certain conditions are met. In this case, you'll determine
which one of the two segues to perform when user taps the
Table View Cell based on the number of books the particular

author has.
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N

Figure 7-86. The final Storyboard layout!

7. At this point, your final Storyboard should look just like Figure
7-86. It’s time to run your app and see what you have!
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Authors

b

Figure 7-87. It works!

8. As can be seen from Figure 7-87, the app actually works and
navigates from the Root View to Categories and Authors
Scenes—except, when you compare it to Figures 6-0A and 6-
0B (the final look of the app), you can see that the lists aren’t
populated. This is because even though the Storyboard is
functional, there’s no code underneath it that would connect the
views and tables to the SQLite database. That’s the part you’re
going to tackle in the next chapter.
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Chapter

Mastering Table Views
with Storyboarding:
Coding the Back End

So far, without writing any code, you’ve designed a pretty complex Inventory
system that will keep track of items—inthiscase, Apress b ooks—and add
items to the database from the app itself. As you saw in Chapter 7’s Figure
7-87, it all works except that you don’t have any data linked to the app.

Here in Chapter 8, in step 3 of 3 for the app, you’ll be writing code that will
connect your SQLite database to each of the View Controllers you created in
Chapter 7.

Step 3: Insert the Code Behind the
Storyboard Elements and Tweak a Couple
Storyboard Necessities

Let’s start this third step by creating a custom UITableViewCell subclass.

383
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Creating a Custom UlTableViewCell subclass

Broakpoints
[ bookManj ene ) (]
Choose a template for your new file:

A ios
Cocoa Toud! h h
Cand C++ > ke

User Interface

|
J

Core Data Objective-C theaiu-; class Objective-C protocol
category extension
Resource
| Other !
| B MacO5X
{ Cocoa
Cand C++ Objective-C test
User Interface case class |
Core Data
Resource
Other

Objective-C class

An Objective-C class, with implementation and header files.

Cancel Previous Next

Figure 8-1. Create a new class to connect to your custom cell prototypes.

1. The UITableViewCell located at the root of the Storyboard you
created in Figure 7-29 is a good place to start because most of
the connections lead out from there. However, you’ll first need
to create a subclass of UITableViewCell that will provide you
with all the necessary outlets to connect the elements in your
custom cell prototypes. Press 8+N to create a new class and,
after selecting the Objective-C class, click Next as shown in
Figure 8-1.
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Choose options for your new file:

\\

Class | Customkell ]

Subclass of | UlTableViewCell v

Targeted for iPad

With XIB for user

Cancel Previous E

Figure 8-2. Make sure it’s a subclass of UlTableViewCell.

2. Typically, you go screaming past this dialog box, but please
slow down and make sure that this is a subclass of
UITableViewCell. You'll call this class CustomCell. Click Next as
shown in Figure 8-2. Use the default save settings in the next
dialog by clicking Create.

P IR Y OB = B 3 =lw > @ ger  laal ger ) i LuStOmLeILn ¢ [ leTnmageview
"y hool(lialugef | /
=2 1 rarget, 0S5 SDK 5.1 r’.-‘_ CustomCell.h
¥ __| bookManager \ ::, e o
» | Data Model // Created by Yulia McCarthy on 4/27/12.
» [ Source /7 Copyright (c) 2012 InspireSmart Solutions, Inc. All rights reserved.
h| AppDelegate.h 4
m AppDelegate.m #import <UIKit/UIKit.h=
= MainStoryboard.storyboard 1
. stomc . 1 @interface CustomCell : UITableViewCell k
m| CustomCell.m @property (nonatomic, strong) IBOutlet UIImageView sleftImageView;
h| MasterViewController.h 1 gproperty (nonatomic, strong) IBOutlet UILabel wmainLabel;
m MasterViewController.m @property (nonatomic, strong) IBOutlet UILabel sdetaillabell;

h| DetailViewControlier.h @property (nonatomic, strong) IBOutlet UILabel =detaillLabel2;

m DetailViewController.m 1 @end
» || Supporting Files 1

» || Frameworks
» || Products

Figure 8-3. Define the outlets.
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3. By default, Xcode will open the implementation file but we want
you to first open the header file. Go to CustomCell.h in the
Project Navigator and open it. The first thing you’ll do here is
define the outlets you'll need for your interface. Start by
dragging the “10 CustomCell.h IBOutlets” snippet from
DemoMonkey, which is the first snippet in PART THREE. Place
it where you always define outlets, before the @end. You are
defining four outlets here: leftImageView, mainLabel,
detaillabell, and detaillabel2, as shown in Figure 8-3 and as
follows:

#import <UIKit/UIKit.h>
@interface CustomCell : UITableViewCell

@property (nonatomic, strong) IBOutlet UIImageView *leftImageView;
@property (nonatomic, strong) IBOutlet UILabel *mainLabel;
@property (nonatomic, strong) IBOutlet UILabel *detaillabeli;
@property (nonatomic, strong) IBOutlet UILabel *detaillabel2;

@end

All the properties here are pretty self-explanatory. You’ll learn what
roles they play soon, when you connect them to your Ul in the
Storyboard. Save the header file, and let’s add a few things to its
implementation.

+ ™ bookManager
&2 1 rarget, 05 SDK 5.1
v || bookManager
> Data Mode!
Source
h' AppDelegate.h
m AppDelegate.m 8 2 import Stoe e
= MainStoryboard storyboard

h! CustomCell.h iv 4 tatidm CustosCell
ustomCel Rsvnth ze laftInageView;

re madnlebel;

h! MasterViewController.h ize défaillabell;
m MasterViewController.m Isynthesize detaillabel?;
h' DetailViewController.h Giged ! ) inizWithStyle: (UITableViewCellStyle)style reuseldentifier:(NSString e)reuseldentifier
m DetailViewController.m i = [sug initWithStyle:style reuseldentifier:revseldentifier];
L Supporting Files LI | f) {
* Frameworks } 5
» Products
{void)setSelected: (B00L)selected animated: (B Janimated

Is setSelected:selected animated:animated];

Figure 8-4. Synthesize the four outlets.
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4. Jump over to the CustomCell.m implementation file and
synthesize the four IBOutlets you just defined. Drag in the “11
CustomCell.m @synthesize” snippet from DemoMonkey and
place it right after the @implementation CustomCell as shown in
Figure 8-4 and as follows:

#import "CustomCell.h"
@implementation CustomCell
@synthesize leftImageView;
@synthesize mainlLabel;

@synthesize detaillabeli;
@synthesize detaillabel2;

Modifying the Detail View Controller

oo o s
g u - L n
—

S e
e e ™

-

[——
e ey e ]

Figure 8-5. Select the Book Details Scene.
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In Chapter 7 you already created connections from Table View
cells located at the root of your Storyboard. Now you’ll go
backwards from the leaves of each branch of the Storyboard
toward the root and add the code for all these scenes. Start with
the Detail View Controller. Click the Storyboard, open it up, and
then select the Book Details Scene as shown in Figure 8-5.

) ager proj — = MainStoryboard.
hone 5.1 Simulator [ 3 Finished rumning bookMansger on iPhone 5.1 Simul
B = <>l x = = nglish) |+ 5]
L == -
!"'-""a".‘
1 Title
3 Category: Category Label
on year Author: Author Label
Year: Year Label
e

books —

I &
Figure 8-6. Open the Assistant editor.

2. You'll be dragging connections from the Storyboard over to
your code, so as you’ve done in the past, you’ll need to have
Storyboard open on the left and the code on the right. Open up
the Assistant editor as shown in Figure 8-6.



CHAPTER 8: Mastering Table Views with Storyhoarding: Coding the Back End

arthy on 4/26/1
(e} 2012 InspireSmart Sol

o Title o

interface DetailViewt 1ler ()
a a a - {void)configureView;
‘Category: Category Label = =
Author:  Author Label % meart Outh
Year: Year Label timplementation DetailViewController

re detailitem = _detailltem;
ze detailDescriptionLabel = _d

- Managing the
= {void)setDetailItem: (id)newDetailltes

if (_detailltes != newDetailltem) {
. en = pewDetailltes;

e ——
}
Description
= (void)configureView

[super viewDidLoad];

Figure 8-7. Control-drag from the Title label over to the DetailViewController.m.

3. Looking at the Book Details, before getting immersed in the
code, think about this: you have Ul elements that you want to
connect to the SQLite database, so they can display data, right?
You need outlets that your code can use to do this. So you need
outlets for each of the elements you have here. You'll go a step
further than simply creatingthem—you’ll also make them
private interfaces, because you don’t need to access them from
outside this class. You have the Assistant open, but make sure
it has the DetailViewController.m file open. If not, switch to it
using the drop-down right above the code. We added a couple
spaces after the - (void)configureView so there would be some
room. Now Control-drag from the Title over to the code as
shown in Figure 8-7.
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o Title o
‘Category: Category Label

Author: Author Label
Year: Year Label

Description

Figure 8-8. Creating the Outlet connection.

Connection
Object
Name

Type

Storage

Cancel

Outlet O

() Detail View Controll... | v face DetailView 0

titleLabel Il = (voic)econfigureView;

UiLabel - A Bproperty (weak, nonatomic) IBOutlet UIL
f

Weak \
- DetailViewController

v titleLabel:
ze detailltem = _detailltem;
e detailDescriptionLabel =

mark Managing the detail item
= (void)setDetailltem: (id)newDetailitem
{

f (_detailltes != newDetailltesm) {
det = newDetaillten;

Lew

gureV '.e';] H

}

= (void)viewDidLoad

4. Release the Control-drag and leave all the defaults in the pop-
up that will configure the Outlet connection. All you need to do
is give it a name. Let's call it _titlelLabel, as shown in Figure

8-8 and as follows:

#import "DetailViewController.h"
#import "DBBook.h"

@interface DetailViewController ()
- (void)configureView;

@property (weak, nonatomic) IBOutlet UILabel *_titlelLabel;

@end
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Title
Category: :_Sategon,r L%k;c:
Author: Author Label
Year: Year Label

DetailViewController
e _titlelabel;

e detailltem = _detailltes;
size detailDescriptionLabel = _di

- Managing the detail item
= (void)setDetaillten: {1d)newDetailltes

if {_detaillt != newDetaillte=) {
feta = newbDetailltenm;

. - p -! B
Description ¥ 2

= {vold)viewDidload

Figure 8-9. Repeat for the next three of five elements.

5. You now need to repeat the process of Figures 8-7 and 8-8 five
more times, one for each of the three right-hand labels: the
Category Label, Author Label, and Year Label. Control-drag
from Category Label to the implementation file as shown in
Figure 8-9 and name it _categorylabel just as you named Title
_titlelabel in Figure 8-8. Repeat two more times: Control-drag
from Author Label to the implementation file and name it
_authorLabel; Control-drag from Year Label to the
implementation file and name it _yearlLabel.

The three labels are shown here:

#import "DetailViewController.h"
#import "DBBook.h"

@interface DetailViewController ()
- (void)configureView;

@property (weak, nonatomic) IBOutlet UILabel * titlelabel;
@property (weak, nonatomic) IBOutlet UILabel * categorylabel;
@property (weak, nonatomic) IBOutlet UILabel * authorLabel;
@property (weak, nonatomic) IBOutlet UILabel * yearLabel;

@end
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Figure 8-10. Connect the book image.

6. Click the image of the book as shown in Figure 8-10, Control-
drag from it to the implementation file, and name the outlet
_bookImage as shown here:

#import "DetailViewController.h"
#import "DBBook.h"

@interface DetailViewController ()
- (void)configureView;

@property (weak, nonatomic) IBOutlet UILabel *_titlelabel;
@property (weak, nonatomic) IBOutlet UILabel * categorylabel;
@property (weak, nonatomic) IBOutlet UILabel * authorlLabel;
@property (weak, nonatomic) IBOutlet UILabel * yearlabel;
@property (weak, nonatomic) IBOutlet UIImageView *_bookImage;

@end
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Created by Yulia McCarthy on 4/26/1
f/ Copyright (c) 2012 InspireSmart Seli

#import "DetailViewController.h"
Title
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Figure 8-11. Connect the Description.

7. Lastly, click once directly under Description and Control-drag
from the highlighted box to the implementation file as shown in
Figure 8-11. Name the outlet _descriptionTextView as shown
here:

#import "DetailViewController.h"
#import "DBBook.h"

@interface DetailViewController ()
- (void)configureView;

@property (weak, nonatomic) IBOutlet UILabel * titlelabel;

@property (weak, nonatomic) IBOutlet UILabel * categorylLabel;

@property (weak, nonatomic) IBOutlet UILabel * authorlLabel;

@property (weak, nonatomic) IBOutlet UILabel * yearlLabel;

@property (weak, nonatomic) IBOutlet UIImageView * bookImage;

@property (weak, nonatomic) IBOutlet UITextView *_descriptionTextView;

@end
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Figure 8-12. Edit the DetailViewController.m file.
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w »_bookImage;

View »_descriptionTextView;

8. Now that you’ve hooked up elements from the Storyboard over
to the DetailViewController.m file, you need to add a few more
snippets of code. Particularly, you need to import the DBBook.h
file so you can access the interface for this class. Open up the
DetailViewController implementation file, drag in the “--
DetailViewController.m Imports” snippet from DemoMonkey,
and place it right after the #import "DetailViewController" as

shown in Figure 8-12 and as follows:

#import "DetailViewController.h"
#import "DBBook.h"

@interface DetailViewController ()
- (void)configureView;

@property (weak, nonatomic) IBOutlet UILabel * titlelabel;
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h! DetailViewController.h

on DetailViewController
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_bookImage;
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Figure 8-13. Add in code for the configureView method.

9. You need to update Ul for the Book Details Scene with data
from the SQLite database comprising all these essential details
of whatever book the user selects. To do this, you edit and
tweak the configureView method. We've written out these
additional elements for configureView for you in a way that you
can always use it as a template. First of all, comment out the
line of code that’s currently there:

//self.detailDescriptionlabel.text = [self.detailltem description];

Drag in the “12 DetailViewController.m configureView” snippet
from DemoMonkey and place it inside the configureView
method implementation, right below the commented-out line as
shown in Figure 8-13 and as follows:

- (void)configureView
// Update the user interface for the detail item.

if (self.detailltem) {
//self.detailDescriptionlabel.text = [self.detailltem description];

je.image = [UIImage imageNamed:[NSString stringWithFormat:@

hibig. |
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DBBook *object = self.detailltem;

self. titlelabel.text = object.title;
self._authorLabel.text = object.author.fullName;

self. categorylabel.text = object.category.categoryName;
self._yearlLabel.text = object.year;

self._ descriptionTextView.text = object.bookDescription;
self. bookImage.image = [UIImage imageNamed:[NSString

stringWithFormat:@"%@big.png", object.imageName]];

}

In DBBook object = self.detailIltem, you get the detailltem
passed to you during the segue. Then for the next six lines,
beginning with the self.*, you assign all the properties for the
text and image outlets you created in Figures 8-7-8-11.

NOTE: You may want to navigate to your Data Model folder and open the
DBBook. h file to understand why you created the bookId, categoryId,
authorlId, title, year, and bookDescription in Chapter 6. You can see how
the DetailViewController is going to use those attributes to display the data
stored in the database entity.

This ends what you need to add in the DetailViewController. You’ll now move
onto creating another ViewController class, the SelectionViewController.
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Creating the SelectionViewController

Choose options for your new file:

—

Class | SelectionViewController
Subclass of | UITableViewController v

Targeted for iPad

With XIB for user interface

Cancel Previous | Mext |

Figure 8-14. Create the SelectionViewController.

1. Another “leaf” scene in your Storyboard is the one that allows
users to choose the author or the category when they are
creating a new book. Press 3#+N to create a new subclass and
after selecting the Objective-C class, click Next just as you did
in Figure 8-1. Call this class the SelectionViewController,
make sure it’s a subclass of UITableViewController, and then
click Next as shown in Figure 8-14.
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Figure 8-15. Replace the code in SelectionViewController.h.

omic, strong) NSArray sobjects;
C id<Select ionVCDe
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er =)avC didSelectObject:(id)anDbject;

2. You're going to radically change the SelectionViewController’s
header file, so to save time you’ll simply replace the entire code

for reasons that’ll be explained as you go along. First,

select all

the original code in SelectionViewController.h and delete it.
Drag in the “13 SelectionViewController.h interface + Protocol”
snippet from DemoMonkey and place it at the bottom of the file

as shown in Figure 8-15 and in the rest of this step.

First, you have set out an array that will be passed to the View
Controller during the segue. It will contain a collection of
DBAuthor or DBCategory objects, based on which cell the user

taps. You do this with the following:
@property (nonatomic, strong) NSArray *objects;

Then you need to return the book or category selection the user

makes. That means you need a delegate object you'll

be

passing the selection back to. You do this with the following:

@property (nonatomic, assign) id<SelectionV(Delegate> delegate;

Lastly, you define a protocol with the

selectionViewController:didSelectObject: method,

you’ll use to pass that selection back to the delegate:

which
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- (void)selectionVC: (SelectionViewController *)aVC didSelectObject:(id)anObject;
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- [ Finished running bookman: h "
'\:'/l ™ bookManager ' iPhone 5.1 Simulator = Finished running bookManager on iPhone 5.1 Sim
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h| MasterViewController.h
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= {void)viewDidLoad
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[super viewDidLoad];
elf carsSelectionOnViewWillAppear NO;

Figure 8-16. Synthesize and import what you added into the header file.

3. You now need to synthesize the delegate and objects properties

you created in your header file. Open the
SelectionViewController.m file. You haven’t made a
DemoMonkey step for this, so just type @synithesize delegate;
and @synithesize objects; under @implementation
SelectionViewController. You also need to import the header
files for the database entities of Author and Category because
you need to have access to their attributes. Drag in the “--
SelectionViewController.m imports” snippet from DemoMonkey
and place it under #import "SelectionViewController.h" as
shown in Figure 8-16 and as follows:

#import "SelectionViewController.h"

#import "DBAuthor.h"
#import "DBCategory.h”

@interface SelectionViewController ()

399
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@end

@implementation SelectionViewController
@synthesize delegate;
@synthesize objects;

- (id)initWithStyle: (UITableViewStyle)style

m MasterViewController.m

h DetailViewControlier.h 1 ivold)viewdidinlond
m| DetailViewControlier.m [sup viewDidUnload];
h SelectionViewController.h Release any retained subview

[ Supporting Files
L5 Frameworks - {B JshouldAutorotateTolnterfaceOrientation: (UllnterfaceOrientation)interfaceOrientation

[ Products {
{interfaceOrientation == UlInterfaceOrientationPortrait);

fpragma mark - Table view data source

iSInteger)nusberDfSectionsInTableView: (UITableView =) tableView

{
}
= (NSInteger)tableView: (UITableView »)tableView numberOfRowsInSection: (NSInteger)section
{
/ Return the nusber of rows in the section.
ects.counts
}

= (UITableViewCell »)tableView: (UITableView =)tableView cellForRowAtIndexPath: (NSIndexPath =) indi
{
/f Configure the cell...

UITableViewCell wcell = [tableView dequeueReusableCellWithIdentifier:@"Cell™];

id object = [ebjects objectAtIndex:indexPath.row);
if (lobject isKindOfClass:[D8Category classl]) {

cell.textLabel.text = ((DBCategory »)object).
}. I SR S S S B Y

Figure 8-17. Replace the UlTableViewDataSource protocol methods.

4. You’ll now add the code for your Table View. You'll replace the
TableViewDataSource protocol methods that Xcode has already
inserted for you with your own to make things less confusing.
Scroll down from where you’ve just been working. Go to the end
of shouldAutorotateToInterfaceOrientation, select everything
from there to just before the @end, and delete it. Drag in the “14
SelectionViewController.m TableView Datasource and Delegate”
snippet from DemoMonkey and put it right before the @end as
shown in Figure 8-17.

Because you’re using this Table View Controller for both
Categories and Authors, in the

cellForRowAtIndexPath: (NSIndexPath *)indexPath method
check the class of the object you have in the array and then
display the category name from the database if it's a Category.
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if ([object isKindOfClass:[DBCategory class]]) {
cell.textlabel.text = ((DBCategory *)object).categoryName;
}

... or the author’s name from the database if it's an Author:

if ([object isKindOfClass:[DBAuthor class]]) {
cell.textlabel.text = ((DBAuthor *)object).fullName;

}

Then, when the user selects a choice, make a call back to the
delegate to pass the object the user selected:

if ([self.delegate respondsToSelector:@selector(selectionVC:didSelectObject:)])

[self.delegate selectionVC:self didSelectObject:[objects
objectAtIndex:indexPath.row]];

}

Save it now because you need to go back into Storyboard to
assign this ViewController class to the corresponding scene.

woe-sdea| D BiE(® £ O |

¥ Custom Class

x
Object 1D ZUS-B6-hA7

L

Figure 8-18. Click Select Scene and associate it with SelectionViewController.

e ——
¥ User Defined P time Allributes

Lotk | nharited - (Nothing)
Show With Selection
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5. Open up Storyboard and go to the Table View Controller, which
is directly to the right of Add Book Scene (refer back to Figure
7-77). Click the Table View Controller icon once as indicated by
the left arrow in Figure 8-18. With the View Controller selected,
go to your Identity Inspector and make its Class adhere to what
you just coded: SelectionViewController, shown by the right
arrow in Figure 8-18. Select the Prototype cell, switch to the
Attributes Inspector, and make sure its Identifier property is set
to Cell.

Coding the Add Book View Controller

Choose options for your new file:

—

Class .AddBOOkVJewCumruller
Subclass of | UlTableViewController v

Targeted for iPad
With XIB for user interface

Cancel Previous | | Next |

Figure 8-19. Create the next class, AddBookViewController.

1. Press 3#+N to create a new subclass and, after selecting the
Objective-C class, click Next. Name it AddBookViewController
and make it a subclass of UITableViewController as shown in
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Figure 8-19. Once saved, you'll first want to add outlets to it, so
let’s go back to Storyboard.

(g

. [ Table View Controlier - Add Book Scene | | | Add Book View Controfler - Add Book 4 & | D B B % & O

¥ Custom Class
o)

¥ User Defined Runtime Attributes

KeyPath  Type Valie

o
¥ idemtity
Label | Keode Soe
®
Otyect 1D wb4-eB-9ur
Lock | Inherited - (Nothing)
Wotet || Show With Selection

yoar

Category

Select category

Author

dolore magna aliqua. Ut

Sdun ut labore el | Search Bar and Search Dispiay

Controller - Displays an editable
L) searen bar conmected 10 2 search

Figure 8-20. Add Outlets to AddBookViewController.

2. Open up Storyboard and select the Add Book Table View
Controller just as you selected the Selection View Controller in
Figure 8-18. With the Table View Controller selected, go to the
Identity Inspector and make the Class adhere to what you just
created, the AddBookViewController as shown in Figure 8-20.
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4 bookManager.xcodeproj — = MainStaryboard.storyboard
o ] ._ | Finished running bookManager on iPhone 5.1 Simul EIE ] ﬂ
Prepea 52 Editor

¢ AddBookViewController : UlTableViewController

Title
gory >
or >
[
o |
dolor sit er elit lamet, i obyects

Figure 8-21. Select the AddBookViewController implementation file.

3. Switch to the Assistant editor mode. In the right-hand pane
you’ll see that by default Xcode brings up the header file. You
want to work in the implementation file, so in the selection
ribbon above the code of the header file select the
implementation file as shown in Figure 8-21.
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Figure 8-22. Create outlets for the title and year attributes.

el {

o) #uarni
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<+ | [ W ascsockvi.. o [3 @interface AddBockViewController) (4 2 &1 O [
I AedbookViewController.m

I/ boskManager

"

/7 Created by Yulis McCarthy on 4/28/12.
/4 Copyright [c) 2012 InspireSsart Solutions, Inc. ALL rights
reserved.

Fispert “AdeBoskViesContraller, h™

eizplesentation AdeBookViewController

= Lig)initMithStyle: (UITableviewitylelstyle
1
self = [super initWithStyle:stylel;

/1 Custes initializstion

tveidiviesdidiosd
[super viewbidlosd]:
#/ Uncessent the following Line te preserve sslection between
presentations.
#4 self.clesrsSelectiondnViewhillhppear = WO;
£/ Uncomment t

the aavigati
£/ self.navigat io

= {veidiviewdigunioad
i

[super viewDidUnlosd]:
/1 Release any retalned subviews of the sain view.
IF e.5. self.eyOutlet = ail:

}

= {830L)shouldhuterotateTolnterfacedrientat lon:
terfacelrientation] interfacedrientation

return {interfaceOrientation == UlInterfacedrientationPortrait)
}
#pragea mark - Table view data source

= (NSInteger)nusberOfSectionsInTableView: (UITableView =)tableview
{

varning Potentially incomplete method Laplesentation.
4/ Beturn the nusber of sections.
re

- (MSInteger)tableView: (UITableView =]tableview
nusber0fRewsInSection: (NSIntegerisection
i

Fearning Incosplete method implesentation.

4. You want to make outlets for the title of the book and the year
of the book first. Click once on the title text field area to the right
of the title label and Control-drag over to the implementation file
below the @interface as shown in Figure 8-22. Name it
_titleTextField in the pop-up dialog. Repeat the same for the
year text field and name it _yearTextField. Your outlet code

should now look like the following:
#import "AddBookViewController.h"

@interface AddBookViewController () {
NSMutableDictionary *_bookDict;
}

@property (weak, nonatomic) IBOutlet UITextField * titleTextField;
@property (weak, nonatomic) IBOutlet UITextField * yearTextField;
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TN AgsbsokvewCenticier h ]
[ AcspoomviemControiler m
I CustamCellh
m CaptomCetlom
b MatterviewControlies b
- MaiterViewEontrciien m
b DetaTiewContreies b
w DenaviewConrelies m
I SalectianViewContralier h
m SelrctionViewConeralin m

ey R
Frameworis =
Products » i
bl Titl Ivbambidtoss
Category
Select category > i
Author
 Select author >
Description

tanlevien

“ . T TRt MG L INTINL W L TR )

Figure 8-23. Create an outlet for the Description text.

5. You need to make one more IBOutlet here. The tricky part is to
make sure to only click the text as shown in Figure 8-23 and
that you only click it once. Once correctly selected, Control-
drag over to the implementation file and name the outlet
_descriptionTextView as shown here:

#import "AddBookViewController.h"

@interface AddBookViewController () {
NSMutableDictionary * bookDict;

}

@property (weak, nonatomic) IBOutlet UITextField * titleTextField;
@property (weak, nonatomic) IBOutlet UITextField * yearTextField;
@property (weak, nonatomic) IBOutlet UITextView * descriptionTextView;

While focused on this Text View, you can really empty the text out
of here because users will be entering data into it when they create
a new book. So, with the text View still selected, go to the
Attributes Inspector and delete all the text in the text box.

=2ia i B R B L] Tasie Totview < » = =« » [ [§asssccn @emertace AdSBoshViemControberd 4 2 & 0 0

OB & »

¥ Comtom Cas

¥ Uses Defined Ruscome A1rin
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Ciyect © Jmi-U3 Qa2
Lok | inhented - %
Mates | Show With §

v Aoy
Accrsusteiey W nabied

rrage
St Tewt
Search ek
Plays Sound
Keyboard
Summary B
Undates Tre
o e bsserac

o 0

Ml oejees
K Search Bar and Sear

Contratier - Dl
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drnplayieg 4 vt a1

=
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@property (weak, nonato

h' MasterviewControlier.h _descriptionTextVie

m MasterViewController.m "
|h| DetailviewController.h || gene
m DetailViewController.m 19| @implesentation AddBook
h) SelectionViewController.h @synthesize _titleTextF
m SelectionViewController.m 5 11| @synthesize _yearTextFi
> "Supporung Flles @synthesize _descriptio
el
» || Frameworks
» || Products

= {id)initWithStyle: (LT
{

self = [super initwW
if {selt) {
/7 Custom initi

return self;

}
= (void)viewDidLoad
{
[super viewDidLoad)

// Uncomsment the fo
presentations.
/4 self.clearsSelec

// Uncomment the fo
the navigation
f# self.navigationI

}
= (void)viewDidUnload
{

[self set_titleText

[self set_yearTextF

[selt set_descripti

[super viewDidUnloa

#/ Release any reta

/i e.g. self.myQutl
}

= (BOOL)shouldAutorotat
(UIInterfaceOrienta
{

return (interfaceOr
}

#Fpragna mark - Table vi

Add Book View Controller.

- = IMETaranar) mmha e

Figure 8-24. Set up the delegate for your text fields.

6. You need to set the delegate of your text fields to be the Add
Book View Controller so you can save the data that the user
types into them. Control-drag from the title text field to the
Table View Controller icon in the Dock as shown in Figure 8-24.
Another dialog connection window appears with options,
divided under two sections: Storyboard Segues and Outlets.
You want this to be an outlet, so select delegate, nested inside
the Outlets option. Repeat the exact same procedure with the
year text field.
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[~ W OI5| @property (wedk, NONATOMLC) lBUutlet
| MasterViewController.|
[} M e descriptionTextView;
- MasterViewController.m 1
h| DetaitviewControlier.h Bena
m DetaitviewControiler.m 1 @isplesentation AddBookViewControlle
! SelectionViewController.h m| @synthesize _titleTextFicld;
m SelectionViewController.m ——— @synthesize _yearTextField;
» | Supporting Files @synthesize _descriptionTextView;

» || Frameworks Add Book - =0 = (id) initWithStyle: (UITableViewStyl
|| Products

|

welf = [super initWithStyle:styl
it (self) {
// Custom initialization

return self;

}
i = (vold)viewDidLoad
wil{
[super viewDidLoad];

// Uncomment the following line
presentations.
/7 self.clearsSelectionOnViewWil

// Uncomsent the following line
the navigation bar for this '
£ self.navigationlten.rightBart:

}
= (vold)viewDidUnload
i

.- [self set_titleTextField:inil];

J [self set_yearTextField:nill;
[self set_descriptionTextView:ni
[super viewDidUnload);
// Release any retained subviews
ff e.g. self.myOutlet = nil;

- (B00L)shouldAutorotateTolnterfaced
(UIlnterfaceOrientation) interfac
sl {

. o return (interfaceOrientation == |
8 =8> -

Fpragea mark - Table view data sourc

Add Book View Controlier

| - - [NSTateaer)nusberffSect ionsTnTable'

Figure 8-25. Set up the delegate for Description Text View.

7. You now need to set up the delegate for your Description Text
View. Control-drag from the Text View as shown in Figure 8-25.
Again, you want this to be an outlet, so select delegate nested
inside the Outlets option.



CHAPTER 8: Mastering Table Views with Storyhoarding: Coding the Back End 409

ableviews. demo
ger ' iPhone 5.1 1 Fenashoed running bockManager on iPhone 5.1 Simul. tabl 5.
iPh .1 Simulator

= - 7y bockManager bookManager - [|j AddBockviewControlier.h | No Selection

rce AddBookViewController : UlTableViewControlle

ty stoaic, sign) lde kv tes delegate:

AddBookV(Delegate <NS0njects

- (void)adeBookVC: (A er =]avl dieCreateObject:(iclandbject;

Figure 8-26. Editing the new interface

8. Close the Assistant and open the Standard editor. Open the
AddBookViewController.h header file so you can modify the
interface. Delete the three lines of code that appear by default
and replace them with the next snippet you saved in
DemoMonkey. Drag in the “15 AddBookViewController.h
interface and protocol” snippet from DemoMonkey and place it
where you just deleted the original header text. This is shown in
Figure 8-26.

The delegate property and AddBookVCDelegate protocol you
included in the header file

@property (nonatomic, assign) id<AddBookVCDelegate> delegate;

is what you’ll use to notify the parent View Controller when the
new database entity has been created, which will be passed up
to the implementation file so it can be displayed as follows:

- (void)addBookVC: (AddBookViewController *)aVC didCreateObject:(id)anObject;

Before you forget, let's synthesize the delegate.
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R

v bookManager
= 1 target, ¥05 50K 5.1
¥ || bookManager
» Data Model

[ Source
h! AppDelegate.h
m AppDelegate.m fimport “AddBookViewContr
= MainStoryboard storyboard
B AddBookViewControlier.h 0
prog y (weak, nonatomic) I1BDutletr U d »_titleTextField:
h| CustomCellh . property (weak, nonatomic) IBO d »_yearTextField;

m CustomCell.m y (weak, nonatomic) IBOutler UlTextView =_descriptionTextView;
h| MasterViewController.h
m MasterViewController.m
h DetailViewControlier.h
m DetaiiViewControlier.m
h| SelectionViewController.h
m SelectionViewControlier.m

» Supporting Files
» [ Frameworks
» (] Products - ] self = !-]. - initwithStyle:stylel:

ion AddBookViewController
_titleTextField;
~yearTextField;
descriptionTextView;
delegate

SEL FEISDERPIEICOtALIODLORTERE .y,

stom initislization

(veid)viewDidLoad

[super viewDidLoad];

Figure 8-27. Synthesize the delegate.

9. Open up the AddBookViewController.m file and synthesize the
delegate as shown in Figure 8-27 and as follows:

@interface AddBookViewController () {

éend

@implementation AddBookViewController
@synthesize titleTextField;
@synthesize _yearTextField;
@synthesize _descriptionTextView;
@synthesize delegate;
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Figure 8-28. Add mutable dictionary and #import your database entities.

10.

While the user is entering the information about the new book,
such as title, year and book description, you need a place to
safely and temporarily store the data until they tap Save. You
could do this in many ways: one of them is to use a mutable
dictionary. That means you need an NSMutableDictionary
instance variable, from which you’ll create a new entity later.
Call it _bookDict. Declare it inside a set of curly braces right
under the @interface in the private declarations section, as
shown in the following code. You need to import all your
database entities. Drag in the “-- AddBookViewController.m
Imports” snippet from DemoMonkey and place it under the
#import as shown in Figure 8-28 and as follows.

#import "AddBookViewController.h"
#import "DBBook.h"

#import "DBCategory.h”

#import "DBAuthor.h"

@interface AddBookViewController () {
NSMutableDictionary *_bookDict;

}
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@property (weak, nonatomic) IBOutlet UITextField * titleTextField;

b CustomCell.h
m CustomCell.m
h) MasterviewController.h
m MayterviewControlier.m
h! DetalfviewContr

= IvoidltextFieleDidEndEditing: (UITentFicle )textField {
f (textField.tent.length == 8) {
textField,text =
}
it t we nil) {
: t = [[NSMutableDictionary alloc) inmitl;
}
f (textFleld == self._titleTest 1
I t setObject:textField.text forKey:g“title];
¥
f (textField == self. TextFisld) {
[ k setObject:tentField. text forKey:g year™l;
}
}

= (BOOL) textFieldShouldReturn: (UITextFiold ) textFiele {
[textField resignFirstResponder];

}

L2

Figure 8-29. Bring in the text field delegate methods.

11. Because this is a Static Table View, you don’t need to
implement dataSources or delegate methods, so delete
everything between the end of the
shouldAutorotateToInterface rotation method to just before the
@end. In its place bring in things you do need, such as the text
field delegate methods and the Text View delegate methods,
which will help you save the data as the user enters the
information. Starting with the text field delegate methods, drag
in the “16 AddBookViewController.m Text Field Delegate
Methods” snippet from DemoMonkey and place it before the
@end. It should look like what's shown in Figure 8-29.
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m DetaiViewControlier.m

LINTETTACEUrLENTATION == ULIATErTACEUriEnTATLONFOrTIalT]}

I SelectionViewControlier b
m SelectionViewControdler. m

= lvaidltextViewDidEndEditing: Wlh tView =) textView {
i (textView.text. Imun = @ {
textView.text = i
}
if (_bookDict == 1
~bockDict = [mﬂhloul(l}uno nary allecl initl:
¥
1 (textView == descriptionTextview) {
[_bookDict e'nh] ctitentView. text forKeyig“bookDescription™];
3
}

L) textViewShouleReturn: (UITextView o) textView {
In uln resignFirstResponder] s

Figure 8-30. Bring in the text view delegate methods.

12. Continuing with the text view delegate methods, drag in the “17

AddBookViewController.m Text View Delegate Methods”
snippet from DemoMonkey and place it between the @end and
the text field delegate method you placed in Figure 8-29. This is
illustrated in Figure 8-30.

NOTE: The delegate methods you added in the last two steps are part of the standard
UITextFieldDelegate and UITextViewDelegate protocols declared in the UlKit
framework. These methods are the most common way to pass notifications from your
text fields and Text Views about changes in their editing state. In your case, simply
save the data typed by the user into the _bookDict dictionary object once each
UITextField (or UITextView) notifies your AddBookViewController, which
you assigned to be the delegate, that the user finished editing. The latter is achieved
via textFieldDidEndEditing: (textViewDidEndEditing:) method
callbacks, which get invoked every time a text field (Text View) loses focus or
programmatically resigns First Responder after a Return key is pressed. The data
collected into the _bookDict dictionary will eventually be saved into the database
once the editing is complete and the Save button is pressed.
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1 . SELWUJELL: LEALF AT AU LEAL IUIREYw yEaI J;
}
}
- (BOOL)textFieldShouldReturn: (UITextField =)textField {
[textField resignFirstResponder];
; ES;
fpragea mark - Text view delegate
= (void)textViewDidEndEditing: (UITextView =)textView {
f (textView.text.length == @
textView. text = @"
}
it (_book t == nil) {
book t = [[NSMutableDictionary alloc] init];
}
f (textView == self._d¢ xtView) {
bookDict setObject:textView.text forKey:@"bookDescription™];
}
}
- (BOOL)textViewShouldReturn: (UITextView =) textView {
[textView resignFirstResponder];
; :

= (void)prepareForSegue: (UIStoryboardSegue »=)segue sender:{id)sender

LT ([[segue identifier] isEqualToString:@"SelectCategory”]) {
[{SelectionViewController =) [segue destinationViewController] setObjects: [DBCategory allCategories]];
[(SelectionViewController =) [segue destinationViewController] setDelegate:self];

}
it ([[segue identifier] isEqualToString:@"SelectAuthor®]) {
[(SelectionViewController =) [segue destinationViewContr Objects: [DBAuthor allAuthors]];
[(SelectionViewController #) [segue destinationViewContg@@ller] sef@elegate:self];
}
} k

Figure 8-31. Implement the prepareForSegue: method.

13. Still in the AddBookViewController.m file, implement the
prepareForSegue: method. Drag in the “18
AddBookViewController.m prepareForSegue” snippet from
DemoMonkey and place it just before the @end as shown in
Figure 8-31.

In this method you first check for the segue identifier

if ([[segue identifier] isEqualToString:@"SelectCategory"]) {

or
if ([[segue identifier] isEqualToString:@"SelectAuthor"]) {

and then you pass the array of categories

[(SelectionViewController *)[segue destinationViewController]
setObjects:[DBCategory allCategories]];

or the array of authors
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[(SelectionViewController *)[segue destinationViewController]
setObjects:[DBAuthor allAuthors]];

to the destination View Controller, which is the
SelectionViewController in both cases.

Finally, you set the delegate of the SelectionViewController to
your AddViewController so that once the user selects an author
or a category, you can save that selection into your bookDict

dictionary:
[(SelectionViewController *)[segue destinationViewController]
setDelegate:self];
it (textView == self, t T w) {
; bookl ',':'.Elb,'ct ll:xlh’u.—« Iurxc\f p“bookDescription™];
)
- (B00L) textViewShouldReturn: (UITextView =)textView {
[textView resignFirstResponder];
return YES;
)

- {void)prepareForSegue: (UIStoryboardSegue =)segue sender:{id)sender
{

f {[[segue identifier] isEqualToString:{ lectCategory™]) {
[{SelectionView . r =) [segue des tionViewController] s ateg allCategories]]
[{SelectionViewController =) [segue des a..un\' ewController] s t]:

}

if {[[segue identifier] isEqualToString:@"Selec
[(SelectionViewController =) [segue d a hors]]
[{SelectionView

r =) [segue destinationViewController] setDel

}
}

#pragma mark - SelectionViDelegate

= {void)selectionVC: (SelectionV
if ([anObject isKindOfClass
[_bookDict setObject:((DE
UITableViewCell wcell = [

=)aVC didSelectObject:(id)anObject {

y class]l)

gory w)anObject).c ryld forKey:@"categoryld™]);

1f.tableView czlaner.ltInusznth [NSIndexPath indexPathForRow:® inSection:1)];
cell.textlabel.text = ((DBCategory =)lanObject).categoryName;

}

if {[nnﬂb]eu isKind0fClass: [DB
: ict setObject:((D
uIT.ah eViewCell ecell =
cell.textLabel.text = ((D

or classl]) {

-Janﬂhje:l] suthorld forKey:@"authorId”];

.tableView :e'l'LForRovAtInde:Pnth: [NSIndexPath indexPathForRow:@ inSection:2]];
hor =)anObject).fullName;

}
[self.navigationController popViewControllerAnimated:YES); I

}

Figure 8-32. Implement the delegate method to choose category or author.

415
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14. Continuing to focus on the code users will need as they enter a
new book, author, and category, you still have a couple more
chores to fulfill. Once the user selects the category or the
author, you want to receive a delegate callback from the
SelectionViewController, so you need to implement this
delegate method. Drag in the “19 AddBookViewController.m
Choose Category of Author” snippet from DemoMonkey and
place it just before the @end as shown in Figure 8-32.

You defined this delegate method in the
SelectionViewController.h file:

- (void)selectionVC: (SelectionViewController *)aVvC
didSelectObject: (id)anObject;

Here, based on what kind of class the received object is,

if ([anObject isKindOfClass:[DBCategory class]]) {
you’ll either save the category ID

[ bookDict setObject:((DBCategory *)anObject).categoryld forKey:@"categoryId"];
or the author ID

[ _bookDict setObject:((DBAuthor *)anObject).authorId forKey:@"authorId"];

and display the category name

cell.textlabel.text = ((DBCategory *)anObject).categoryName;
or display the author name

cell.textlabel.text = ((DBAuthor *)anObject).fullName;

in the corresponding cell. After all that’s done, you'll pop the
View Controller off the stack

[self.navigationController popViewControllerAnimated:YES];

so the user can return back to the AddBookViewController and
continue editing book info.



CHAPTER 8: Mastering Table Views with Storyhoarding: Coding the Back End a17

fpra a =a i}
- (void)selectionVC:( ect t =)avC didSelectObject:({id)anObject {
f {[anObject & of y class]]) {
[ k =)anObject).categoryld forKey:@ y1d*];
UITable ableView cellForRowAtIndexPath: [NSIr h indexPathForRow:® inSection:i]];
cell, te y =janObject).ca
class]]) {
b =lan0bject).aut
tableView cellForRow h indexPathForRow:® inSection:2]]:
=)anObject).fullN
}
[self.navigationController popViewControllerAnimated:YES];
}
= (18Action)cancelPressed: (id)sender {
[self ¢ismissModalViewControllerAnimated: YES];
¥

= [IBActicn)savePressed: (id)sender {

_titleTextField resignFirstResponder];
_yearTextField resignFirstResponder];
_descriptionTextView resignFirstResponder];

// Create entities

f (_bookDict != nil) {
DBBook =newBoook = [DBBook createEntityWithDictionary:_bookDict];
it {[self.delegate respondsToSelector:@selector(addBookVC:didCreateObject:)]) {
3 [self.delegate addBookVC:self didCreateObject:newBoook];

¥
[self dismissModalViewControllerAnimated:YES];

} k

Figure 8-33. Implement two IBActions for the Save and Cancel buttons.

15. The last thing you need to do here in the
AddBookViewController.m is implement two IBActions, one for
the Save button and another for the Cancel button. Drag in the
“20 AddBookViewController.m IBAction” snippet from
DemoMonkey and place it just before the @end as shown in
Figure 8-33.

For the Cancel button, you have the cancelPressed: method
- (IBAction)cancelPressed:(id)sender {

in which you’ll simply dismiss the ModalViewController without
saving any changes:

[self dismissModalViewControllerAnimated:YES];
In the savePressed: method,
- (IBAction)savePressed: (id)sender
will resign the First Responders (title, year, or description text

fields) if there are any. This will dismiss the keyboard if it’s still
up:
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[self. titleTextField resignFirstResponder];

[self. yearTextField resignFirstResponder];

[self. descriptionTextView resignFirstResponder];
You then verify that the user has modified any fields so that the
book info dictionary has been created and isn’t nil. And you
create a new entity from the _bookDict dictionary using the
DBBook helper method you implemented in Chapter 6:

if (_bookDict != nil) {
DBBook *newBook = [DBBook createEntityWithDictionary: bookDict];

Finally, you notify the delegate about the creation of this object
so it can be added to the list of books right away if needed:

if ([self.delegate respondsToSelector:@selector(addBookVC:didCreateObject:)]) {
[self.delegate addBookVC:self didCreateObject:newBook];

And dismiss the AddBookViewController:
[self dismissModalViewControllerAnimated:YES];

pller - Detail

= 4
! ‘Calac
title Bentatvpe Celic |
Title
year
Category
Select category »
Author
Select author >
Description

Selection View Controller -

Add Book View Controller

Figure 8-34. Connect the IBActions you created.
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16. Now you need to connect the IBActions you created for the Edit
and Cancel buttons. So save your work and open the
Storyboard. Go to Add Book and Control-drag from the Save
button to the Add Book View Controller as shown in
Figure 8-34.

Category

Select category >

Author

Select author >

Description

Storyboard Segues
Push
Modal
Custom

Sent Actions
cancelPressed.

a4 | . savqeressed:

Selection View Cont

Add Book View Controller...

Figure 8-35. Select savePressed: Sent Actions.

17. When the pop-up appears, select the savePressed: method
nested inside the Sent Actions section as shown in Figure 8-35.
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Title
yeir
Catego'y =%
f | 1%
Select citegory >
1
Author i
} {
Select authcr >
Description
M Obyect
—d
U ol
Te
di
m Selection View Controller - H_‘f
™
Add Book View Controller - m

Figure 8-36. Repeat for Cancel.

18. Control-drag from Cancel to the Add Book View Controller as
shown in Figure 8-36. This time, however, when the pop-up
appears, select the cancelPressed: option nested inside the
Sent Actions options as you did in Figure 8-35.
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Hooking Up the Books Scene

Choose options for your new file:

e

Class | BooksViewController
Subclass of | UIViewController

Targeted for iPad
With XIB for user interface

Cancel Previous | Ne‘l ]

Figure 8-37. Create the Book\ViewController.

1. Let’s move on now to the next View Controller. Press 3+N to
create a new subclass and after selecting the Objective-C
class, click Next. Name it BooksViewController and make it a
subclass of UIViewController as shown in Figure 8-37. Save it
in its default location as you’ve always done in this book. When
you’re done, go back into Storyboard.

421
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- ————— e .. SR e s R g g T s —

¥ Storyboard Segues
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Titl
Title Ttie
Author > Category: Category Label
~— Lo 00} BT Author: Author Label
[imsoe view 1000 B8 Year:  YearLabel
| Add new © s o

¥ Referemcing Outiet Collections

5 books

Description

L D Oieim
il Obiects

Figure 8-38. Connect the leftimageView outlet to the Book cover image.

2. Once you’ve opened up Storyboard, navigate to the Books
scene. Remember that in the Books Table View you’re using
custom cells, so you need to connect the outlets to the custom
cell subclass you created earlier in steps 1-4. Select the top cell
containing the Book Image, Title, and so on, and then open up
the Identity Inspector and in the Class field click CustomCell
(refer to Figure 8-18 or 8-43 if you need a memory refresher).
With the Cell Prototype still selected, open the Connections
Inspector to see a list of all available outlets. Drag out from the
leftImageView outlet and connect it to the book’s cover image,
which for now, in this case, is 1.png. This is shown in Figure 8-
38. This outlet will enable your connectivity to the SQLite
database so you can display whatever associated image is
saved in the database, not the static 1.png.
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Figure 8-39. Connect the mainLabel outlet to the Title.

3. Control-drag from the mainLabel outlet and connect it to Title as
shown in Figure 8-39.
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i
¥
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Figure 8-40. Connect the detailLabel1 outlet to the Author.

4. Control-drag from the detaillabel1 outlet and connect it to
Author as shown in Figure 8-40.

L "I Search Bar and Search Disolay
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Title ' .
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Figure 8-41. Connect the detailLabel2 outlet to the publication year.

5. Control drag from the detailLabel2 outlet and connect it to
publication year as shown in Figure 8-41. Save it, and let’s
move on.

D Ole=
Jl Oviects :

Ll Search Bar and Search Display
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-

Title
Author > Catego
= publication year Author:
— Year:
J Add new ©
5 books A
)
Descript
= View Controller - Books > 5
O PN
L4 =

Figure 8-42. Select the View Controller.

6. You also need to create IBOutlets for the Table View and the
Book count label. So select View Controller - Books as shown in
Figure 8-42 so that you can assign a class to it.
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P —— S ——
Finished running bookManager on iPhone 5.1 Simul, [&] E m — m G
il [ 1= LG
Mo hvans Eﬂlﬂl’ View Orga
i B [ view € - Books Scene | | ) Books View Controller - Books | D BEl@| % & O

itle ' Title

withor » Category: Category Label

ublication year Author: Author Label

Year: Year Label
©
5 books A
—
Description

Detail View Controller - Detail

dch b
Figure 8-43. Name the class Books\ViewController.

7. With View Controller - Books still selected, in the Identity

¥ Custom Class
Class .\rm_ . Tlm“ ontroller |

¥ User Defined Runtime Attributes
Key Path Type Value

T
¥ Identity
Label | Xcod
x
Object ID OP1-IW-CLUW
Lock | Inherited - (Nothing)
Notes || Show With Selection

Inspector click BooksViewController in the Class field as shown

in Figure 8-43.
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—

lerh
ter.m
trodler.h
troller.m

ter.h
iller.m
ler.h
ler.m
trodler.h
troller.m

Figure 8-44. Connect to the implementation file.

8.

| =) 4 > Pivocksanager) [ b Fno Zw i EIn (181 Wew)  Tableview = 4 » v = ontrolier.m @interface B
KeV Lot o
o .
3 #inp BooksViewCont roller. b
Title Sinterface BooksVieuCont er {1
:mm Outlet or Outlet Collection
Author > e "
publication year pimple on BooksViewController
- i = LiglinitWithiibName: [NSString +inibNameOrNil bundle: (NSOundle
& Add new e ; nibBundledrNil
velf = [super initWithNibMase:nibNaseOrNil bundle:
nibBundledrMill;
1 5 books — T (self)
Custos initialization
a C }
\
}
= {v diviewDidload
{
i Isuper viewDidLoad];
| Do any sdditional setup after loading the view,
}
- (v IviewDicUnload
{
lsuper viewDigUnload]:
}
- - - (800L) shouldAutorotateTalnterfacerientat ion:
(UlTnterfaceOr ientat ion] interfacedrientat ion
UITnterfacedrientationPortr

eturn (interfacelrientation ==

Open the Assistant editor and make sure the
BooksViewController.m file is the Xcode file that appears in the
right-hand panel. Click once in the Table View section of Books
and Control-drag over to the implementation file, releasing it
right under the @interface as shown in Figure 8-44. When the
pop-up appears, name it _tableView and leave all the other

defaults of the outlet as is.

ait)
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s0rting Files o Prototype Contont | . }
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| | [super viewDidload];
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}
J| = tveis)viewDidunlosd
| {
1
}
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terfaceOrientation]interfaceOrientation
F return (interfaceDrientation == UllnterfacedrientationP
A Py i

Figure 8-45. Connect the _countLabel outlet.

9. Now select the book counter and Control-drag over to the
implementation file, dropping it right below the previous outlet
as shown in Figure 8-45. Name it _countLabel and again leave
the defaults as is. Save your work.
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-

Books

Prototype Cells

Title
Author >
publication year
' All books >
| Add new ©
1 5 books

Books View Controller - B...

Figure 8-46. Control-drag to the View Controller icon in the Dock.

10. Lastly, Control-drag from the Table View to the View Controller
icon in the Dock as shown in Figure 8-46.
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Prototype Cells "

! o

Author >
All books >

publication year

©
I

Add new

1 5 books

= OQutlets
dataSource
delegate

Figure 8-47. Connecting the dataSource outlet

11. In the dialog connection window that appears, select
dataSource nested inside the Outlets option as shown in Figure
8-47. Repeat the exact same procedure to connect the delegate
outlet of the Table View.

\
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1BookViewController.h ginterface BooksViewController : UIViewController <AddBookVCDelegates
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Figure 8-48. Add in two additional properties of DBCategory and DBAuthor type.

12.

Open the Standard editor and open the BooksViewController.h
file. Select all three lines of default code and delete it. You want
to add two additional properties of categories and author into
BooksViewController. Drag in the “21 BooksViewController.h
Interface” snippet from DemoMonkey and place it in the body of
the view as shown in Figure 8-48.

The two new properties are category and author:

@property (nonatomic, strong) DBCategory *category;
@property (nonatomic, strong) DBAuthor *author;

§ 19 Addio
| 20 Addio

-~ Booksh
22 Books\
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Figure 8-49. Synthesize, import header files, and other tweaks

13. Save your work, leave BooksViewController.h, and open its
implementation file. Type in syntheses statements for
_tableView, countlabel, category, and author. Additionally,
you’ll need a variable to store the books in. Again, use a
mutable array and call it _books. To do this, add its declaration to
the private interface section right below the @interface. Make
sure to enclose it in curly braces:

@interface BooksViewController () {
NSMutableArray *_books;

Now you need to import the necessary header files. Drag in the “--
BooksViewController.h Imports” snippet from DemoMonkey and
place it directly under the only existing header file #import
"BooksViewController.h" as shown in Figure 8-49.
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Lastly, on viewDidLoad you’ll populate the books array with DBBook
objects. Drag in the “22 BooksViewController.m ViewDidLoad”
snippet from DemoMonkey and place it in the viewDidLoad method
directly under the //Do any additional setup ..comment as
shown in Figure 8-49 and as follows:

(void)viewDidLoad

[super viewDidLoad];
// Do any additional setup after loading the view.

if (self.category != nil) {
_books = [NSMutableArray arrayWithArray:self.category.books];

}
else if (self.author != nil) {
_books = [NSMutableArray arrayWithArray:self.author.books];

else {
_books = [NSMutableArray arrayWithArray:[DBBook allBooks]];

You can see you’re using the category property self.category and
the author property self.author to decide which books you need to
display: the ones that belong to a specified category or a selected
author. However, if none of those properties is defined by the user,
you’ll display all the books you have in the SQLite database:

else {

}

_books = [NSMutableArray arrayWithArray:[DBBook allBooks]];
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Figure 8-50. Set up the Table View to display books.

14. To display the books data in the Table View, you must
implement the delegate methods. Drag in the “23
BooksViewController.m Display Books” snippet from
DemoMonkey and place it right before the @end as shown in
Figure 8-50.

You want the very bottom cell of the Table View to display static
content (“Add new” cell), which will be visible at all times, and
tapping this cell will allow the user to create a new book record.
To achieve that, you do a little trick here in

- (NSInteger)tableView: (UITableView *)tableView
numberOfRowsInSection: (NSInteger)section

by adding one extra row to your Table View in addition to the
number of objects you have in the books array:

return books.count + 1;
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This guarantees that you’ll always have at least one cell in the
Table View, so you simply need to get your Table View to load
the right Prototype cell from the Storyboard, based on certain
conditions.

Notice that in this method you also update the text of the
_countlabel—this way it's always up-to-date.

You de-queue the appropriate cell by its identifier, “Cell” or
“AddCell,” which you've specified at design time:
NSString *cellldentifier = (indexPath.row < _books.count) ? @'Cell" :
@"AddCell";

CustomCell *cell = [tableView
dequeueReusableCellWithIdentifier:cellldentifier];

Based on the reuse identifier, you update the cell’'s content
accordingly:
if ([cell.reuseldentifier isEqualToString:@"Cell"]) {
DBBook *object = [ books objectAtIndex:indexPath.row];
cell.mainlabel.text = object.title;
cell.detaillabell.text = object.author.fullName;
cell.detaillabel2.text = object.year;
cell.leftImageView.image = [UIImage imageNamed:[NSString
stringWithFormat:@"%@.png", object.bookId]];
}

NOTE: The cell’s reuse identifier is the means for you to tell your Table View what
kind of Storyboard Prototype cell you want to be de-queued and displayed for a
certain row. Thus, it's very important to set the identifiers correctly. If the identifier
isn’t set or is invalid, the
dequeueReusableCellWithIdentifier:cellldentifier method will return
nil, and the app will crash. This is one the most common mistakes when prototyping
Table View cells in a Storyboard.
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Figure 8-51. Set up editing mode.

15. Add the methods that will allow the user to edit the Table View
and remove the book records. Drag in the “24
BooksViewController.m Delete Books” snippet from
DemoMonkey and place it right before the @end as shown in
Figure 8-51. Here you implement standard
UITableViewDataSource methods that are in charge of Table
View editing. When the user taps the standard Delete button of
the Table View while in Editing mode, they get the
corresponding DBBook object for that row. This allows the user to
remove it from the books array, and then delete the entity from
the database using MagicalRecord API. Finally, remove the
Table View row for that record with animation, which is
beautifully handled for you by the Table View itself:

if (editingStyle == UITableViewCellEditingStyleDelete) {
DBBook *object = [ books objectAtIndex:indexPath.row];
[object deleteEntity];
[ _books removeObjectAtIndex:indexPath.row];

[tableView deleteRowsAtIndexPaths:[NSArray arrayWithObject:indexPath]
withRowAnimation:UITableViewRowAnimationFade];

}

arma object. n
cell
= (B00L) tableView: (UITableView ]tableView canEditRowAtIndexPath: (NSIndexPath =) indexPath
t
] t want the specified ites to be editable
¥
= fveid)tableView: (UITableView oltableView commitEditingStyle: (UITableViewlalifditingStylaleditingStyle forRowAtIndexPath: (NSIndexPatn o
ingexfath
{
1f (editingStyle == UITableViewCellEditingStyleDelete) {
8 « wobject books sbjectAtingex: indexPath. rowl;
lobject del
books removedbjectAtIndex: indexPath.
[tableview deletefowsh athss NS yWithOb]ect: indexPath] withRowAnisat Lon:UTTableViesuRowkninat ionFade] ;
elze if (editingStyle == UlTableViewCel ylelnsert) {
f Create 3 new instance of the 3ppro 55, insert it imt ¥, and add &
}
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Figure 8-52. Implementing the prepareForSegue: method

16. Next, drag in the “25 BooksViewController.m
prepareForSegue:” snippet from DemoMonkey and place it right
before the @end as shown in Figure 8-52. In the
prepareForSegue: method, you look for two different segue
identifiers: the ShowBookDetails identifier and the AddNewBook
identifier. In the first case, you only need to send the selected
DBBook object to the destination View Controller, which is the
DetailViewController in your setup:

NSIndexPath *indexPath = [self. tableView indexPathForSelectedRow];
DBBook *object = [ books objectAtIndex:indexPath.row];

[(DetailViewController *)[segue destinationViewController]
setDetailltem:object];

In the second case, you need to set a delegate so that you can
get the newly added object back from the
AddBookViewController:

AddBookViewController *addBookVC = (AddBookViewController

*)navigationVC.topViewController;
[addBookVC setDelegate:self];
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\

Also, remember that your AddBookViewController is embedded
into the Navigation Controller. But here’s the issue: in order to
get to the AddBookViewController, you must follow the
Navigation Controller hierarchy as indicated here:

AddBookViewController *addBookVC = (AddBookViewController
*)navigationVC.topViewController;

NOTE: This is a very common pitfall. Remember that whenever your segue’s primary
destination View Controller is a Navigation Controller, you must access its
topViewController and cast it to the appropriate class in order to get to the View
Controller you're likely intending to prepare for segue.
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b AdcBooiviewControlier h cal lidate
- AdcBookvienControlier m cell.
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(voi)prepareForSegue: (UIStaryboardSegue =) segue sender:(id)sender

if (llsegue identifier] isEqualToStr
NSIndexPath sindexPath = [ie lectedRow] ;
k sobject = [ ks objec

((Detai

er o) [segue dest nt r] setDetailltemiobject]:
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! ([lsegue identifier] isEqualTeString ni
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Spragna mark - AddBookV(Delegate
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Figure 8-53. Implement delegate methods to receive the newly added book objects.
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17. Additionally, you’ll implement the delegate method for the
AddBooksViewController, in which you can access the object
that’s been created by the user and add it to the Table View.
Drag in the “26 BooksViewController.m Add Books” shippet
from DemoMonkey and place it right before the @end as shown
in Figure 8-53. In this method, addBookVC:didCreateObject:,
you’re checking whether you’re currently displaying books per a
certain category or per a certain author, and if so, whether the
book you’re about to add to the Table View belongs to one of
those groups:

self.category != nil &% ((DBBook *)anObject).category != self.category) ||
self.author != nil 8& ((DBBook *)anObject).author != self.author))

If that’s not the case, you don’t update the current list of
books—otherwise, if the object passes the tests, you add a new
row to the very top of the Table View:

NSIndexPath *indexPath = [NSIndexPath indexPathForRow:0 inSection:0];
[self. tableView insertRowsAtIndexPaths:[NSArray arrayWithObject:indexPath]
withRowAnimation:UITableViewRowAnimationAutomatic];

LA S e B (=i = = = Naegiton e A bt Ren - 2 = 4

=

Title
Author
publication yoar

Add new ©

L
sl
-
g

Figure 8-54. Control-drag from the edit button to make an IBAction.
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18. Finally, you need to specify an IBAction for the Edit button in
your Navigation Bar. Remember that once the user taps this
Edit button, the Table View will switch to the editing mode, and
the user will be able to delete cells. So open up Storyboard and
navigate to Books Table View. Then open up the Assistant
editor and make sure the right-hand pane is the implementation
file of BooksViewController. Click inside it and scroll down to
the bottom of the code. Now Control-drag from the Edit button
down to just before the @end as shown in Figure 8-54.

In the pop-up dialog for the Action, name it editPressed. Now,
make sure before you click Connect, because you've always
been leaving everything in its default, that you select
UIBarButtonItem from the drop-down menu in the Type field.
Before proceeding, make sure your IBAction looks as follows:

- (IBAction)editPressed: (UIBarButtonItem *)sender {

@end

Add new L) {

5 books

=)ave digCreateObject:(id)

[T k s)anObject).cat

4 an {
f.cat 1|
{self.sut = nil && (0 =lan0bject).aut
1A
e s ect & ex:l
b a @

o

dl Ovjects

A Search Bar
JeditPressed: (UIBarButtonltes «)sender { bt Cantroller
f._t =aEis- g} L) search bar o
Toolbar - P
displaying 3
reen

1 Bar Button

[— z::: cl‘.rro.o:n

Figure 8-55. Make IBAction capable of toggling.
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19. Press Return after the first bracket located after sender { and
create a line between the beginning and ending brackets so that
you can code inside the method. You need to write code so that
you can toggle the editing mode for the Table View on and off.
Type the following code:

- (IBAction)editPressed: (UIBarButtonItem *)sender {
if (self. tableView.editing) {

self. tableView.editing = NO;
sender.title = @"Edit";

else {
self. tableView.editing = YES;

sender.title = @"Done";

}
}

Refer to Figure 8-55 for details.

Adding Code for the Categories Scene

Choose options for your new file:

|

Ciass | CategoriesViewController
Subclass of | UIviewController

Targeted for iPad
With XIB for user interface

Cancel Previous | Ne xth |

Figure 8-56. Create the CategoriesViewController.
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1. The next View Controller you'll create is the Categories View
Controller. Press $+N to create a new subclass and, after
selecting the Objective-C class, click Next. Name it
CategoriesViewController and make it a subclass of
UIViewController as shown in Figure 8-56. Save it in its default
location.

= - T -
I'\I—-/i M ) | bookManager » iPhone 5.1 Simulator = Build Succaeded | Today at 1:59 AM
Run Stop Scheme Breakpoints

|im| 2 ©® A = 8 | 4 > | Pybooks bookh m C Her.m @interface CategoriesViewC

v B bookManager
= 1 target, i05 SDK 5.1

Project @1

1l

v bookManager

> Data Model

» || Source
h| AppDelegate.h
m' AppDelegate.m
= MainStoryboard.storyboard
h| CategoriesViewController.h
.m'.-_--_\_-.. PO P T T T S S
h| BooksViewController.h
m' BooksViewController.m
h| AddBookViewController.h }
m AddBookViewController.m
h| CustomCell.h
m CustomCell.m
h| MasterViewController.h |
m MasterViewController.m = (id)initWithNibName: (NS5tring =)nibNameOrNil bundle: (NSBundle =)nibBundleOrNil
e T ' self = [super initWithNibName:nibNameOrNil bundle:nibBundleOrNil);
m DetailViewController.m if (self) {
h| SelectionViewController.h Cust
m SelectionViewController.m o
> Supporting Files } s

> Frameworks
> Products - (void)viewDidLoad

ategoriesViewContr () {
eArray =_categories;|

on CategoriesViewControllep

[super viewDidLoad];
/ Do any addition

al setup after loading the view.

Figure 8-57. Imports and an array to hold the categories

2. Open up the CategoriesViewController.m file. Drag in the “--
CategoriesViewController.m Imports” snippet from
DemoMonkey and place it under the #import
"CategoriesViewController.h" line.

You'll also need an array to store the objects from the database.
You can just add this into the private @interface section. Type
NSMutableArray * categories; enclosed into a set of curly
braces as shown in Figure 8-57 and as follows:

@interface CategoriesViewController () {
NSMutableArray * categories;
}
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__ Dara Model

+ L Source
h| AppDelegate.h
m AppDelegate.m
h| CategoriesViewController.h
m CategoriesViewController.m
h| BooksViewControlier.h
m BooksViewController.m
h| AddBookViewControfler.h - All books > r
m AddBookViewController.m ﬁ‘ %
h| CustomCell.h \
ml CustomCell.m v Add new e
h! MasterviewCantroller.h L Iy "Ij,
m MasterViewController.m S~
h| DetaiiviewControlier.h ‘
m| DetailViewController.m : (ﬁ
h| SelectionViewController.h ‘e?
m| SelectionViewController.m
| Supporting Files

_| Frameworks

| Products

Category name >

N !

View Controller - Categories

Figure 8-58. Select the View Controller — Categories.

3. You now need an outlet for the Table View that you have in the
Categories Scene. Open up Storyboard and navigate to View
Controller — Categories. Click it once to select it as shown in
Figure 8-58.

b
" ‘:
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¥ Custom Class

Class | CategoriesViewControlle O v |

¥ User Defined Runtime Attributes

|-

Key Path  Type Value

¥_identity

Books ’
_PrototypeCells
Title
Author >
publication year
‘““i,>' Add new w
_l) 5 books i
N
—

Figure 8-59. Set the Class for the Categories Scene.

Label | Xcode Specific Label

X ane s

Object ID tje-BM-k66

Lock | Inherited - (Nothing)

Notes || Show With Selection

4. With the View Controller — Categories selected, open the
Identity Inspector and set the Class to CategoriesViewController

as shown in Figure 8-59.
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eno B o) — = board.storyboard
Build Succeeded | Today a1 1:55 AM

CategoriesViewController.m
boakManage

% // Created by Yulia MeCorthy on 4/28/12.
& /4 Copyright lc] 2012 InspireSmart Solutions,
reserved.

¥ ®impart “CategoriesViewController.h”
1| #import “DetailViewController.h™

11| #ispert “DBCategory.h”

12| sispert “BooksViewController.h™

u

m
:\l‘ @interface CategoriesViewContraller () {
1’ll N NiMutableArray »_categories;

o

1

1]

! ]

]

1 @implesentation CategoriesViewController
n

=l - [2d) INSString 1
| AlbBundle0rNil
self = [super initWithWibName:nibNameOrNil
nibBundledrNill;
e (selr) {

£/ Custom initislization

return self;
B

'l = (vaiglviewDidLoad

lsuper viewbDidioad]:
/7 Do any sdditional setup after loading t

{valdlviewdicUnload

[super viewDidUnload);
ff Balaans anu Fatained Gibuisct Af the ma

CEEIEOFEFEHORRIEE U

[ 800
Figure 8-60. Create the Table View outlet.

5. Open the Assistant editor and make sure you have the
CategoriesViewController implementation file on the right-hand
pane of the Assistant. Now, Control-drag from the Table View to
right before the @end as shown in Figure 8-60.



CHAPTER 8: Mastering Table Views with Storyhoarding: Coding the Back End

\

77 Copyright (c) 2012 In:
reserved.
&

#import “"CategoriesViewCor
#import "DetailViewControl
#import “DBCategory.h"

#import “"BooksViewControll

@interface CategoriesView(
NSMutableArray =_categ
}

Categories dit Fl

Object () Categories View Co...

Type |UlTableView v gend

@implementation Categories

= (id)initWithNibName: (NS¢
nibBundleOrNil

L

self = [super initwitt
nibBundleOrNill;
if (self) {
// Custom initiali

return self;
i }
! ; {void)viewDidLoad

HPURNBEEEEYN

[super viewDidLoadl;

Figure 8-61. Name the outlet _tableView.

6. Name the outlet _tableView as shown in Figure 8-61. Click
Connect and save everything.
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vata moger
Source

AppDelegate.h
AppDelegate.m
MainStoryboard.storyboard
CategoriesViewController.h

BooksViewController.m
AddBookViewController.h
AddBookViewController.m
CustomCell.h
CustomCell.m
MasterViewController.h
MasterViewController.m
DetailViewController.h
DetailViewController.m
SelectionViewController.h
SelectionViewController.m
Supporting Files
Frameworks

Products

BooksViewControllerh

12.
lutio ne | igh rved
ri{){
roperty {(weak, nonatomic) IB0utlet UITableView »_tableView;
tation CategoriesViewController
e _tableView;
{id) initWithNibName: (N55tring =)nibNameOrNil bundle: (NSBundle =)nibBundleOrNil
f = [super initWithNibName:nibNameOrNil bundle:nibBundleOrNil]l;
(self) {
Custom ini s atio
}
(void)viewDidLoad
[super viewDidLoad];
// Do any additional setup after loading the view.
_categories = [NSMutableArray arrayWithArray: [DBCategory allCategories]];
{void)viewDidUnload

Figure 8-62. Populate the _categories array with the objects from the database

7. Open the Standard editor and then open the
CategoriesViewController.m file. You’re going to populate the
_categories array with the objects from the database on
viewDidLoad: call. Drag in the “27 CategoriesViewController.m
ViewDidlLoad” snippet from DemoMonkey and place it inside
the viewDidlLoad: method as shown in Figure 8-62 and as

follows:

- (void)viewDidLoad

[super viewDidlLoad];

// Do any additional setup after loading the view.
_categories = [NSMutableArray arrayWithArray:[DBCategory allCategories]];

}
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Figure 8-63. Display the items in the Table View.

8.

Next, you need to display the items in the
CategoriesViewController. Drag in the “28
CategoriesViewController.m Display Categories” snippet from
DemoMonkey and place it right before the @end as shown in
Figure 8-63.

The way you display the items in the Table View is very similar
to the one you did in the BooksViewController, except that here
in the (NSInteger)tableView: (UITableView *)tableView
numberOfRowsInSection: (NSInteger)section you display two
static rows at the end of the Table View in addition to the
number of book categories you have in the database:

return categories.count + 2;

Thus, you need to check for two additional cell reuse
identifiers—Al1Cell and AddCell—when displaying the cells in
order to load the proper ones from the Storyboard:

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

{

ann

| 26 BooksViewContra
CategoresVy
CategoriesViewCd
] 27 CategoriesViewC
| 29 CategoniesViewe)
| 30 CategoriesViewCl
| 31 CategoriesViewC
| 32 CategoriesviewC

449
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-

static NSString *cellldentifier = nil;

if (indexPath.row < categories.count) {

Bin & 4 = =» B =4 »

"

boakManage
53 1 e, 108 50 5.1 i1

cellldentifier = @"Cell";

else if (indexPath.row == _categories.count) {
cellldentifier = @"AllCell"”;

else {
cellldentifier = @"AddCell";

}

We = (@

e i I
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Figure 8-64. Bring in code that will delete the categories.
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9. You now need to bring in code that will delete the categories.
Drag in the “29 CategoriesViewController.m Delete Categories”
snippet from DemoMonkey and place it right before the @end as

shown in Figure 8-64. You may notice that this is almost

identical to Delete Books in Figure 8-51.
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10. Adding a new category is a little different, though. Because you

only need to capture the category name, you don’t need a
wholenew View Controller forthat—you can do it using a
UIAlertView. Drag in the “30 CategoriesViewController.m Add
New Category” snippet from DemoMonkey and place it right
before the @end as shown in Figure 8-65.

Here, once the user clicks the “Add new” cell

if ([cell.reuseldentifier isEqualToString:@"AddCell"]) {

you simply pop a standard UIAlertView that contains a built-in
UITextField:

UIAlertView *alertView = [[UIAlertView alloc] initWithTitle:@"Add Category"
message:nil delegate:self cancelButtonTitle:@"Cancel” otherButtonTitles:@"Add",

alertView.alertViewStyle = UIAlertViewStylePlainTextInput;

UITextField *alertTextField = [alertView textFieldAtIndex:0];

You then implement the UIAlertViewDelegate method:
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- (void)alertView: (UIAlertView *)alertView
didDismissWithButtonIndex:(NSInteger)buttonIndex

Save the category into the database and add it to the
_categories array:

DBCategory *newCategory = [DBCategory createEntityWithDictionary:[NSDictionary
dictionaryWithObject:categoryName forKey:@"categoryName"]];
[ categories insertObject:newCategory atIndex:0];

Insert a new row into the Table View:

[self. tableView insertRowsAtIndexPaths:[NSArray arrayWithObject:indexPath]
withRowAnimation:UITableViewRowAnimationAutomatic];
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Figure 8-66. Implement the prepareForSegue: method.

11. Next you’ll implement the prepareForSegue: method. Drag in
the “31 CategoriesViewController.m PrepareForSegue” snippet
from DemoMonkey and place it right before the @end as shown
in Figure 8-66.

While storyboarding your Ul, you specified two segues from the
Categories Scene, between which you must distinguish:
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([[segue identifier] isEqualToString:@"ShowCategoryBooks"])

and
if ([[segue identifier] isEqualToString:@"ShowAllBooks"])

In the first case, you set the Category property of the
destination View Controller, which is BooksViewController, to
the currently selected Category, and also reset its Author
property to nil, in case it was previously assigned a value:

[ (BooksViewController *)[segue destinationViewController] setCategory:object];
[ (BooksViewController *)[segue destinationViewController] setAuthor:nil];

This way you make sure BooksViewController will only display
the books that belong to the selected Category.

In the second case, you set both the Category and the Author to
nil:
[ (BooksViewController *)[segue destinationViewController] setCategory:nil];
[ (BooksViewController *)[segue destinationViewController] setAuthor:nil];
In which case, you may remember, viewDidlLoad
BooksViewController will load all books you have.
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Figure 8-67. Set up another IBAction for an Edit button.
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12. Lastly, you’ll create the exact same IBAction method as you did
for the BooksViewController, which will toggle the editing mode
in your Table View. Drag in the “32 CategoriesViewController.m
IBAction” snippet from DemoMonkey and place it right before
the @end as shown in Figure 8-67.
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Figure 8-68. Connect the Edit button to the Categories View Controller.
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Storyboard Segues
Push
Modal
Custom

Sent Actions

‘ editfessed: m

Categories View Controlle...

Figure 8-69. Select editPressed: from Sent Actions.

13. All you need to do is connect it to your Edit button on the View
Controller. In Storyboard connect the Edit button to the
Categories View Controller as shown in Figures 8-68 and 8-69.
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S

Implementing the Authors Scene

Choose options for your new file:

—

Class | AuthorsiViewController
Subclass of | UIViewController ¥

Targeted for iPad
With XIB for user interface

Cancel Previous | | Negt |

Figure 8-70. Create the last View Controller class!

1. The last View Controller you need to create is the Authors View
Controller. Press 8+N to create a new subclass and, after
selecting the Objective-C class, click Next. Name it
AuthorsViewController and make it a subclass of
UlViewController as shown in Figure 8-70.

NOTE: The next few steps for Authors repeat what you did for Categories, so these
instructions will be brief. But we’ll supply the images.
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m MasterViewController.m

h| DetailViewController.h

m DetailViewController.m ko

h) SelectionViewController.h } G

m SelectionViewController.m
Supporting Files

»> Frameworks

[ Produrts

n AuthorsViewController

v

B b PR
Figure 8-71. Drag in the imports, Categories, and Author Display.

2. Open up the AuthorsViewController.m file, drag in the “--
AuthorsViewController.m Imports” snippet from DemoMonkey,
and place it right under the #import "AuthorsViewController.h"
as shown in Figure 8-71. These imports are DBBook. h,
BooksViewController.h, DetailViewController.h, and
CustomCell.h. Create the mutableArray just as you did for
Categories.

Change @interface AuthorsViewController () to:

@interface AuthorsViewController () {
NSMutableArray * authors;

Drag in the “33 AuthorsViewController.m ViewDidlLoad” snippet
from DemoMonkey and place it inside the viewDidLoad: as you
did for Categories.

Drag in the “34 AuthorsViewController.m Display Authors”
snippet from DemoMonkey and place it right before the @end.

ing =)nibNameOrNil bundle: (NSBundle =)nibBundleDrNil
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Figure 8-72. Drag in the Delete Authors snippet.

3. Dragin the “35 AuthorsViewController.m Delete Authors”
snippet from DemoMonkey and place it right before the @end as
shown in Figure 8-72.

g Files { Author name 52

Add new (7]

Figure 8-73. Make the outlet for the Table View.
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4. You'll also need an outlet for the Table View. Open Storyboard
and navigate to the Authors Scene. Click View Controller —
Authors once to select it as shown in Figure 8-73.

soard.storyboard

_— 6.2 @cE ()
Editor View Organizer
» [ View Controller - Authors Scene © | ) Authors View Controller - Authors [ D Bl 2l % = ©

¥ Custom Class
Class | AuthorsViewController <)+ |
¥ User Defined Runtime Attributes

Key Path Type Value
Books View Controller - Books [l
/ ¥ Identity

Label X
x
Object ID fg4-PG-ux3
Lock | Inherited - (Nothing)
Notes || Show With Selection

Figure 8-74. Set the Class for Authors Scene.

5. With View Controller — Authors selected, set the Class to
AuthorsViewController as shown in Figure 8-74.
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iew Controller -

Buid Succended | Today at 1:59 AM
L

|42®iOE

Figure 8-75. Open the Assistant and create the outlet.

6. Open the Assistant editor, make sure the

ESE E6 CSELEEUNTNURY

AuthorsViewController.e
beo

Created by Yulia McCarthy on 4/20/12.
Copyright (e] 2017 InspireSeart Solutisms, Ime. ALL rights
reserved.

finpart “AuthorsViewController.n”
#isport “DBBeck.h"
#ispert “BoskaViewController.h™

#import “Detall¥iewCantroller.n®
#ispart “CuntosCell.h®

Qinterface AuthorsViewController () {
NSMutabledrray +_suthors:

INSString 0l

nibBungledmiil
aelf = [super InitWithMibNase:nlbNaseOriil bundle:
ibBundle@rNil]

L
i faeltd
/7 Custem inltislizatien

3
return selfy

(voioiviewDidload

lsuper viewDidload]:
/4 Bo any additionsl tetwp after loading the view.

i r {valdiviewDicUnload

[super viewDisUnload];
/4 Melesse any retained subviews of the maln view,

- (8ooL) 1 3ce0.
{ulinterfaceOrientation) interfacedrientation

return (inter == Ullnterfacedr

senz

AuthorsViewController.m is open in the right-hand pane, and
drag from the Authors Table View to AuthorsViewController.m

to create the outlet as shown in Figure 8-75.
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view Lo Dl . 10| #import “DBBook.h"
11| #import "BooksViewController.h"
12| #import "DetailViewController.h®
3| #import “"CustomCell.h®
C _Outlet D i
(Ousis 2 El @interface AuthorsViewController () {

NSMutableArray =_authors;

@property (weak, nonatomic) IBOutlet UITabl

pend

implementation AuthorsViewController
psynthesize _tableView;

Authors ; - (id)initWithNibName: (NSString =)nibNameOr
6 - i nibBundleOrNil

self = [super initWithNibName:nibNameOr
nibBundleOrNill;

if (self) {
// Custom initialization

return self;
}

- (void)viewDidLoad
{

[super viewDidLoad);
/f Do any additional setup after loadin

}

- (void)viewDidUnload

SYBYBBEYHNEEY MY

P
& o

!self set_._'tgl_"_fv.!.ev:_?n]:
Figure 8-76. Name the outlet _tableView.

7. Once the Connection pop-up appears, name the outlet
_tableView as shown in Figure 8-76.

Authors

Prototype Cells

F g TR L

Add new

Figure 8-77. Connect the outlets to your custom Table View cell.
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8. Close the Assistant editor, go back to the Standard editor, and
connect the outlets to your custom Table View cell. Click the
cell once as shown in Figure 8-77.

eproj — MainStoryboard.storyboard "
Aanager on iPhone 5.1 Simulator ] - B 'E | mim El
No Issues Editor View uwm'
wyboar... 1 [ Authors View... 1 | | Authors View... View Table View Cuﬂomcdlvcdl| D B Bl % «& Q
¥ Custom Class -
Class Enlu;[c__eﬂ ___OE'
¥ User Defined Runtime Attributes
Key Path Type Value
m Books View Controller - Boo
- P .
| i I.TI"' B ¥ ldentity
N b4 Label | Xcode Specific Labe

*
Object ID Seb-Er-RS0
Lock | Inherited - (Nothing)
Notes || Show With Selection

¥ Accessibility
5> Accessibility (| Enabled

fakat

Figure 8-78. Set the cell’s Class to CustomCell.

9. Setits Class to CustornCell as shown in Figure 8-78.
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—_—

ﬁ bookManager.xcodeproj — MainStoryboard.storyboard x’-"

!— Running bookManager on iPhone 5.1 Simulator —| - E 5] | m @‘
prasss L . . = _ Editor View Organizer.
B yboar... | B » [l Authors View... 1 |} Authors View... 1| |View )  Table View | cmcul:m| D 8B 8 % ||

|XaStorybosed Sapuns,
ey
Puth
s

| accessoryview
tegories View Controller - Books View Controller - Boo| Backgroundies
Setaclaberl

Setaclabel

. ednagheceisoniiew
@ @ Iehimage V.
- mainLabel
MlectedBackgroundView

¥ Referencing Mutleis
| Msaraterencing Outiet

000

|«

O] 08000000

Mew Referencir Outier Collection 0

Authors

thor nameRy- 5>

R o o une

d new ©
/4
4

Figure 8-79. Connect the mainLabel to “Author name.”

10. With the top cell still selected, open the Connections Inspector
and connect the mainLabel outlet to the “Author name” label as
shown in Figure 8-79.
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™ bookManager.xcodepraj — ~ MainStoryboard.storyboard .

Running bookManager on iPhone 5.1 Simulator } m @
_Malsues = g _Editor. . _ View  Organizer

U G e
. 1 View) TableView ) Custom Cell-Cell | D B 8 % <|0|
B8 s L ibates

Moda!
I NM_
LY Outles

:. /4 k ;&“,,
gories View Controller - | Books View Controller - Book backgroundView
= Setaillabel]

Setailanel?

- edtnghciesonView g
beftimageView e
. (ComainLabel — _{( Labei - Kithor...

rrtegBatagreuncVIEw
| ¥_Referencing Outlets
New Referencing Outet
53 ing Outlet C
New Relerencing Outlet Collection

ol o |oeoooeool looco

Figure 8-80. Connect the detailLabell.

11. Connect the detaillabel1 to “Label —5” as shown in
Figure 8-80.
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G

| 4
G EoE (3
L Editor View Organizer |
) Custom Cell - Cell | D B 8 ¥ 0|
| ¥ _Storyboard Segues

S

Push
| ¥ Outlets

accessoryView
1 “er - Books backgroundView
(detaillabell —{(x Label -5

i detailLabel2
editingAccessoryView
leftimageView
_mainiabel (% Label - Author.
selectedBackgroundView
¥ Referencing Outlets
[ New Referencing Outlet

¥ Referencing Outlet Collections
New Referencing Outlet Collection

rr

of [of lo@ooo@oo| (000

Figure 8-81. Final connections

12. Your final connections should look like ours as shown in
Figure 8-81.
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Figure 8-82. Add new authors (slight variation).
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13. Now go back to the AuthorsViewController.m and drag in the
#36 AuthorsViewController.m Add NewAuthors + Drill Down”
snippet from DemoMonkey. Place it right before the @end as
shown in Figure 8-82. As you may remember, when you were
designing this scene you created two segues that originated from
the Authors View Controller itself rather than a cell or a button.
Thus, you must perform those segues manually from the code
when certain conditions are met. In your case, you’ll perform the

segues once the user selects a Table View cell. In the

tableView:didSelectRowAtIndexPath: method, you manually
perform a segue with a specific identifier (ShowAuthorBooks or
ShowAuthorBookDetail) based on how many books the selected

author has:

if (object.books.count > 1 || object.books.count == 0) {

[self performSegueWithIdentifier:@"ShowAuthorBooks" sender:[tableView

cellForRowAtIndexPath:indexPath]];

else if (object.books.count

1) {
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[self performSegueWithIdentifier:@"ShowAuthorBookDetail" sender:[tableView
cellForRowAtIndexPath:indexPath]];

}

If there’s exactly one book, you’ll perform the
ShowAuthorBookDetail segue to show the Book Details Scene for
this book; if the author has more than one book or no books at all,
you’ll perform the ShowAuthorBooks segue to display the Books
Scene with the list of books associated with this author.

If the selected cell’s identifier is not Ce//, which leaves you with the
AddCell option, you’ll pop up a UIAlertView with text field and Add
button, almost identical to the one you did for the Categories
Scene. Once the user taps the alert view’s Add button, you create a
new author entity with the provided name. Now, add the new author

to the _authors array, and insert a new row at the top of the Table
View.

h CategoriesViewController.h
m CategoriesViewController.m
h BocksViewController.h
m BooksViewController.m
h AddBockViewController.h .' tab;eu
m AddBookViewController.m ; [self perfornsegue
h! CustomCell.h E
m CustomCell.m ithle ifier:@"ShowduthorBookDetails” sender: [tableView cellForRowAtIndexPath: inde
h) MasterViewControlier.h }
m MasterViewController.m ! -
h! DetaiiViewControlier.h
m DetailViewControlier.m e mr" i h“’l”“”rn tnput;
hi SelectionViewControlier.h ¢ = lal:nvu- textFieldAtIngex:@];
m SelectionViewController.m Ialzr\hnnzle setPlaceholoer:g-First Nase g I}
+ | Supporting Files [slertview showl:
» ] Frameworks ) }
* Products

= Iveid)tableView: (UITabl

w w)tableView didSelectRowAtIndexPath: (NSIncexPath «)indexPath {

sender: [tableView cellForRowttIndexPath: indexPath]
if (ebject.boo

lertview salertView = [luIAlertView alloc) initWithTitle: r* message:nil delegate:self cancel

whelegate Hethods

= {void)alertView:{

ew wlalertView didDississWithButtonlndex: (NSInteger)buttonIndex {

Add author alertVi
if (buttonIndex == 1)

extFieldAtIndex: o] textl;

rray: [categoryNase componentsSeparatedByString: g "11;
ry dictionaryWithObject: [words objectAtIndex e] forkey

[words resoveObjectAtIndex:®l:
[authorDict setObject: [words componentsloinedByStrin

“] forkey:
encwhuthor = [DBAuLH
insertObject:ne
th =indexPath = dexPat

ableView insertRo ndexPaths
}

ry:authorDict];

exPathForRow: @ nScL\usn L H
rray arrayWithObject:indexPath] withRowAnimation:UITableViewhe

= (IBAction
Lf (1self

Isender {
iting)
sel ting = YES;
({ulBarButtonltes s)sender).title = @"Done™;
else {

self. tableView.sditina = NO:

Figure 8-83. IBAction same as for Categories
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14. The IBAction for the Edit button here is the same as in
Categories. It toggles the editing mode for the Authors Table
View in exactly same way. Drag in the “37
AuthorsViewController.m IBAction” snippet from DemoMonkey
and place it rlght before the @end as shown in Figure 8-83.

h' AuthorsViewController.h §

1@"Add Author™ message:inil delegate:self ¢

m CategoriesViewController.m

b BooksViewController.h

m BooksViewController.m 5

|| AddBookViewContraller.h }

m AddBoakViewCantraller,m }

h| CustomCell.h

m| CustomCell.m 1 fpragas mark - UTAL

: :::::::m::::::::n = (veid)alertView: ( View slalertView dldDismissWithButtonIndex:(NSIntegeributtonIndex {
|| DemailViewController.h // hdd authe tView

m DetailViewController.m it “’U"-Oﬂlﬂeel == 1) {

scategoryNase = Halerwu- textFieldAtIndex: 0] text];
w—urr:s = [NSMu ay: [categoryName componentsSeparatedByString: @
m SelectionViewController.m ry -"\Mro;;: - dictionaryWithObject: [words objectAtIndex:@] f
Supporting Files jectAtIndex:@);
» || Frameworks [authorDict setObject: [words componentsloinedByString:2” *] forKey:@”lastNaze"];

> Products

h! SelectionViewController.h

v

snewhuthor = [DBAut tyWithDictianarysauthorDict]:
i I th f\ccx!‘n hForRow:® inSection:®);
ew insertRows. ltIﬂne:’a hs: [NSArray arrayWithObject:indexPath] withRowAnimation:UITableV

Itenm »)sender).title = g Edit™;

- (void)prepareForSegue: (UIStoryboardSeque =)segue sender:(ld)sender

if lI[uaue identifier] isEqualToString:g” '-\ou-m.tnor&ook: i
ath qnuexrnh = [self._tableView indexPathForSelectedRow];
b [_authors ob]!f_!ltlnder. indexPath. row];
=) [segue destinationViewController] setAuthor:iobjectl;
») [segue destinationViewController] setCategory:nill;

& I feaaia Bimlawige il ame aiabhoimeimosoEvomiA 13

Figure 8-84. Add the prepareForSegue: method implementation.

15. Finally, you’ll implement the prepareForSegue: method. Drag in
the “38 AuthorsViewController.m prepareForSegue:” snippet
from DemoMonkey and place it right before the @end as shown
in Figure 8-84. The code here is a hybrid between the
implementations you wrote for CategoriesViewController and
BooksViewController.
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Author name 5 >

Add new ©

Figure 8-85. Connect the Edit button.

16. Back in Storyboard, Control-drag from the Edit button to the
Authors View Controller icon in the Dock as shown in Figure
8-85. Select editPressed: from the pop-up dialog and save the
file.
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Wrapping Up and Loading Test Data

. Author name 55|

Add new ©

Authors View Controller -...

Figure 8-86. Connect the first Table View.

1. Control-drag from the Table View to the Authors View Controller
icon in the Dock as shown in Figure 8-86.

NG r Outlets
taSource

Authors View .. D P ﬁ?.‘ue

Figure 8-87. Select dataSource.



2. In the Connection dialog that appears, select dataSource
nested inside the Outlets option as shown in Figure 8-87.
Repeat the exact same procedure to connect the delegate
outlet of the Table View.

[F— e
> . oot 211 Pr > Cf
Title
| covgeyrame o 5
All books > publice
| Add new © Asenew
-.I_.\ T
o f ! o
:
- —ll £

Figure 8-88. Repeat for Categories as well.

3. Now you need to repeat for Categories what you just did with
Authors. Connect the Table View with the Categories View
Controller icon as shown in Figure 8-88 and select dataSource
from the Option dialog. Repeat again to similarly connect the
delegate outlet.

CHAPTER 8: Mastering Table Views with Storyhoarding: Coding the Back End
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I_I:-‘I'*‘ » | [ bookManag book ger > 'm| AppDelegate.m ) No Selection

1

//  AppDelegate.m
// bookManager
I

#import “AppDelegate.h"
#import "DBBook.h"™
#import “"DBCategory.h"

e #import "DBAuthor.h"
@implementation AppDelegate

- (BOOL)application: (UIApplication =)application didFinishLaunchingWithOptions:(NSDictionary =*)launchOptions
{

// Override point for customization after application launch.
[MagicalRecord setupCoreDataStackWithStoreNamed:E@"MyDatabase.sqlite”];
// Temporary data
NSString #path = [[NSBundle mainBundle] pathForResource:2@"bockdata" ofType:@'plist"];
NSDictionary =dataDict = [[NSDictionary alloc] initWithContentsOfFile:pathl];
it ([DBBook allBooks].count == 8) {

for (NSDictionary #dc in [dataDict objectForKey:@"categories"]) {

[DBCategory createEntityWithDictionary:dc];

for (NSDictionary #dc in [dataDict objectForKey:@"authors"]) {
[DBAuthor createEntityWithDictionary:dc];
}

for (NSDictionary #dc in [dataDict objectForKey:@"books"]) {
[DBBook createEntityWithDictionary:dc);
}

}

return YES;

}

- (void)applicationWillResignActive: (UIApplication =)application

Figure 8-89. Populate the database with test data.

4. You’re almost ready to run your app! Although it’s not required,
and you should be able to run the app with an empty database,
we recommend that you add one last piece of code. You’ve
prepared a test database for this app, so you can test its
functionality without the need to create many records yourself.
Let’s plug it in and see how the app works. Navigate to
AppDelegate.m and drag in the “-- AppDelegate.m Imports”
snippet from DemoMonkey. Place it below the #import
"AppDelegate.h" line. Then find the following method:

- (BOOL)application: (UIApplication *)application
didFinishLaunchingWithOptions: (NSDictionary *)launchOptions
Drag in the very last “-- AppDelegate.m Data for Testing”
snippet from DemoMonkey. Insert it at the end of the method
implementation right below the following:

[MagicalRecord setupCoreDataStackWithStoreNamed:@"MyDatabase.sqlite"];
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See Figure 8-89 for the final view of the AppDelegate.m after the
two modifications you just made.

. Books A g : Jl ary Bennett
Authors Android Tim Duckett

Adam Freeman

All books Satya Komatineni

Add new Rory Lewis
James Weaver
Mario Zechner

Add new

Figure 8-90. Run it/

5. Run it and test out the path from My Library to Books and then
the path from My Library to Authors as shown in Figure 8-90.
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iPhone and iPad Apps iPhone and iPad Aoos..
Rory Lewis > ] Rory Lewis ) 3 Rory Lewis
2010 2010 2010

iPhone and iPad Apps... iPhone and iPad Apps... iPhone and iPad Apps...
Rory Lewis > Rory Lewis Rory Lewis
2012 2012 2012

Beginning I0S Storyb...
Rory Lewis
2012

Add new

b

>

©

Beginning iOS Storyb...

Rory Lewis
2012

Pro iOS Table Views
Tim Duckett
202

Objective-C for Absol...

Gary Bennett

Beginning i0S Storyb...
Rory Lewis
202

Pro i0S Table Views
Tim Duckett
2012

Objective-C for Absol...
Gary Bennett

Figure 8-91. Three views working

6. In Figure 8-91, the first image shows the Books View reached
from Authors after selecting author Rory Lewis from the Table
View. The middle image shows the Books View from Categories.
The third image shows Deleting books. All working correctly.
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a Komatineni
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Figure 8-92. Adding

7. The Adding Categories and adding Authors also works
perfectly.

You can now say you've experienced, in detail, how you use the Master-Detail
Application template to make an iPhone act like it was programmed with a
Navigation-based A pplication template—or make an iPad act like it was
programmed with a Split View-based Application template. This is huge,
because now you know how to use the Master-Detail Application template when
you want to work with lists, databases, and tables, particularly if you want to
give the user the ability to drill down through your data in a hierarchical manner.
You’ve also had experience now with the database component, and as
mentioned, it’s very difficult for employers to find Xcoders who have any
experience at all with SQL.

Good job! Now get ready for your last app.



-

Chapter

Single View #3:
wanderBoard Part |

In this final Storyboarding app, you’ll build a simple maze-wandering game that
allows the user to walk through a 3D maze that has one correct path among
dead ends. As with the last app, this one is divided into three chapters:
Chapter 9—11.

In this app you’ll include a means to have the user graphically steer through the
maze that implies motion. You'll be using mostly graphical images and
Storyboarding techniques to develop this app while using as little code as
possible. Similarly to Chapter 2’s AlienView and Chapter 3’s FlickrPhotoMap,
thisisalsoa Single View Application with Storyboards—but it’s considerably
more advanced. By the time you’re done with this app, you’ll have designed a
serious graphical game using mostly Storyboarding.

wanderBoard: A Single-View App

We’ve designed the visuals to look as if you’re in the maze looking left, right, or
straight ahead. When you start the app you’re dropped at the opening of a
maze, as shown in Figure 9-0A, and you tap apparent openings in the walls to
navigate from each location to the next. Occasionally, you wander down a path
that goes nowhere and see a red arrow indicating that you can back up.
Tapping the arrow returns you to your previous position in the maze, and you
can keep tapping arrows to back all the way out of the dead-end path until the
arrows stop appearing. Then you can continue forward in another direction to
keep exploring the maze as shown in Figure 9-0B.

477
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Figure 9-0A. wanderBoard’s “Welcome to our Maze” start: The view changes appropriately as the app
keeps track of where you are in the virtual 3D space.

)

Figure 9-0B. Dead ends look like the left-hand image. “You’ve made it!” signals you’re out of the maze
(right-hand image).

We chose the iPad Landscape layout because it gives more room for maze
presentation and room for navigation controls. The View Controller behavior is
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data-driven, meaning we encode information within the onscreen objects to
control behavior of the application in a couple of ways:

The object.tag property indicates mid-section or the end of
dead-end paths.

Segue identifiers indicate directions of travel Left, Right, or
Forward, so the segue animation can also reflect the direction
taken. This results in very little code being added to the View
Controller template.

You’ll use a Single View Controller object behind all 18 Maze Views. It’s been
given a special ability to determine whether and when to show a Reverse button
(the red arrow) and it passes on segue direction by looking at the segue
identifier and determining what to pass to the custom segue to affect its
behavior. This View Controller uses a property of all View Controllers
(isMovingToParentViewController) to determine when you’re entering a dead-
end path or leaving the path. Upon entry, the intermediate Reverse buttons are
hidden, so you can’t reverse until you get to the very end of a dead-end path.
The ViewController code knows which buttons are intermediate by inspecting
the .tag property of the Reverse buttons (which may or may not be present).
The tag values are: tag=1 means mid-location, and tag=0 means end of path.

We also introduce some professional-level architectural designs in this app:

A custom segue class handles the maze movement transitions
(MovementSegue.m/.h).

The Storyboard file encloses the Single View Controller within
a Navigation Controller so that entering new locations and
backing up when needed are simply push and pop operations.
We configure the Single View as the entry to the maze and end
by adding 17 more View Controllers, each with custom segues
between them.

The wanderBoard app keeps track of how you move through a pseudo-
geospatial area. In fact there are 18 scenes that the user can be in. Segues track
where the user is by keeping track of which scene the user is in.

NOTE: There appears to be a bug in Xcode v4.3.2 (4E2002 in our case)
wherein a duplicate of a UIButton from within Storyboard appears to
occasionally fail to copy the “Shows Touch on Highlight” property.
You may have to set this even though the button was duplicated! We
will address this when we get there.



480

GHAPTER 9: Single View #3: wanderBoard Part |

There will be a serious amount of repetition as you build the 18 scenes. And
unfortunately, as noted in the nearby Note, there seems to be a bug with Xcode
v4.3.2 that, as you will later see, prohibits us from completely automating the
repetition of the 18 steps. With that in mind, we divide the project into four
steps. First, you set up the files, adjust your project settings, and drag in your
assets. Then you prep the Storyboard by adding your Navigation Controller,
Image View, welcome label, and add the buttons. Next, you finish your View
Controller header and implementation files. Finally, in MainStoryboard, you
create the remaining 17 scenes (we give this step with and without assistance).
This chapter covers the first two steps. The next two (the final one with
assistance) are found in Chapter 10. The final step without assistance is in
Chapter 11.

Preliminaries

As always, we supply you with all the files and code necessary for this chapter
at http://bit.1ly/sMRVAP. You can also download the final version of the app at
http://bit.1ly/0d8IUE. For an app of this size, you may want to download the
Assets folder from http://bit.1ly/0d9a5v and take note of the following: when
you download the Assets.zip file, you'll see seven files/ These are: Default-
Landscape@2x~ipad.png, Default-Landscape~ipad.png, icon72x72.png,
icon144x144.png, MovementSegue.h, MovementSegue.m, and
wanderBoard.demoMonkey, together with the two folders Images and Sources.
You’ll use the four .png files for icons and Landscape launch images. (We
explain the MovementSegue files later, and of course you know what the
demoMonkey file is all about.)

The Images folder contains 19 images, 18 of which you’ll be using in the maze.
Don’t worry, we explain in detail how you can generate you own 3D landscapes.
The 19th image is the red arrow image that tells users they have to start
backtracking (shown in the left-hand image in Figure 9-0B). The Sources folder
contains the OmniGraffle and Sweet Home 3D files we used to make the 3D
images.

NOTE: You may or may not want to find out how we created the 3D images used in
the maze. If you're not interested in creating 3D imagery, skip ahead to the section
“Step 1: Set Up the Files, Project Settings, and Assets.” If you are interested,
continue reading.
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How We Created Our 3D Landscape

Because our focus is Storyboarding, we won’t spend too much time explaining
how to create 3D images. (We have an extensive 28-minute video of Stephen
explaining exactly how to download, create, and integrate the OmniGraffle files
withthe SweetHome 3Dfilesathttp://bit.ly/sMRvAP—see “Chapter
9_wanderBoard: How we created the 3D Maze for our Xcode” towards the
bottom of the page.)

We used a simple tool called OmniGraffle to design the floor plan and camera
views that users see as they go through the maze (Figure 9-0C). We then used
the OmniGraffle images to guide our data entry into Sweet Home 3D to make
the maze come to life with perspectives, walls and bricks, light sources,
shadows, ornaments, desks, shelves, and other goodies we dragged into the file
to create the scenes (Figures 9-0D and OE). We’re sure these two tools can be
used in a much more sophisticated way. We’ve seen examples of what other
people have done with these tools and they are absolutely amazing.
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Figure 9-0C. OmniGraffle provided a very easy, intuitive way for us to design the maze.
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Figure 9-0D. In this image we superimposed the OmniGraffle and Sweet Home 3D files on top of the
Sweet Home 3D web site. We hand-entered the walls as shown in our drawing into Sweet Home 3D.
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Figure 9-0E. The exit of the maze in OmniGraffle depicted by the bird in the yellow circle at the bottom
right of the image is replaced by a desk in Sweet Home 3D.
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Step 1: Set Up the Files, Project Settings,
and Assets

As always, clear out your desktop. Then go to http://www.rorylewis.com/xCode/
StoryBoarding%20in%20Xcode/Chapter07_WanderBoard-Assets.zipdownload
the file, and unzip the folder to your desktop.

Choose a template for your new project:

27
£ 9 il
Master-Detail OpenGL Came Page-Based

B MacOS X Application Application

Application
Framework & Library \" ,:
Application Plug-in | N H

A ios

Framework & Library
Other

System Plug-in
Other Tabbed Application Uility Ay
Product Name | wanderBoard
Company Identifier com.apress
Bundle identifier
- Class Prefix
Single View Applici
Device Family | iPad

This template provides a starting | o Use Storyboards
view controller to manage the viey J Use Automatic Reference Counting

Include Unit Tests

Cancel

Figure 9-1. Start a Single View Application and save it as wanderBoard.

1. Open Xcode, press #+1+N, and select a Single View
Application. Name it wanderBoard. For Company Identifier,
enter com.apress so if you have to compare or substitute some
of our code with your code, it will all match. Select iPad
because this app is an iPad-only app, you’ll use Automatic
Reference Counting and you'll of course use Storyboards as
shown in Figure 9-1. Save it to your desktop.
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Figure 9-2. Set up the app as Landscape-only.

2.

You’re now going to set up our app and then drag in some of
the assets from the WanderBoard - Assets folder you
downloaded from the web. Make the app Landscape-only so
you don’t have to create a bunch of extra images for the
different orientations (you already have 18asitis—bear this
caution in mind, by the way, if you create a game of your own
that has many images). Uncheck the Portrait and Upside Down
options in the Supported Device Orientations section in your
Summary as shown in Figure 9-2. Figure 9-2 shows two
Landscape images in the Launch Images section at the bottom
of thefigure—you accomplish that by dragging in your two
splash screens Default-Landscape@2x~ipad.png and Default-
Landscape~ipad.png together from your folder into your root
directory as shown in the top left-hand corner in Figure 9-2.
When you drop it in the directory, make sure to copy items into
the project folder as always. What you will see is that as you
drag them in, they automatically show up in the Launch Images
because they’re set at the proper resolutions and have the
correct names.
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Figure 9-3. Drag in the app icons.
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3. The last step automatically found the correct resolutions for the
Launch Images and did the work for you. For the icons,
however, it’s a different story. Drag icon72x72.png and
icon144x144.png individually from your folder into the App Icons
slots, with the icon144x144.png icon going into the Retina Display
slot as shown in Figure 9-3. Later you’ll move these icons,
currently stored by default in your project's root folder, into the

Supporting Files folder.
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Figure 9-4. Make sure to set the options correctly for the drag of your images folder.

4. Now select your Images folder inside your downloaded folder
and drag it into your Supporting Files folder. When the Choose
Options dialog box appears, create a copy and groups as
shown in Figure 9-4. Make sure your Supporting Files folder
looks like ours. If not, you may have accidently placed them

outside the Supporting Files folder.
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Figure 9-5. Bring in the segue code.

5. Now drag in the segue code MovementSegue.h and MovementSegue.m
files we made for you into the wanderBoard folder as shown in
Figure 9-5. Remember that Xcode doesn’t know how to build
the implementation file because this is an unexpected way for
the framework to have been set up. So you need to set up a
new compile source.

NOTE: You added the class files differently than you've done in the past. Instead of
selecting the group and then picking “Add files to {group},” you simply dragged the
.mand . h files to the group from Finder. At the time of this writing, Xcode doesn’t
add the instruction to compile the .m file when you use this drag-and-drop method of
adding class files. That's why you need the following step. If you used the “Add
files...” method, you should find that the compilation of the .m file was already added

for you.
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Figure 9-6. Setting up a new compile source

6. To create a new compile source for the segue class, click the
Build Phases tab (visible in Figure 9-2 if you can’t find it) and
then select Compile Sources (3 items). You need to add a new
compile source, which will be the segue. Click the + button
under Sources (3 items) and select the MovementSegue.m file from
the Finder dialog as shown in Figure 9-6.
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Figure 9-7. Move the icon files into the Images folder.

7. You’re almost done dragging in the assets. You just need to do
a little housecleaning now. Drag the two icon files icon72x72.png
and icon144x144.png into your Images folder, located inside as
shown in Figure 9-7.
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m ViewController.m
h| MovementSegue. h
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m Movemen! we.m
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* || Frameworks
» [jf Produces Main Interface ¥;

Supported Device Orlentations.

Figure 9-8. Make sure you're set up correctly by building the code.
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8. You’ve now dragged all the assets into the project. Before
moving on to the next section where you start programming the
app, first make sure you’ve done everything correctly. Press
¥ +B as shown in Figure 9-8 and make sure it builds correctly.
Note that in Figure 9-8 we’ve closed the Supporting Files
folder. Yours may still be open.

Step 2: Prep the Storyboard

In this section you'll set up your Storyboard. You'll start by working on the first
scene by adding your View Controller, UllmageViews, welcome label, and
buttons. After you code this in the next section, bear in mind that you’ll have to
repeat it for the remaining 17 scenes.
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Figure 9-9. Create the Navigation Controller.

1. Open the Storyboard and you’ll see the iPad default canvas on your
screen. Think about this for a second. To make it easier to wander
through a maze, where the user will often back up and then go forward
again, it would serve you well to use a Navigation Controller inside your
Navigation Controller as you’ve done in the past. Remember, doing so
gives you the ability to push and pop views. Select the view on the
Storyboard and choose Editor » Embed In » Navigation Controller as
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shown in Figure 9-9. Now you’ll see by looking at the Storyboard that
you’ve taken your Single View, selected it, and embedded it inside the

Navigation Controller so that everything begins from the Navigation
Controller.

Figure 9-10. Setting up metrics

2. To set the metrics, click your View Controller (the one on the
right-hand side) and open the Attributes Inspector. Navigate to
the Simulated Metrics section, where you want to make sure
that the size is iPad Full Screen and the orientation will stay

Landscape. Leave everything else as Inferred as shown in
Figure 9-10.
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[
Figure 9-11. Drag in an image view from the Library.

3. Leave the View Controller you just set up in step 10 right there,
because you’ll be adding labels and buttons and things any
project heavy with graphics would have. Start by bringing in an
Image View from the Library. It will automatically size to the

correct dimensions as shown in Figure 9-11. Once that
happens, drop it into your view.
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Figure 9-12. Make sure the image is configured to automatically resize.

4.

You’ll soon be taking out the Navigation Bar because you want
your user to have the full-screen experience on the iPad. For our
image to resize itself as we insert or take objects out of the
view, we need to make sure now while we are creating this first
scene that the Image View is set to automatically resize. Go to
the Size Inspector and make sure the Autosizing option is
configured as shown in Figure 9-12. While you’re there, note
that Interface Builder has resized the Image View to the size it
needs to be with the Navigation Bar there. The x and y positions
show that it’s positioned in the upper left-hand corner which is
correct.
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Figure 9-13. Setting your first image.

5.

You’re now able to set your first image. With the Image View still
selected, in the Attributes Inspector select the image that shows
the view from camera 1. This step is necessary because you
may want to make sure, if you design a game with a 3D
landscape, that you identify in your image filename, which
camera number the view is coming from. Here, you’re selecting
camera view number 1, named wanderBoard-cam01.png from the
drop-down menu as shown in Figure 9-13. If the filename of the
image you want to show isn’t visible in the list of images, you
may need to scroll down to see more names.

Awesome! You’re now standing at the entrance to the maze.
You’re now going to use Storyboarding and Xcode to walk a
user through this maze, and that is a really cool concept.
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Figure 9-14. Make a multi-line welcome label.

6. You want to have a welcome label that greets users as they
enter the maze. Grab a label from the Library, drag to the upper
portion of the right-hand wall, and enlarge it a little. In the
Attributes Inspector you’re going to do something interesting
that you may not have come across yet: make a multi-line label.
You have to use a special key to make a soft return: In the Label
text box, enter Welcome and press Option+Return to create the
new line as shown in Figure 9-14. On the new line enter fo our,
create another new line, and enter Maze!/ as shown in Figure 9-
15. Next you have to adjust the Lines count from 1 to 3 (as
shown) before the label will show all three lines. Choose Mocha
as the text color by selecting it in the crayon box color selection
(Mocha is the left-most crayon in the 2nd row from the top).
Also choose light grey for the shadow color, with the shadow
offsets at a distance of 1 for Horizontal and 1 for Vertical.
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Figure 9-15. Change the font style.

7. While in the Attributes Inspector, with the font selected change
the font to Noteworthy Bold by clicking the T icon in the drop-
down menu and selecting Noteworthy. Select Bold for Style and
40 (points) for Size as shown in the left-hand image in Figure 9-
15. In the Size Inspector make the x, y position 700, 80. Set the
Width of the text box to 250 and the Height to 200 as shown on
the right in Figure 9-15.
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Figure 9-16. Bring in the first button.

8. To navigate from screen to screen, you’d like to use buttons,

but you don’t really want the user to see the buttons because
that would give away which way to go. You'll use the Size
Inspector to set the sizes and positions of buttons correctly.
Then in the Attributes Inspector you’ll make it invisible by
changing it to Custom, which by default sets it to transparent.

Drag in a button from your Library and place it about where you
see ours in Figure 9-16. In the Size Inspector set the x-position
to 530, y-position to 80, Width to 140, and Height to 450.
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Figure 9-17. Make the button invisible.

9. To make the button transparent, in the Attributes Inspector
select Custom for Type. The button will become transparent as
shown in Figure 9-17.
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Figure 9-18. Allow users to see when they tap the button.



CHAPTER 9: Single View #3: wanderBoard Part |

10. You’ve made the button transparent, but you need to let users
see when they’ve tapped it. Put a check mark next to the
Drawing attribute Shows Touch On Highlight so that when the
user taps the button it creates a little flash that tells the user
when the button got hit. This is shown in Figure 9-18.
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Figure 9-19. Naming the buttons

11. Even in this small 18-scene maze, each scene will have two to
three options for where to go next, which could add up to 40
buttons. You need a naming system so you can easily identify
buttons in your document outline just by name. This button
you’ve selected allows the user to go to the right, so with the
button still selected, in the Identity Inspector label it Button -
Right as shown in Figure 9-19.
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Figure 9-20. Check the status.

12. This is a critical step, so let’s be overly cautious that this aspect
of the project is working perfectly before moving on. First check
it in the Document Outline and then run it. Open the Document
Outline Panel in Storyboard if it’s not already open and go to the
View Controller Scene. Under View, if you open it up, you
should see Image View..., Label - Welcome to our Maze!, and
Button - Right as shown in Figure 9-20. Let’s move on and build
it. If it builds correctly, run it.
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Figure 9-21. Click the transparent (invisible) button and see the flash!

13. When the iPad Simulator appears, click where you know the
transparent button is. You should see a flash indicator as shown
in Figure 9-21. Note that wherever you click, it will still show the
flash. That’s important because different people may choose
different segments of the button. You’ve accomplished an
important part of creating the app. Good job!
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You've now set up the first scene. In this chapter, you’ll add code to the View
Controller’s header and implementation files in Step 3. That sets you up for Step
4, in which you efficiently create 17 more scenes! Step 4 is divided into two
parts. The first part, Step 4a, concludes this chapter, and for that step you will
still receive assistance and guidance from us. Then in Chapter 11, we have you
work on Step 4b, which comes with much less assistance.
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Step 3: Finish the ViewController Header
and Implementation Files

inderBoard wanderBoard | 'm| ViewControlier.m | No Selection =) ) Counterpans ) [ ViewControlier.h @interface ViewController
12/05021,
Proogduet ions, €. AT Rights
o #im
i e ViewController : UIView€ontroller {
}
lon ViewController pproperty (weak, nonatomic) IBO0utleCillIButton sbtnReverses
whidload = {IBActicn)onReversePress: (ic)sender;
wDidLoad)
whidUnload

viewDidUnload);

wldAutorotateTolnterfaceOrientation: (UIlnterfaceOrientation)
icelrientation

Figure 10-1. Drag in the property and action method signature.

1. Make sure you've opened up DemoMonkey and placed it in your
favorite spot so you can access it while you code. Open the
ViewController.m file and then open the Assistant Editor so that
it opens up its header file in the right-hand pane. From
DemoMonkey, drag in the first snippet “01 ViewController.h —
add new property and action signature” and drop it at the end of
the @interface line of code in the header file as shown in Figure
10-1 and as follows:

#import <UIKit/UIKit.h>

@interface ViewController : UIViewController {

}
@property (weak, nonatomic) IBOutlet UIButton *btnReverse;
(IBAction)onReversePress:(id)sender;

@end
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All you're doing to the View Controller is adding a new property and
an action method signature. You're setting up the ability for users to
communicate that they need to back up in the maze when they get
to a dead-end. They accomplish that with your reverse button
(*btnReverse) which, upon being tapped, invokes this IBAction
method. This is all you’ll be doing to the header file, so it's time to
on to the implementation file.

ViewController
e btnReverse;
= (void)viewDidLoad
¢ [super viewDidLoad);
Do any additional setup after loading the view, typically from a nib

}
={void)viewWillAppear: (B00L)animated
s [super viewWillAppear:animated];

[self.navigationController setNavigationBarHidden:YES];

BOOL bIsMovToParent = [self isMovingToParentViewController];

ff non terminal dead-end screens have a reverse button w/tag=1l (dead-end end screens have tag=8)

if (bIsMovToParent && self.btnfeverse.tag == 1)
/7 we have arrived at this screen from another so hide our reverse button
self.btnReverse.hidden = YES;
}
else if(self.btnReverse.tag == 1)
{
/7 we have returned here by presssing reverse button at dead-end screen so show this reverse btn!
self.btnReverse.hidden = NO;
}

}

- (voig)viewDidUnload

Figure 10-2. Import viewWillAppear method code.
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2. Switching back to the Standard Editor (or simply working now in
the implementation file on the left), you want to establish access
to your custom segue object because, as shown earlier, you
don’t want to use custom segues. The custom segues, as you
will see, are completely data-driven, meaning that data drives
the behavior of the code. Put yet another way, the code looks at
the view data and based on what it sees, it makes a decision on
how to act. So go to DemoMonkey and drag in the “02
ViewController.m — add import of customSegue Object” and
drop it after the #import ViewController.h. Now that in your
public interface you’ve declared a property for a reverse button,
you also need to tell the compiler to synthesize the reverse
button property setter and getter code. To do this, drag in the
“03 ViewController.m — add property synthesis,” placing it
immediately after the @implementation line.

As you can see in the implementation file, Xcode has, by
default, instantiated the methods - (void)viewDidLoad and -
(void)viewDidUnload. But when the view appears, you want to
hide the Navigation Bar. So add a - (void)viewWillAppear
method to do this. Drag in “04 ViewController.m — add viewWill
Appear” and drop it in between the - (void)viewDidLoad and -
(void)viewDidUnload methods as shown in Figure 10-2 and as
follows:

#import "ViewController.h"

#import "MovementSegue.h"

@interface ViewController ()

@end

@implementation ViewController

@synthesize btnReverse;

- (void)viewDidLoad{ .. }

- (void)viewWillAppear: (BOOL)animated {
[super viewWillAppear:animated];
[self.navigationController setNavigationBarHidden:YES];
BOOL bIsMovToParent = [self isMovingToParentViewController];

if(bIsMovToParent 8& self.btnReverse.tag == 1)
{ self.btnReverse.hidden = YES;}
else if(self.btnReverse.tag == 1)
{self.btnReverse.hidden = NO;} }
- (void)viewDidUnload { ..
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NOTE: To save space we deleted the comments in the preceding code.

From the code you can see that you’re letting the super class do
what it needs to do on viewWillAppear with [ super
viewWillAppear:animated];. Then you hide the Navigation Bar
with [self.navigationController
setNavigationBarHidden:YES]; and deal with how you arrived
at this view. You want to know if you’re heading toward a dead-
end or backing out of a dead-end. The call [self
isMovingToParentViewController] tells you part of the answer.
You can see in the comments in the code (not shown in the
preceding code) that for our non-terminal dead-end screens,
you’ve given the reverse button a tag=1. Conversely, the dead-
end end screens are given a tag=0. But if you arrived at this
screen while heading toward the dead-end, then you hide the
reverse button with self.btnReverse.hidden = YES. Finally, if
the user returned to this point via a reverse button tap (backing
out of the dead-end), then you do want to display the reverse
button in this scene with self.btnReverse.hidden = NO; (if there
is a reverse button in this scene).

[self.navigationController setNavigationBarHidden:YES];
BOOL bIsMovToParent = [self isMovingToParentViewController);
/ non terminal dead-end screens have a reverse button w/tag=1l (dead-end end screens have tag=9)
if(bIsMovToParent && self.btnReverse,tag == 1)
we hay hi n fr b
}
else if{se )
{
have
}
}
= {void)viewDidUnload
{
[self setBtnReverse:nill;
[s ewDidUnload];
/ any retained ev,
}
(B00L) shouldAutorotateToInterfaceOrientation: (UIInterfaceOrientation)interfaceOrientation

// Return YES for supported orientations (our two landscape forms only)
return UIInterfaceOrientationIsLandscape{interfaceOrientation);

Figure 10-3. Replace code with code that allows both Landscape orientations.
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3. You now need to release the reverse button by dragging in “05
ViewController.m — add release button (inviewDid Unload)” and
dropping it into ViewDidUnload right above [super
viewDidUnload]; as shown in Figure 10-3 and as follows:

- (void)viewDidUnload

[self setBtnReverse:nill;
[super viewDidUnload];

(BOOL)shouldAutorotateToInterfaceOrientation: (UIInterfaceOrientation)interfaceOr
ientation

return ULInterfaceOrientationIsLandscape(interfaceOrientation);

}

The next thing to do is constrain view rotation to Landscape.
Rather than say you support any orientation, you’ll use a macro
to ask whether you're in a Landscape orientation or not. To do
this, drag in “06 ViewController.m —in ‘shouldAutorotate ...’
replace” and drop it inside the
shouldAutorotateToInterfaceOrientation as shown in Figure
10-3. It should replace the return YES; line that’s already
present in this method. You may need to remove this line after
the insert of the new lines.

Instead of simply returning YES to all orientations, you now use
the macro to determining if you’re in a landscape orientation,
UIInterfaceOrientationIsLandscape, and return its result.
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= \BUULJSNOULDAUTOroTate I DANTErTaceurleNtatlon: (ULINTErTaCeUr LeENTatlon) inTerrTacevurientation
{

// Return YES for supported orientations (our two landscape forms only)
eturn UIInterfaceOrientationIsLandscape(interfaceOrientation)

}
-(void)prepareForSegue: (UIStoryboardSegue *)segue sender:(id)sender
NSString =strSeguelID = [segue identifier];

// inform our custom transition of movement direction
if([strSegueID isEqualToString:@"Left"])
{

self.view.tag = MV_LEFT;
else if([strSeguelD isEqualToString:@"Right"])
self.view.tag = MV_RIGHT;
else if([strSeguelD isEqualToString:@"Forward"])
self.view.tag = MV_FORWARD;
}
- (IBAction)onReversePress: (id)sender {
} [self.navigationController popViewControllerAnimated:YES];

38N

Figure 10-4. Bring in the prepareForSegue:sender: and onReversePress: methods.

4. You’'ve spent some time creating transparent buttons to have
your user navigate through the maze using your custom segues.
You now have to bring in code that will respond to taps on
these buttons. Drag in “07 ViewController.m — add
prepareForSegue sender and onReversePress methods” and
drop it in between the
shouldAutorotateToInterfaceOrientation method and the @end
statement as shown in Figure 10-4. You can see how you’re
looking for the user to choose to go left, right, or forward and
you record this choice in the views “tag.” If the user is instead
trying to back out of a dead-end by tapping the back button,
you execute a pop with popViewControllerAnimated:YES. Now
do a build, and it should all build correctly.

Congratulations! You've finished all the code for this app. Yes, the
aforementioned code is the sum of all the code you’ll employ in this app. Now
do a run and see what you have. You’ll notice that now your beginning point
looks like Chapter 9’s Figure 9-0A in the sense that the Navigation Bar is no
longer there, as it was in Figure 9-21.

From this point on, you’ll be making the maze paths.
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Step 4a: Create the Next Eight Scenes
with Assistance

So far you've set up your app with its images and created the Storyboard and
the code for the first scene. That’s very often the case when you create a game
with many scenes. At the University of Colorado at Colorado Springs Computer
Science Department, we offer a Bachelor of Science in Gaming. It’s often
interesting to see how students panic when they realize that halfway through the
semester they've yet to complete the code for the first scene, nor all the
characters. The trick is to have the first scene and characters down so well that
it makes creating the rest of the game a breeze.

Here, you have everything set up so you’ll be as efficient as you can as you
repeat the steps necessary to create each of the remaining 17 scenes.

NOTE: You'll be using a 4-step process to create each new scene. We begin by
explaining each step. As we move through and continue to repeat, we let the leash
loosen a little by not always explaining each step and all its intricacies but merely
reminding you to do it as you did previously.
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Figure 10-5. Set the Title of first scene’s View Controller.

1.

Before you begin our repeating methodology to efficiently create
your remaining 17 scenes, you need to do a little house cleaning.
The naming of scenes and entities is critical. Start by going back
to the Storyboard. After clicking the View Controller’s scene dock
(the bar at the bottom of the scene on the canvas) and going to
the Attributes Inspector, name it by setting the Title to Opening
Scene as shown in Figure 10-5.
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Figure 10-6. Name the Navigator.

2. Click the Navigation Controller scene dock. You can just call this
Navigation as shown in Figure 10-6.

Scene 2

You’re finished cleaning up loose ends and can now focus on the steps you’ll
repeat and grind through 17 more times. At a very high level, you’ll be repeating
four steps:

Scene #: Copy an existing scene.
Scene #: Rename.
Scene #: Organize graphics.

Scene #: Make connections.
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—_—
NOTE: We'll indicate the current step or sub-step in bold so that you'll instantly
know where you are in terms of the broader view.
| o mem o
[ s soescan |

g6 D

Figure 10-7. Starting your first duplication, click Opening Scene’s dock.

1. You’'ll begin with step 1 for Scene 2: Copy an existing scene.
You only have one existing scene to choose from, so go ahead
and click the View Controller's scene dock and press #+D to
duplicate as shown in Figure 10-7. Immediately you'll see that it
looks a little bit thicker. That’s because the duplicated item is
now sitting on top of the original scene.
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—

Figure 10-8. Change the Title of the new scene.

" Scene 2: Copy an existing scene.
“ Scene 2: Rename.

I Scene 2: Change the Title.
" Scene 2: Organize graphics.
" Scene 2: Make connections.

2. Select the duplicated scene and drag it to the right of the original
scene. In the Attributes Inspector change the Title to Scene 2as
shown in Figure 10-8.
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Figure 10-9. Make the transparent button visible.

Scene 2: Copy an existing scene.
Scene 2: Rename.
Scene 2: Change the Title.

Scene 2: Organize graphics.
Scene 2: Hide inapplicable elements.
Scene 2: Edit buttons.
Scene 2: Make buttons visible.

Scene 2: Replace image with new image.

Scene 2: Make connections.
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-

3. Scene 2 doesn’t have a welcome label, so select it and delete it.
(Note that in all future scenes you create, you'll be hiding
elements—in this case, you’re deleting the label because it’s
unnecessary for any future scenes.) Scene 2 does have buttons in
it, so you need to first make the transparent button visible so you
can edit it. Select the transparent button still in place from scene
1 and, with it selected, in the Attributes Inspector make it visible
by choosing Rounded Rect as shown in Figure 10-9.

o e

Figure 10-10. Replace Image with correct image for Scene 2.

Scene 2: Copy an existing scene.

Scene 2: Rename.

Scene 2: Organize graphics.
Scene 2: Hide inapplicable elements.
Scene 2: Edit buttons.

Scene 2: Make buttons visible
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Scene 2: Replace Image with new image.
Scene 2: Make connections.

4. You now need to get rid of the image background wanderboard-
cam01.png and replace it with Scene 2’s image wanderboard-
camo02.png. To do this, select the view and with it still selected, in
the Attributes Inspector change the Image name to wanderboard-
cam02 . png from the drop-down menu as shown in Figure 10-10.

NOTE: See how the existing button from Scene 1 is still showing in Figure 10-10?
This is correct. You want this. Editing the buttons is a two-step process.

First: Make sure you have the correct buttons to transfer over to the new scene. Do
that by making visible the existing buttons in the original scene (Organize graphics »
Edit buttons » Make buttons visible) and/or hiding buttons (Hide inapplicable
elements). So far, you haven't had to hide a button.

Second: Change the dimensions and positions of the buttons so they're placed and
fit correctly into the new scene. Then make them invisible again.

Figure 10-11. Move duplicated button to left side of scene.
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Scene 2: Copy an existing scene.
Scene 2: Rename.
Scene 2: Organize graphics.
Scene 2: Hide inapplicable elements.
Scene 2: Edit buttons
Scene 2: Replace image with new image.
Scene 2: Configure new buttons.
Scene 2: Duplicate buttons.
Scene 2: Reset parameters.
Scene 2: Make connections.

5. Inthe new scene you can see that your user has two options
here: go left or right. To accommodate this, you need to offer two
buttons, one for each direction. Click the right-hand visible button
and press 36+D to duplicate. Now move it roughly to the left-hand
side of the scene as shown in Figure 10-11.
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Fm— ) ' ud . o view  Owanives|
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v View
Show | Layout Rectangle

590 . [
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Figure 10-12. Set the position and size of the original (right-most) button.
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Scene 2: Copy an existing scene.

Scene 2: Rename.

Scene 2: Organize graphics.
Scene 2: Hide inapplicable elements.
Scene 2: Edit buttons.
Scene 2: Replace image with new image.
Scene 2: Configure new buttons.
Scene 2: Duplicate buttons.
Scene 2: Reset parameters of buttons.
Scene 2: Button Right.
Scene 2: Button Left.

Scene 2: Make connections.

Make sure these two buttons are correctly placed and sized so it
makes sense to the user. With the original button selected, in the
Size Inspector enter the attributes. You'll be doing this a lot, so
we’ll give you the x and y coordinates that place the button on
the scene, and then the vertical and horizontal dimensions of the
button so that it fits snugly into position. We’ll do this all in one
setofnumbers—we’ll simply state: 590,90,80,450, and that
means that the x-position is 590, the y-position is 90, the width of
the button is 80 and the height is 450. We won’t remind you that
you need to select the button and go to the Size Inspector. 590,
90,80,450 means you go to the Size Inspector and enter the
values as shown in Figure 10-12.

519
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Figure 10-13. Set the position and size of the new (left-most) button.

Scene 2: Copy an existing scene.
Scene 2: Rename.
Scene 2: Organize graphics.
Scene 2: Hide inapplicable elements.
Scene 2: Edit buttons.
Scene 2: Replace image with new image.
Scene 2: Configure new buttons.
Scene 2: Duplicate buttons.
Scene 2: Reset parameters of buttons.
Scene 2: Button — Right.
Scene 2: Button — Left.

Scene 2: Make connections.
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7. Before setting the new button’s parameters, you need to always
rename it because right now it has the name of the duplicated
button. Select the new button and in the Identity Inspector, in the
Label box rename it from Button — Rightto Button — Left. Back in
the Size Inspector set the parameters to 150,85,100,600 as
shown in Figure 10-13.
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Figure 10-14. Make all buttons transparent again.

Scene 2: Copy an existing scene.

Scene 2: Rename.

Scene 2: Organize graphics.
Scene 2: Hide inapplicable elements.
Scene 2: Edit buttons.
Scene 2: Replace image with new image.

Scene 2: Configure new buttons.
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Scene 2: Duplicate buttons.
Scene 2: Reset parameters of buttons.
Scene 2: Make all buttons transparent again.

Scene 2: Make connections.

8. The last thing you’ll always do after configuring the buttons of a
new scene is make sure you make them transparent. Remember,
you don’t want to give clues away to the user. Select a button
and in the Attributes Inspector choose Custom. We first
performed this on the new button and then changed the second
button to Custom as shown in Figure 10-14.
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Figure 10-15. Correcting the bug: make sure to set Shows Touch On Highlight.

Scene 2: Copy an existing scene.
Scene 2: Rename.

Scene 2: Organize graphics.
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Scene 2: Hide inapplicable elements.

Scene 2: Edit buttons.

Scene 2: Replace image with new image.

Scene 2: Configure new buttons.
Scene 2: Duplicate buttons.
Scene 2: Reset parameters of buttons.
Scene 2: Make all buttons transparent again.
Scene 2: Correct bug if necessary.

Scene 2: Make connections.

NOTE: By the time this book comes out, a new version of Xcode will most likely have
corrected the bug you're about to read about. We've alerted Apple and brought this to
their attention. But this is the bug as it stands right now.

9. Notice that you duplicated a view where Shows Touch On
Highlight was set for each button. but the duplicated buttons
didn’t have this value set correctly. Sometimes, for no apparent
reason, the setting of this attribute isn’t copied correctly, and
because it’s not consistent, that means there’s a bug here. What
you need to do is check that these buttons are going to show the
touch on highlight. Select each button and change to Shows
Touch On Highlight. We first corrected the right-hand button and
then corrected the left-hand button as shown in Figure 10-15.



524

CHAPTER 10: Single View #3: wanderBoard Part Il

§ Keods Fla (e View Novigate Ddew Prbucs Wedou Welp EU Qe @ E a0 T 8 100 O s 51 1790 O B D | 4 00 ) ephen M desacs €
e e e
= [ e ] -.Emll:l.ll‘}f
= Welcom I‘aht - —
= i - E L 1 =0l 0.0 miee o
B ? 5 Button - Right = .
e - Kivigation ftem =
Hr =
b 7= ! Navigati.n Controller - Navigation Scene

W First Reyponder

- » 0 Navigatizn Controller - Navigation

=) Relationssip “Root View Controller” fr
View Controlisr - Scene 2 Scene

W First Responder

¥ View
Image View - wanderBoard-ca
Button - Right
Button - Left

& Navigation ltem

Figure 10-16. Connect Opening Scene: Button — Right to Scene 2.

Scene 2: Copy an existing scene.
Scene 2: Rename.
Scene 2: Organize graphics.
Scene 2: Make connections.
Scene 2: Control-drag from button to new scene.

10. The way the user gets to Scene 2 is by tapping on the right-hand
button—in other words, selecting the right-hand portal in the
maze. You’re going to have to connect the right-hand button to
the Scene 2 with a segue. If your Document Outline isn’t open,
open it, select Button —Right in View Controller — Opening Scene,
and then Control-drag from it to View Controller — Scene 2 as
shown in Figure 10-16.
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Figure 10-17. Select the Custom segue type.

Scene 2: Copy an existing scene.

Scene 2: Rename.

Scene 2: Organize graphics.

Scene 2: Make connections.
Scene 2: Control-drag from button to new scene.
Scene 2: Select Custom segue.

11. Once you’ve dropped the Control-drag over the View Controller —
Opening Scene, select Custom from the Style menu as shown in
Figure 10-17.

NOTE: We won't repeat this Select custom segue step because you'll always use a
custom segue. From here on, we’'ll simply say Control-drag from button (name) to
new scene (name). You'll then automatically select the Custom segue option.



526 CHAPTER 10: Single View #3: wanderBoard Part Il

) mmdertoard scoudupra) — . MaiaShoryaard surybsarnd
[ L T p .

e T ———— ¥ o oo =¥

T imor View Organizer

0 0 8 )%ie O

v -Moryboaad Segue
identifier | Righy
Style | Custom

Segue Class MovementSegue

Figure 10-18. Edit the new segues attributes.

Scene 2: Copy an existing scene.

Scene 2: Rename.

Scene 2: Organize graphics.

Scene 2: Make connections.
Scene 2: Control-drag from button to new scene.
Scene 2: Edit the segue attributes.

12. You’ll now see a new custom segue linking the two views. You
can see that it's custom because it has the {} inside the segue
linking the two views as shown in Figure 10-39. You need to
associate the correct class with the new view. To do this, select
the segue, in the Attributes Inspector name the Segue class
MovementSegue, keep the Style as Custom, and change the
Identifier to Ajght as shown in Figure 10-18.
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NOTE: Regarding the Identifier: you'll want to note that this is a right transition. By
setting the Identifier value to Right, the Custom Segue class can look at the identifier,
know that it's going right, left, or forward, and choose the appropriate animation to
do so. Remember when we mentioned that your segues are data-driven? The Right
value is the data that “drives” the selection of the correct animation.

[« TaP-IRN sl=] ; |

| omimie=eo

Figure 10-19. Zoomed-out view of what you’ve just done

13. Before you get too lost in the forest, zoom out for a second. You
can see in Figure 10-19 that you have an opening scene and
Scene 2. Scene 2 is the next location in the maze, and you used
four essential steps to create Scene 2. Now you’ll do Scene 3
with a little less hand-holding and explanation.
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Figure 10-20. Duplicate Scene 2 to create Scene 3.

Scene 3: Copy an existing scene.
Scene 3: Rename

Scene 3: Organize graphics
Scene 3: Make connections

1. Similar to what you did in Figure 10-7, click Scene 2’s dock,
press #+D to duplicate it, and then drag the duplicate to the right
as shown in Figure 10-20.
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Figure 10-21. Scene 3: select the correct image.

Scene 3: Copy an existing scene.

Scene 3: Place above or below previous scene.
Scene 3: Rename.

Scene 3: Change the Title.

Scene 3: Change the Image.
Scene 3: Organize graphics.

Scene 3: Make connections.
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2. Now you’re going to start a new convention. You can go left or
right. Let’s position the right scene on the bottom and the left
scene on the top (left destination scene is above the right
destination). So, from here on put the right turn on the bottom
and the left turn on top. This way you can tell, just by looking at
the Storyboard, that you’re going to the right or left, travelling
horizontally. As you did in Figure 10-8, you need to change the
title—change the Title from Scene 2to Scene 3 so you can
remember what it is.

While you're here, change Image to wanderBoard-cam03.png, just
as you did in Figure 10-10. This is shown in Figure 10-21.
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Figure 10-22. Scene 3: Hide inapplicable elements: select Button — Left.

Scene 3: Copy an existing scene.
Scene 3: Rename.
Scene 3: Organize graphics.

Scene 3: Hide inapplicable elements.
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Scene 3: Make connections.
3. Select Button — Left as shown in Figure 10-22 so you can hide it

J User Interaction Enabled
Multiple Touch
1ls

nd | =1 | Default 3
ing |_| Opaque &
‘ﬂ Clears Graphid

D {l]| & =

U7 UITKTIOW T QU

SRS | “sw - Depicts the
Pl i s |5 _wet time. &

Figure 10-23. Scene 3: Mark selected Button — Left as Hidden.

Scene 3: Copy an existing scene.

Scene 3: Rename.
Scene 3: Organize graphics.
Scene 3: Hide inapplicable elements.
Scene 3: Make connections.
4. After you've selected Button — Left, check the Hidden option to

hide it as shown in Figure 10-23.
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Figure 10-24. Scene 3: Edit the right button position and size.

Scene 3: Copy an existing scene.

Scene 3: Rename.

Scene 3: Organize graphics.
Scene 3: Hide inapplicable elements.
Scene 3: Edit buttons.

Scene 3: Make button visible.

Scene 3: Replace image with new image (done).

Scene 3: Configure new buttons.
Scene 3: Duplicate buttons.
Scene 3: Reset parameters of buttons.
Scene 3: Button — Right.

Scene 3: Make transparent again.
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Scene 3: Correct bug.

Scene 3: Make connections.

5. Now select Button — Right and make it visible as you did in Figure
10-9. For the next step you need to make the right button fit
appropriately into this scene. Select it and make it 680,80,80,605
as shown in Figure 10-24. Make it transparent again as you did in
Figure 10-35. And lastly, as you did in Figure 10-15, correct the
bug by setting it to Shows Touch On Highlight.

NOTE: When there is no need to perform a step, | strike-it-threugh.
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Figure 10-25. Connect Scene 2: Button — Right to Scene 3.

Scene 3: Copy an existing scene.
Scene 3: Rename.

Scene 3: Organize graphics.
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Scene 3: Make connections.
Scene 3: Control-drag from button to new scene.

6. Connect Button — Right in Scene 2 to the View Controller Scene 3
as shown in Figure 10-25.
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Figure 10-26. Edit the new segue’s attributes.

Scene 3: Copy an existing scene.

Scene 3: Rename.

Scene 3: Organize graphics.

Scene 3: Make connections.
Scene 3: Control-drag from button to new scene.
Scene 3: Edit the segue’s attributes.

7. Similar to Figure 10-18, select the segue, in the Attributes
Inspector name the Segue class MovementSegue, keep the Style
as Custom, and change the Identifier to Ajghtas shown in
Figure 10-26.
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Figure 10-27. Scene 3: Adding a new reverse button: drag Round Rect button onto the view.

Scene 3: Copy an existing scene.

Scene 3: Rename.

Scene 3: Organize graphics.

Scene 3: Make connections.
Scene 3: Control-drag from button to new scene.
Scene 3: Edit the segue’s attributes.

Scene 3: If dead-end, make button.
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8. Now you’re going to do something new. You may not know it yet,
but you’re heading down a dead-end. You’ll need to repeat these
steps each time you head down a dead-end. Essentially, you
have to deal with the reverse buttons showing up so that once
users get to the dead-end, they can backtrack. You undoubtedly
remember all the code you did to enable this. You handle this by
first dragging a new Round Rect button onto the canvas as
shown in Figure 10-27.
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Figure 10-28. Scene 3: Set Image of the new reverse button.

Scene 3: Copy an existing scene.
Scene 3: Rename.
Scene 3: Organize graphics.
Scene 3: Make connections.
Scene 3: Control-drag from button to new scene.

Scene 3: Edit the segue’s attributes.
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Scene 3: If dead-end, make reverse button.

9. This reverse button is a custom button, and you have an image
for it. In the Attributes Inspector, make it Custom and select
backoo1.png for the Image as shown in Figure 10-28. Finally, set

it up as 295,680,389,68.
““‘T’:‘..':'__“"’.":-;f:“::ﬁ"-:*:w e : B
Comtrater - Vw3 S | Vorm. Mam) | Vem s |l pmmweseo

Vertical
Selected Enabled
Highlighted

e | Scale To Fill

ag | 1):
n & User Interaction Enabled
Multiple Touch

15:
Default

- Hidden

i CONTENE,

o [ se el
Figure 10-29. Scene 3: Set Tag field value of 1 for new reverse button.
Scene 3: Copy an existing scene.
Scene 3: Rename.
Scene 3: Organize graphics.
Scene 3: Make connections.
Scene 3: Control-drag from button to new scene.
Scene 3: Edit the segue’s attributes.
Scene 3: If dead-end, make reverse button.
Scene 3: Edit Tag field.
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Scene 3: Title the button.

10. You’re also going to set up the tag for the reverse button using
the second case of data being set. Nearly all objects in
Storyboard have a Tag field. Set the Tag field to 1 in the view
section of the Attributes Inspector as shown in Figure 10-29.
You’re going to use the tag of your red reverse button here so
that when you head into a dead-end it has a Tag field of 0. As
shown in the code, the button is hidden when the tag is 0 and is
visible when the tag is 1. That way, users don’t see the reverse
button as they head into the dead-end. But upon hitting the
dead-end they see the button, because now it’s set to 1, and can
navigate back out.

You also need to title the button. With it selected in the Identity
Inspector’s Identity section, enter Button - Reverse in the Label
box. Now you're ready to move on to Scene 4.

Scene 4
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Figure 10-30. Duplicate Scene 3 to create Scene 4 and drag it to right of Scene 3.
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Scene 4: Copy an existing scene.
Scene 4: Place above or below previous scene.
Scene 4: Rename.
Scene 4: Change the Title.
Scene 4: Change the Image.
Scene 4: Organize graphics.
Scene 4: Make connections.

1. This one is similar to what you did in Figure 10-20. Click Scene
3's dock and press 8+D to duplicate and then move the new
scene to the right of Scene 3. Also change the Title to Scene 4 as
shown in Figure 10-30. Select the image and change it to
wanderBoard-camo04.png, just as you did in Figure 10-21.
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Figure 10-31. Hide inapplicable elements: select Button — Left.

Scene 4: Copy an existing scene.

Scene 4: Rename.
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Scene 4: Organize graphics.
Scene 4: Hide inapplicable elements.
Scene 4: Make connections.

2. This is a dead-end, so you want to hide the right and left buttons,
just as you did in Figure 10-22. See Figure 10-31.
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Figure 10-32. Connect Scene 3: Button — Right to Scene 4.

Scene 4: Copy an existing scene.
Scene 4: Rename.
Scene 4: Organize graphics.
Scene 4: Make connections.
Scene 4: Control-drag from button to new scene.

3. In View Controller — Scene 3 Scene, connect Button — Right to
the View Controller — Scene 4 Scene as shown in Figure 10-32.
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Figure 10-33. Select the segue by clicking the segue icon between the two scenes.

Scene 4: Copy an existing scene.

Scene 4: Rename.

Scene 4: Organize graphics.

Scene 4: Make connections.
Scene 4: Control-drag from button to new scene.
Scene 4: Edit the segue’s attributes.

4. You know this is a right-hand turn from the button label, so select
the segue as shown in Figure 10-33. In the Attributes Inspector
name the Segue class MovementSegue, keep the Style as Custom,
and change the Identifier to Aight. Yup, you will be repeating this
a lot! Notice how when you click the segue, it shows you what
button is selected! This ends up being very helpful as things get
complex.
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Figure 10-34. Scene 4: Set the reverse button’s Tag field to 0 (zero).

Scene 4: Copy an existing scene.

Scene 4: Rename.

Scene 4: Organize graphics.

Scene 4: Make connections.
Scene 4: Control-drag from button to new scene.
Scene 4: Edit the segue’s attributes.
Scene 4: If dead-end: Make reverse button.
Scene 4: Edit Tag field.

5. You want this reverse button here at the dead-end to be shown
all the time, so set its Tag to 0 as shown in Figure 10-34.
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Build and run and see what you have. Upon running it, you will
see that the reverse buttons don’t seem to be working. It’s
critical that you can debug at this point, and that’s why you’ve
named your buttons within scenes. Let’s go and debug now.

Vam Vam Votw | Betaom - v | = ClAvtematic W VrwControtr by - [ Gumtertacs VarwControbe

Figure 10-35. Debugging Scene 3: connect the reverse button to its property.

6. Go back into Storyboard, select the reverse button, open the
Assistant Editor, and make sure your ViewController.h file
appears in the right-hand side. You'll find you haven’t set up what
the button is and what action happens when you tap it (yup the
stuff you did in helloWorld!). So here in your first view, View
Controller — Scene 3 Scene, Control-drag from the reverse button
to the header file btnReverse property as shown in Figure 10-35.
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Figure 10-36. Debugging Scene 3: connect the reverse button to the action method.

7. You also need to set up the action you’re going to take. Select
the reverse button again and Control-drag out to the action
method signature in the header file. The circle to the left of it
that’s empty in Figure 10-36 will now be full.
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Figure 10-37. Debugging Scene 4: connect the reverse button to the action method.

8. In Scene 4 select the reverse button again, repeat part 1 as you
did in Figure 10-35, and then part 2 as shown in Figure 10-37. As
you can see, you’re using the same ViewController object
instantiated for each view. So, even though it says they have
been hooked up once, you need to rehook them up for each
view. That’'s what we “forgot” so we could really, really make this
point.

Run it and you’ll see when you go into the dead-end that the
reverse buttons only show up once you get there, and that they
now work to get you out.

Very good. You’ve accomplished a lot getting into and out of
your first dead-end. You now have all the tools to fly through the
construction of the rest of the maze.
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Scene 5

Mo 6
P

Figure 10-38. Duplicate Scene 2 to create Scene 5.

Scene 5: Copy an existing scene.

Scene 5: Place above or below previous scene.
Scene 5: Rename.

Scene 5: Change the Title.

Scene 5: Change the Image.
Scene 5: Organize graphics.

Scene 5: Make connections.
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1. Up to this point you’ve taken, from the entrance, the right-hand
path of the maze. Now you want to take care of the left-hand
path. Switch back to Standard Editor mode. Start by selecting
Scene 2 and duplicating it with 3+D as shown in Figure 10-38.
Now move the duplicate above and to the right of Scene 2 and
change the Title to Scene 5just as you did in Figure 10-8.

NOTE: We used Scene 2 as Scenes 3 and 4 have reverse buttons, which we don’t
need for Scene 5.
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Figure 10-39. Connect Scene 2: Button — Left to Scene 5.

Scene 5: Copy an existing scene.
Scene 5: Rename.
Scene 5: Organize graphics.
Scene 5: Make connections.
Scene 5: Control-drag from button to new scene.

Scene 5: Edit the segue’s attributes.
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2. Control-drag from the left button in Scene 2 to Scene 5’s View
Controller as shown in Figure 10-39, just as you did in Figure 10-
16. Select the created segue, in the Attributes Inspector name the
Segue class MovementSegue, keep the Style as Custom, and
change the Identifier to Lef.
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Figure 10-40. Scene 5: Change the Image.

Scene 5: Copy an existing scene.
Scene 5: Rename.
Scene 5: Change the Title.
Scene 5: Change the Image.
Scene 5: Organize graphics.
Scene 5: Make connections.

3. Wewenta littleout ofsequence here—change the Image to
wanderBoard-cam05.png as shown in Figure 10-40.
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Figure 10-41. Scene 5: Hide the left button.

Scene 5: Copy an existing scene.
Scene 5: Rename.
Scene 5: Organize graphics.
Scene 5: Hide inapplicable elements.
Scene 5: Make connections.

4. For the buttons for Scene 5, you don’t have a left outlet, so select
Button — Left and hide it as shown in Figure 10-41.
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Figure 10-42, Scene 5: Edit the right button.

Scene 5: Copy an existing scene.
Scene 5: Rename.
Scene 5: Organize graphics.
Scene 5: Hide inapplicable elements.
Scene 5: Edit buttons.
Scene 5: Make button visible.
Scene 5: Replace image with new image (done).
Scene 5: Configure new buttons.
Scene 5: Duplicate buttons.
Scene 5: Reset parameters of buttons.
Scene 5: Button — Right.
Scene 5: Make transparent again.

Scene 5: Correct bug.
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Scene 5: Make connections.

5. You do have a right-hand button. And you know the drill now.
Make it visible and set it at 685,40,220,675 as shown in Figure

10-42. Now correct the bug by setting it to Shows Touch On
Highlight. Now let’s move on to Scene 6.

Scene 6

Figure 10-43. Duplicate Scene 5 to create Scene 6.

Scene 6: Copy an existing scene.

Scene 6: Place above or below previous scene.
Scene 6: Rename.

Scene 6: Change the Title.
Scene 6: Change the Image.

Scene 6: Organize graphics.



552

CHAPTER 10: Single View #3: wanderBoard Part Il

Scene 6: Make connections.

1. You know this is a right exit and that you have nothing special
going on, so just duplicate the last one you made. Click Scene
5’s dock and duplicate it with 3+D as shown in Figure 10-43.
Change the Title to Scene 6 and the image to wanderBoard-

€amo6.png.
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Figure 10-44. Connect Scene 5: Button — Right to Scene 6.

Scene 6: Copy an existing scene.
Scene 6: Rename.
Scene 6: Organize graphics.
Scene 6: Make connections.
Scene 6: Control-drag from button to new scene.

Scene 6: Edit the segue’s attributes.
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2. You need to make a segue to the right to get to Scene 6. Control-
drag from the right button of Scene 5’s View Controller of Scene
6 as shown in Figure 10-44. With this done, select the created
segue, in the Attributes Inspector name the Segue class
MovementSegue, keep the Style as Custom, and change the
Identifier to Right.
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Figure 10-45. Scene 6: Edit Button — Left.

Scene 6: Copy an existing scene.
Scene 6: Rename.
Scene 6: Organize graphics.
Scene 6: Hide inapplicable elements.
Scene 6: Edit buttons.
Scene 6: Make button visible.

Scene 6: Replace image with new image (done).
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Scene 6: Configure new buttons.
Scene 6: Duplicate buttons.
Scene 6: Reset parameters of buttons.
Scene 6: Button — Right.
Scene 6: Make transparent again.
Scene 6: Correct bug.
Scene 6: Make connections

3. In Scene 6 select the right button, make it visible, and set it at
720,85,110,630. Correct the bug by setting it to Shows Touch On
Highlight. Select the left button, make it visible, and set it at
20,20,270,710 as shown in Figure 10-45. Correct the bug by also
setting it to Shows Touch On Highlight. Make both buttons
transparent, and let’s move on to Scene 7.

Scene 7

Figure 10-46. Duplicate Scene 3 to create Scene 7.
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Scene 7: Copy an existing mid dead-end scene.
Scene 7: Place above or below previous scene.
Scene 7: Rename.
Scene 7: Change the Title.
Scene 7: Change the Image.
Scene 7: Organize graphics.
Scene 7: Make connections.

1. The left turn goes down another dead-end. This next scene will
be a mid-dead-end scene, meaning en route to the dead-end.
You want to duplicate the one existing mid-dead-end scene,
which is View Controller — Scene 3. Select Scene 3 and duplicate
it with 38+D as shown in Figure 10-46. Place it to the right of and
slightly above Scene 6. Change the Title to Scene 7.

. B et e T T

B | maderboad  d | Bt

Figure 10-47. Connect Scene 6: Button — Left to Scene 7.

Scene 7: Copy an existing scene.

Scene 7: Rename.



556

-

CHAPTER 10: Single View #3: wanderBoard Part Il

Scene 7: Organize graphics.

Scene 7: Make connections.

Scene 7: Control-drag from button to new scene.

Scene 7: Edit the segue’s attributes.

2. You'll connect the left button of Scene 6 to this new view. Let's
do it in a slightly different way this time, just for fun. Control-drag
from Scene 6’s left button to the scene dock of View Controller —
Scene 7 as shown in Figure 10-47. Select the created segue, in
the Attributes Inspector name the Segue class MovementSegue,
keep the Style as Custom, and change the Identifier to Left.
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Figure 10-48. Scene 7: Change the Image.

Scene 7: Copy an existing scene.

Scene 7: Place above or below previous scene.

Scene 7: Rename.
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Scene 7: Change the Title.

Scene 7: Change the Image.
Scene 7: Organize graphics.
Scene 7: Make connections.

3. Select the image and in the Attributes Inspector change Image to
wanderBoard-cam07.png as shown in Figure 10-48.
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Figure 10-49. Scene 7: Edit Button — Right.

Scene 7: Copy an existing scene.

Scene 7: Rename.

Scene 7: Organize graphics.
Scene 7: Hide inapplicable elements.
Scene 7: Edit buttons.

Scene 7: Make button visible.
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Scene 7: Replace image with new image (done).
Scene 7: Configure new buttons.
Scene 7: Duplicate buttons.
Scene 7: Reset parameters of buttons.
Scene 7: Button — Right.
Scene 7: Make transparent again.
Scene 7: Correct bug.
Scene 7: Make connections.
Scene 7: Control-drag from button to new scene.
Scene 7: Edit the segue’s attributes.
Scene 7: If dead-end, make reverse button.
Scene 7: Edit Tag field.

4. Select the right button in Scene 7 and make it visible. Then select
the left button and make sure it’s hidden. The reverse button, of
course, will be shown. Go back to the right button, select it, and
set it to 510,65,155,620 as shown in Figure 10-49. Correct the
bug by setting it to Shows Touch On Highlight and make it
transparent. Don't forget to also click the reverse button and,
keeping in mind it’s an intermediate reverse button, set its Tag to
1. Time to move on to Scene 8.
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Figure 10-50. Duplicate Scene 4 to create Scene 8.

Scene 8: Copy an existing dead-end scene.
Scene 8: Place above or below previous scene.
Scene 8: Rename.
Scene 8: Organize graphics.
Scene 8: Make connections.

1. This time you need to duplicate a dead-end scene. Select the
scene dock of View Controller — Scene 4 and duplicate it with
38+D as shown in Figure 10-50. Place it to the right of Scene 7.
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Figure 10-51. Scene 8: Change the Title.

Scene 8: Copy an existing dead-end scene.
Scene 8: Rename.
Scene 8: Change the Title.
Scene 8: Organize graphics.
Scene 8: Make connections.

2. Change the Title to Scene 8 as shown in Figure 10-51.
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Figure 10-52. Connect Scene 7: Button — Right to Scene 8.

Scene 8: Copy an existing scene.
Scene 8: Rename.
Scene 8: Change the Title.
Scene 8: Change the Image.
Scene 8: Organize graphics.
Scene 8: Make connections.
Scene 8: Control-drag from button to new scene.
Scene 8: Edit the segue’s attributes.

3. The right button from Scene 7 is your segue point, so Control-
drag from it to the View Controller of Scene 8 as shown in Figure
10-52. Select the created segue, in the Attributes Inspector name
the Segue class MovementSegue, keep the Style as Custom, and
change the Identifier to Right. Select the Image and change it to
wanderBoard-camo08.png. Now we can move on to Scene 9.
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Figure 10-53. Duplicate Scene 6 to create Scene 9 and place it just below Scene 7.

Scene 9: Copy an existing scene.
Scene 9: Place above or below previous scene.
Scene 9: Rename.
Scene 9: Organize graphics.
Scene 9: Make connections.

1. To create the right side, duplicate Scene 6 and drag it to the right
and slightly underneath Scene 6 as shown in Figure 10-53.
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Figure 10-54. Scene 9: Change the Title.

Scene 9: Copy an existing scene.
Scene 9: Rename.

Scene 9: Change the Title.
Scene 9: Organize graphics.
Scene 9: Make connections.

2. Change the Title to Scene 9as shown in Figure 10-54.
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Figure 10-55. Scene 9: Change the Image.

Scene 9: Copy an existing scene.
Scene 9: Rename.
Scene 9: Change the Title.
Scene 9: Change the Image.
Scene 9: Organize graphics.
Scene 9: Make connections.

3. Change the Image to wanderBoard-cam09.png as shown in Figure
10-55.
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Figure 10-56. Connect Scene 6: Button Right to Scene 9.

Scene 9: Copy an existing scene.

Scene 9: Rename.

Scene 9: Organize graphics.

Scene 9: Make connections.
Scene 9: Control-drag from button to new scene.
Scene 9: Edit the segue’s attributes.

4. The segue to Scene 9 starts at Scene 6's right button. Control-
drag from it to Scene 9 as shown in Figure 10-56. Select the
created segue, in the Attributes Inspector name the Segue class
MovementSegue, keep the Style as Custom, and change the
Identifier to Right.
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Figure 10-57. Scene 9: Edit size and position of Button — Right.

" Scene 9: Copy an existing scene.
“ Scene 9: Rename.
™ Scene 9: Organize graphics.
I Scene 9: Hide inapplicable elements.
I Scene 9: Edit buttons.
" Scene 9: Make button visible.
" Scene 9: Replace image with new image (done).
" Scene 9: Configure new buttons.
I Scene 9: Duplicate buttons.
" Scene 9: Reset parameters of buttons.
" Scene 9: Button — Right.

I Scene 9: Make transparent again.
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Scene 9: Correct bug.
Scene 9: Make connections.

5. Inthis case, you do have two options for direction, so keep both
buttons. First show the left button and then the right button so
they’re both visible. Change the right button from 875,45,100,680
as shown in Figure 10-57 to 875,45,100,680 and make the left
button 20,20,100,710. Change them back to transparent and
make sure they both Show Touch On Highlight.

You've reached the end of Step 4a and the end of this chapter. You've
completed all the code for wanderBoard and have finished the implementation
of the first nine scenes. Good job!

In the next chapter you'll finish the remaining scenes, making a few repairs
along the way. By the end of the next chapter you’ll be testing and running the
completed wanderBoard application. You ready? Then read on!



-

Chapter

Single View #3:
wanderBoard Part lli

At this point you've now created nine scenes and completed the code. In this
final chapter you're going to complete the remaining scenes for the
wanderBoard application.

Step 4b: Create the Final Nine Scenes

We think you've done this enough now that you just need a limited amount of
instructions, such as a client, boss, or skilled co-worker/mentor may give you.

569
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Figure 11-1. Duplicate Scene 8 to create Scene 10.

Scene 10: Copy an existing dead-end scene.
Scene 10: Place above or below previous scene.
Scene 10: Rename.
Scene 10: Change the Title.
Scene 10: Organize graphics.
Scene 10: Make connections.

1. This time you need to duplicate the dead-end scene. Select the
scene dock of the View Controller — Scene 8 and duplicate it by
pressing #$+D as shown in Figure 11-1. Place it to the right and
slightly below Scene 9 and change the Title to Scene 10.
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Figure 11-2. Scene 10: Set the desired image.

Scene 10: Copy an existing dead-end scene.
Scene 10: Place above or below previous scene.
Scene 10: Rename.
Scene 10: Change the Title.
Scene 10: Change the Image.
Scene 10: Organize graphics.
Scene 10: Make connections.

2. Change the image to wanderBoard-cam10.png as shown in Figure
11-2. Here you're creating another dead-end. You didn't
complete the wiring up of the reverse button for the previous
dead-end, so let’s fix up Scenes 7 and 8 before we finish
Scene 10.
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Figure 11-3. Select Scene 7 so you can finish some missed steps.

3. Remember when you ran your last test and had to go back and
connect the red button to the code? Let’s not repeat that
mistake. Let’s do that here. Select Scene 7 as shown in
Figure 11-3.

Lk = 4 » ClAmears | K VenCosralerh | o fiecses 43 B0 0

W crenes vy S1ean marscs w v

* AF Cmyrige (o) Tren Thaey Produt bess, (A2, ALY
ety

-

Wl distertace m"ﬂ' 1 W¥istentralior {

.

| wl
View Cov roller - Scene 7 _Iiﬂ :| gty femeh, sesslunio] 1884001 UiButten shtnleverse)
T e e T I e
-



CHAPTER 11: Single View #3: wanderBoard Part Il 573

ird.storybo. ] View Controller - Scene 1) View Controller - Scene 7 Wiew Button - Reverse | < 0 4 | ElAvtomatic ) b ViewController.h | No Selection 42»DO

5/21.
duct i LC. A
2imp Jut
finterface ViewController : UlViewController {
}
taflk, nonatomic) I80utler UIButter -u:m—- s
{iBAction)onReversePress: (id)sender;

Figure 11-4. Connect the Scene 7 reverse button to its property.

4. Open the Assistant Editor and make sure your header file is on
the right. Control-drag from the button to the header file as
shown in Figure 11-4 to connect the button to its property.
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Figure 11-5. Connect the Scene 7 reverse button to its action method.

5. Control-drag from the button in scene 7 to the header file to
connect the button to the action method as shown in
Figure 11-5.
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#import <UIKit/UIKit.hs

@interface ViewController : UIViewController {

Figure 11-6. Connect the Scene 8 reverse button to the property.

6. Now do the same for Scene 8. After selecting Scene 8, Control-
drag from the button to its property in the header file as shown
in Figure 11-6.
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Figure 11-7. Connect the Scene 8 reverse button to its action method.

7. Control-drag from the button in Scene 8 to the header file to
connect to the action method as shown in Figure 11-7.
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Figure 11-8. Connect the Scene 10 reverse button to its property.

8. Now, back to Scene 10. Select Scene 10 and Control-drag from
the button to the header file as shown in Figure 11-8,
establishing the connection to the property.
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Figure 11-9. Connect the Scene 10 button to its action method.

9. Control-drag from the button in Scene 10 to the header file to
connect the action method as shown in Figure 11-9.
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Figure 11-10. Create the segue from Scene 9: Button - Right to Scene 10.

Scene 10: Copy an existing scene.

Scene 10: Rename.

Scene 10: Organize graphics.

Scene 10: Make connections.
Scene 10: Control-drag from button to new scene.
Scene 10: Edit the segue’s attributes.

10. As discussed, you need to go from the right button in Scene 9
to Scene 10, as shown in Figure 11-10. You can switch off the
Assistant Editor, select the created segue, go to the Attributes
Inspector, name the Segue class MovementSegue, keep the Style
as Custom, and change the Identifier to Right.
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Figure 11-11. Duplicate Scene 9 to create Scene 11.

Scene 11: Copy an existing dead-end scene.
Scene 11: Place above or below previous scene.
Scene 11: Rename.
Scene 11: Change the Title.
Scene 11: Organize graphics.
Scene 11: Make connections.

11. Scene 11 is not going to be a dead-end, so take Scene 9 and
duplicate it as shown in Figure 11-11. Drag over to the right and
top ofScene 9—you’ll notice it doesn’t fit. Zoom out and move
the upper run of views higher to make some space. Now
change the Title to Scene 11.
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Figure 11-12, Change the Image of Scene 11.

Scene 11: Copy an existing dead-end scene.
Scene 11: Place above or below previous scene.
Scene 11: Rename.
Scene 11: Change the Title.
Scene 11: Change the Image.
Scene 11: Organize graphics.
Scene 11: Make connections.

12. Change the Image of Scene 11 to wanderBoard-cami1.png as
shown in Figure 11-12.
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Figure 11-13. Make the segue from Scene 10: Button - Left to Scene 11.

Scene 11: Copy an existing scene.

Scene 11: Rename.

Scene 11: Organize graphics.

Scene 11: Make connections.
Scene 11: Control-drag from button to new scene.
Scene 11: Edit the segue’s attributes.

13. Connect the left button in Scene 9 to Scene 11 as shown in
Figure 11-13. Now select the created segue, in the Attributes
Inspector name the segue class MovementSegue, keep the Style
as Custom, and change the Identifier to Left.




CHAPTER 11: Single View #3: wanderBoard Part lll 583

\

S | ya) (0, o ) g

R e e LT TR e

o View Organi
D B @ | # 0
¥ View

Show | Layout Rectangle

295 /|2 40 .
X ¥
240 |2 680 |2
Width Height

Figure 11-14. Scene 11: Setting size and location of Button - Left.

Scene 11: Copy an existing scene.

Scene 11: Rename.

Scene 11: Organize graphics.
Scene 11: Delete inapplicable elements.
Scene 11: Edit buttons.
Scene 11: Make button visible.
Scene 11: Replace Image with new image (done).
Scene 11: Configure new buttons.
Scene 11: Duplicate buttons (done).
Scene 11: Reset parameters of buttons.
Scene 11: Button-Right.

Scene 11: Make transparent again.
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Scene 11: Correct bug.

Scene 11: Make connections.

14. Select Scene 11’s two buttons and make them visible. Set the
right button to 585,40,420,90 and the left button to
295,40,240,680 as shown in Figure 11-14. Now change them
back to transparent and make sure they both show Touch on
Highlight.

NOTE: As you move on to Scenes 1217 you'll no longer use the steps. We'll simply
talk to you in prose, and you should be able to follow along at this point.

| BERSRTRY

G gy o e

Figure 11-15. Duplicate Scene 7 to create Scene 12.
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15. Scene12isgoingtobeanotherdead-end—specifically, an
intermediate dead-end. So duplicate Scene 7 as shown in
Figure 11-15 and place it to the upper-right side of Scene 11.
Change the Title to Scene 12 and change the Image to
wanderBoard-cami2.png.

 mandecboardnondeprej — 7 Miefisnbasnd vorvbond 57 kA -y | | o
- ey s ) (L
! | 1 - Editor View  OrQ |

N— |l DB 8 wieo =

e L — L
¥ View .
e b Yo o Show | Layout Rectangle 3
]
= = 8s : 452
Litd o X Y
o | 180 : 680 |2
R width Height
- Origin
- -

{

U

Figure 11-16. Scene 12: Configure the buttons.

16. For Scene 12 you can go reverse, and left but not right. So hide
right and make left shown and visible at 85,45,180,680 as
shown in Figure 11-16. Now make it transparent again and
make sure it shows Touch on Highlight. Set the reverse button’s
tag totheintermediate level—so set it at 1. Remember to
connect the reverse button to both the property and the action
method!

585
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Figure 11-17. Connect Scene 11: Button - Left to Scene 12.

17. Connect Scene 11’s left button to Scene 12 as shown in Figure
11-17. Now select the created segue, in the Attributes Inspector
name the Segue class MovementSegue, keep the Style as
Custom, and change the Identifier to Left.
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Figure 11-18. Duplicate Scene 8 to create Scene 13.

18. You know that after the intermediate dead-end of Scene 12
comes the real dead-end, and that will be Scene 13. So
duplicate Scene 8 as shown in Figure 11-18. Place it to the right
of Scene 12. Change the Title to Scene 13.
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Figure 11-19. Connect scene 12: Button - Left to Scene 13.

19. Connect the left button in Scene 12 to Scene 13 as shown in
Figure 11-19. Select the created segue, in the Attributes
Inspector name the Segue class MovementSegue, keep the Style
as Custom, and change the Identifier to Left. Change the Image
to wanderBoard-cami3.png.
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Figure 11-20. Scene 13: Configure the buttons.

20. Make sure the right button is hidden, the left button is hidden,
and the reverse button is tagged at 0 as shown in Figure 11-20.
Also, don't forget to hook up the reverse button to the property
and the action method!
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Figure 11-21. Duplicate Scene 11 to create Scene 14.

21. You’re not going down a dead-end anymore, so duplicate
Scene 11 as shown in Figure 11-21. Place it to the right and
slightly under Scene 11.
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Figure 11-22, Set the Scene 14 title.

22. Set the Title to Scene 14 as shown in Figure 11-22.
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Figure 11-23. Connect Scene 11: Button - Right to Scene 14.

23. You need a segue from the right button of Scene 11 to Scene
14 as shown in Figure 11-23. Select the created segue, in the
Attributes Inspector name the Segue class MovementSegue, keep
the Style as Custom, and change the Identifier to Right. Change
the Image to wanderBoard-cami4.png.
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Figure 11-24. Configure the Scene 14 buttons.

24. You only have a single place to go, and that is left. So make the
right button hidden. Make the left visible and then set it to
20,20,420,720 as shown in Figure 11-24. Then make it
transparent and Touches with Highlight.
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Figure 11-25. Duplicate Scene 14 to create Scene 15.

25. Duplicate Scene 14 as shown in Figure 11-25 and place it to the
left of Scene 14.
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Figure 11-26. Connect Scene 14: Button - Left to Scene 15.
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26. Change the Title to Scene 15. Because it can only go left,
connect Scene 14’s left button to Scene 15 as shown in Figure
11-26. Select the created segue, in the Attributes Inspector
name the Segue class MovementSegue, keep the Style as
Custom, and change the Identifier to Left. Change the Image to
wanderBoard-cami15.png.
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Figure 11-27. Scene 15: Duplicate Button - Right to make a new forward button.

27. You need to create a forward button. Duplicate the right button
and then move it up as shown in Figure 11-27.
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Figure 11-28. Scene 15: Name the new forward button.

28. Name the forward button Button-Forward as shown in
Figure 11-28.
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Figure 11-29. Configure the Scene 15 forward button.

29. Make sure that right and left are hidden and make the forward
button be 270,30,450,690 as shown in Figure 11-29.
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Figure 11-30. Duplicate Scene 14 to create Scene 16.

30. You don’t need a forward button anymore, so just duplicate

Scene 14 as shown in Figure 11-30. Place it to the right of
Scene 15. Change the Title to Scene 16.
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Figure 11-31. Scene 16: Select Image View and change name.

31. Sometimes it's easier to select the Image View in the side bar as
shown in Figure 11-31 than try to pick things around the
buttons. So select it and change the Image to wanderBoard-
cam16.png. Also, because you copied this scene, your Button -
Left may already be in the correct location, but please check
that it’s 20,20,420,710, not hidden, and that it’s set to show
Touch on Highlight.
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Figure 11-32. Connect Scene 15: Button - Forward to Scene 16.

32. Your segue goes from the special forward button you just made
to Scene 16 here. So, connect them as shown in Figure 11-32.
Select the created segue, in the Attributes Inspector name the
Segue class MovementSegue, keep the Style as Custom, and
change the Identifier to Forward.
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Figure 11-33. Duplicate Scene 16 to create Scene 17.

33. Duplicate Scene 16 as shown in Figure 11-33 and make it
Scene 17. Place it to the right of Scene 16. Set the Title to
Scene 17 and set the Image to wanderBoard-cam17.png.
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Figure 11-34. Connect Scene 16: Button - Left to Scene 17.

34. Connect Scene 16’s left button to Scene 17 as shown in Figure
11-34. Select the created segue, in the Attributes Inspector
name the Segue class MovementSegue, keep the Style as
Custom, and change the Identifier to Left.
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Figure 11-35. Configure Scene 17 buttons.

35. Back in the new Scene 17, let's configure the buttons. Ensure
that your Button - Left is hidden (because you’re not using it).
Ensure that Button - Right is visible and change it from
414,20,552,708 as shown in Figure 11-35. Make it transparent
and make sure it shows Touches on Highlight.
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Figure 11-36. Duplicate Scene 17 to create the Final Scene (Scene 18).

36. Duplicate Scene 17 as shown in Figure 11-36. Place it to the
right of Scene 17.
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Figure 11-37. Scene 18: Set the final Title.

37. Change the Title to Scene 18 (end) as shown in Figure 11-37.
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Figure 11-38. Connect Scene 17: Button - Right to Scene 18.
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38. Connect the right button in Scene 17 to the final scene as
shown in Figure 11-38. Select the created segue, in the
Attributes Inspector name the Segue class MovementSegue, keep
the Style as Custom, and change the Identifier to Right. You
have no buttons on this one, so hide all the buttons by changing
them to hidden.

Figure 11-39. Scene 18: Change the last image.

39. You have finally reached the end of the maze! Change the
Image to wanderBoard-cam18.png.as shown in Figure 11-39.
Let’s build it and run it. Uh-oh, we have some errors, with
buttons not working.
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Figure 11-40. Debug: Find and fix last problems (Scene 6, the first to find and fix).

40. Our left button in Scene 6 wasn’t working, so we select it as
shown in Figure 11-40, and sure enough it was still hidden.
Uncheck the hidden check box.

41. Repeat the same steps for the left button in Scene 9.

42. Repeat the same steps for the left button in Scene 11.
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43. Run it and ... Congratulations! It works (Figure 11-41)!

Figure 11-41. Jf works!

Congratulations on completing the wanderBoard app! In this application you've
seen that with very little code and a bit of Storyboard content, you can create a
rather fun but simple application. You’ve experienced the power of duplicating
views on the Storyboard canvas when there are common components you want
in each of the views. Duplicating really saves time compared to creating each
view piece-by-piece from the ground up. The speed in which we were able to
create this application really surprised us. We hope we've shared some of this
surprise along with the fun of creating this app with you.
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Chapter

How Far You’ve Gome

This journey through Storyboards and iOS has covered the four fundamental
concepts of Storyboards:

Easily create transitions between views with little to no code.
Pass information back from a Secondary View to a Main View.
Send information to a Secondary View from a Main View.
Transition between views with user-created visual effects.

You built applications that demonstrated these concepts. In fact, if you were
working along with the book you've now written code yourself that had you
exercising all four Storyboarding concepts. At this point you should feel very
comfortable using Storyboards in your own applications.

How cool, right?!

Final Thoughts

As we were putting this book together, a few more aspects of Storyboarding
came up in discussions we had with other developers and our online research:

The ability to use multiple Storyboard files in a single
application

The effect that putting all the views/View Controllers in one
Storyboard file (instead of many .xib files) has on team
development

The fact that not all scenes can be placed in Storyboard files
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The first two of these topics are somewhat related. Let’s look as each in a bit
more detail.

Multiple Storyboard Files in One Application

Actually, using multiple Storyboard files in a single application is fairly easy to
do. You’ll want to review the class documentation for UIStoryboard, paying
particular attention to two methods:

The class method. +storyboardWithName:bundle:
The instance method: -instantiateInitialViewController

The first establishes connection to your next Storyboard file, and the second (as
its name implies) loads the initial scene as identified within your next Storyboard
file. Sounds simple, but why would you want to create multiple Storyboard files?

The main reason to split up an application’s scenes across multiple Storyboard
files is probably best understood by looking at a hypothetical example. Let’s say
you have a main menu from which you can enter four independent regions of
the application:

Player selection with player configuration
Game settings
Scores for past games

Help, which contains text-based help, image-based help, and
a video tutorial

Each of these sections stands on its own, without the others, and each has a
single entry point scene which one arrives at after choosing the appropriate
menu item. In this example app, each of these sections could easily be its own
Storyboard file. Keeping them in separate files does a number of good things for
you. If you want to change the order of the help scenes (for example), or add
one, and so on, you can simply edit the one Storyboard file that contains the
help subsystem. It only contains help screens, so you can quickly rearrange
things to get a new screen in place. And you know that, having only modified
the help Storyboard file, it won’t break or cause problems with any of the other
Storyboards. In effect you reduce the numbers of scenes you have to wade
through to get the fix in place, and you’ve isolated changes to only the help
subsystem scenes. Make sense?
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Having All .xib Files in One Storyboard Basket

This is really only a larger issue that often comes up when many developers
work on a single application. If two developers both want to make changes to a
single file, then changes have to be somehow later combined so that both sets
of changes are delivered in the next release. We call this merging the changes.
There are tools to help you merge text files, but there are no tools as of this
writing that can help you merge Storyboard files. The only way to merge these
files is to recreate the changes of one file into the second file. Of course, this
inability to merge files isn’t unique to Storyboard files. Think of any non-text file
you have in a project (XML, HTML, CoreData object model diagrams/data,
videos, and soforth)—these are all file types that make changes difficult to
merge, if it’s possible at all.

The software engineering community has developed a number of ways to deal
with this need to merge changes. The simplest solution is to avoid the need to
merge at all. In practice, this means that you don’t allow two or more engineers
to modify the same file if at all possible. Here are three ideas that can help you
work around this problem:

Assign engineers to work on different areas of the same
application so their changes don’t affect the same files.

Make different changes in different releases, so that only one
is being made for the next outgoing release.

Separate functional areas within the application into separate
files so that when changes are being made, the likelihood of
overlap is lower.

As for the effect this has on Storyboard files, consider the transition from .xib
filesto the use ofa Storyboardfile—effectively, you’re rolling up all the .xibs
into this Storyboard file. It wonderfully increases your ability to see the overall
shape of the application on one canvas and makes it so much easier to specify
transitions between scenes on the canvas, but this transition also has the
undesirable effect of focusing all your visual changes on this one Storyboard file.
Multiple engineers now have to all work in this one file! Here is where these two
topics are related: the best mitigation of this effect is to break up the Storyboard
scenes into separate, but related, groups of scenes and placing each group into
one Storyboard file.

Having more Storyboard files helps prevent changes from needing to occur in
the same file because now you have more than just the one file. As our example
tried to show, it can be fairly easy to find regions of related scenes in an
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application, and therefore it can be fairly easy to break an application into
multiple Storyboard files.

What Do You Mean, Not All Scenes Are
Appropriately Placed in Storyboard Files?

All through this book you’ve been seeing scenes segueing to other scenes.
You'’ve seen user actions cause a scene to change to another scene (by row
selection or button press, for example), and you’ve specified which type of
transition will occur when the new scene is presented. In fact, there is a
requirement that all scenes within a Storyboard file are arrived at from other
scenes in the same Storyboard file, except for the initial scene (the one that has
the arrow pointing into it coming from nowhere).

However, it’s not too hard to find types of scenes that don’t come from a single
point in the main flow from scene to scene. Think of messages like Networking
error, Invalid user name, or Failed fo load page, for example. These messages
aren’t generated from the main flow of an application; they often happen
asynchronously to the application flow. You can also think of these messages as
needingtobesenttothedisplay from your c ode—not from user action in the
application interface.

In the end, you'll find it to be a bit more effort and rather unnatural to use
Storyboards for showing scenes whose display is caused by code, such as
scenes showing custom alert views, custom pickers, or custom action sheets.
You can place custom scenes each in their own Storyboard file and then show
them from the code. And you can create visual effects and placement onscreen
sothatthese custom sceneslookand b ehaveliketheir b uilt-in c ounterparts—
but as we said, it’s a bit more effort.

Hey, | Have Questions!

If you have more questions about these final topics or, of course, about anything
in this book, please visit our forums. We’ll be glad to answer your questions.
See you on the forums!
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mainLabel outlet, 463
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mutable dictionary, 411
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creation, 456

CustomCell, 462

delete authors snippet, 458

detailLabel1, 464

edit button, 469

final connections, 465

IBAction, 468

imports, categories and author
display, 457
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Back end coding, assistant editor, 388
AuthorsViewController (cont.) book details scene, 387

_tableView, 461
table view, 459

BooksViewController

class field, 427

_countLabel outlet, 429

control-drag, 430

creation, 421

dataSource, 431

delegate method, 440

detailLabel1, 424

detailLabel2, 425

edit button, 441

editing mode, 437

IBAction, 441

IBOutlets, 426

implementation file, 428

import header files, 433-434

leftimageView outlet, 422

mainlLabel, 423

prepareForSegue method,
438-439

properties, 432

table view-display books,
435-436

CategoriesViewGontroller

add new category, 451-452

_categories array, 448

class, 445

creation, 443

delete, 450

display items, 449-450

edit button, 453-454

imports and array, 443

outlet _tableView, 447

prepareForSegue method,
452-453

sent actions, 454-455

table view creation, 446

View Controller—Categories,
444

detail view controller

book image, 392
configureView method, 395
396
control-drag, 389
description, 393
DetailViewController.m file,
394
labels, 391
outlet connection, 390
SelectionViewController
code replace, 398-399
creation, 397
protocol methods, 400-401
scene and associate, 402
synthesize and import, 399-
400
UlTableViewCell subclas
custom cell prototypes, 383-
384
outlets, 385-386
subclass, 385
synthesize, 386-387
wrapping up and loading test
data
add categories, 475
categories, 471
dataSource, 470-471
run it and test, 473
table view connection, 470
test data, 472
three views working, 474
BooksViewGController
class field, 427
_countLabel outlet, 429
control-drag, 430
creation, 421
dataSource, 431
delegate method, 440
detailLabel1, 424
detailLabel2, 425
edit button, 441
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editing mode, 437

IBAction, 441

IBOutlets, 426

implementation file, 428

import header files, 433-434

leftimageView outlet, 422

mainLabel, 423

prepareForSegue method, 438—-
439

properties, 432

table view-display books, 435—
436

Cc

CategoriesViewGontroller
add new category, 451-452
_categories array, 448
class, 445
creation, 443
delete, 450
display items, 449-450
edit button, 453-454
imports and array, 443
outlet _tableView, 447
prepareForSegue method, 452-
453
sent actions, 454-455
table view creation, 446
View Controller—Categories, 444

D, E
DataViewController
add delegates, 255
add private methods, 264
class variables, 261
*DatalLabel, 255
DataViewController.h, 255
default settings, 256
delegate property, 259
header file, 257
implementing, 264-265
ivPagelmage, 258

landscapes, 263

opening, 254

opening storyboard, 256

override setting, 261

pageobject, 262

shouldAutorotateTolnterfaceOrien
tation, 264

UllmageView, 257

viewWillAppear, 262

Xcode implementation, 260

DataViewControllerDelegate, 255
Detail view controller

assistant editor, 388

book details scene, 387

book image, 392

configureView method, 395-396
control-drag, 389

description, 393
DetailViewController.m file, 394
labels, 391

outlet connection, 390

DemoMonkey

applications folder, 24-25
context menu, 23-24
definition, 16

download sample code, 21-22
installation, 21

shippets, 241

Xcode project, 22-23

Damodar Valley Corporation (DVC),

270

F,G,H

FlipsideViewGontroller

array, 190

assistant editor, 182

audio player delegate method,
206-207

button appears, 208-209

code additions, 201-202

connection, IBOutlet, 187-188

datasets and delegates, 200
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FlipsideViewGontroller (cont.)

delegate, 200

DemoMonkey snippets, 183-184

header file, MainViewController,
193-194

hook up, 198

IBOulet tvScaleTable, 186-187

implementation files, 181, 188,
201

ivBackground, 197

mainView interface file, 194-195

MainViewController.h file, 196

navigation bar title, 199

niTitle, 199

play buttons, 208, 210

PlayButtonDelegate methods, 208

private interface, 189-190

scale selection, 205-206, 208—
209

Storyboard, 184-185, 195

synthesis, 202

TableView, 185-186

UlTableView delegate code, 192—
193

viewDidLoad method, 203

viewDidUnload method, 203-204

viewWillAppear method, 191, 204—
205

vwButtonPlace, 198

flickrPhotoMap

annotation callout

background color, 130-131

ForSegue method, 139

image view-scene, 129

initial view controller, 122—
123

label-scene and adjust, 130-
131

MapView Controller-
navigation, 123-124

MapView Controller-view
controller, 126-28

MapViewController, 140

MKMapViewDelegate protocol
methods, 136-138

navigation controller, 121-122

photoAnnotation property,
134-135

PhotoViewController, 133-134

Push segue creation, 126-128

rootViewController
relationship, 123-124

segue’s identifier, 126-128

Storyboard, 125-126

translucent black navigation
bar, 125

UlViewGController subclass,
132

view controller class-
PhotoViewController, 132—-
133

view controller title, 126-128

viewDidLoad implementation,
135-136

data connection and geotagged

photo displays

activity indicator, 101-102

add MapKit and CoreLocation
frameworks, 96

app running, 108

application template, 94-95

code selection, 109

control-drag, 103

copy option, 96, 98

Flickr JSON response, 115—
116

IBOutlet creation, 103-104

image dragging, 96-97

implementation, 112

import header files, 104

main scene,MapView, 100—
101

MapViewController, 98-99

methods placeholders, 106-
107

moving files, 96-97
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objective-C class, 98—99

populateMapWithPhotoAnnotat
ion method, 120

private declaration section,
105-106

program, build and run, 120-
121

replacing code, 110-111

saveData method, 116-118

saveGeoCodeData method,
119

searchFlickrPhotos method,
113

URL string, 114

view controller icon, 100

viewDidLoad code, 107-108

web browser’s address bar,
114-115

Xcode, 105

model scene creation

adjust and position cell
elements, 142-143

getter method, 151

images and text, 143-144

mapView:calloutAccessoryCon
trolTapped method, 154

mapView:viewForAnnotation
method, 153-154

mapView and
didSelectAnnotationView
method, 151-152

MapView controller-table view
controller, 145-146

Objective-C protocol, 147

onLeftCalloutAccessoryViewTo
uched method, 152

output screens, 156-157

PhotoAnnotation.h file, 150

PinSelectionDelegate Protocol
method, 155-156

PinSelectionDelegateProtocol.
h, 148

PinSelectionDelegateProtocol.
h-MapViewController.h, 155
PinSelectionViewController
class interface, 149
PinSelectionViewGontroller-
table view controller, 146-
147
prepareForSegue method, 153
prototype cell, 141-142
section properties, 143-144
segue attributes, 145-146
table view controller-
Storyboard, 140-141
table view properties, 143
TableViewDelegate and
TableViewDataSource
methods, 150

phases, 92

steps, 94

videos, files and code, 93
futureTravel

canvasing Xcode, 239

DataViewController, 254

add delegates, 255
add private methods, 264
class variables, 261
*DatalLabel, 255
DataViewController, 255
default settings, 256
delegate property, 259
header file, 257
implementing, 264-265
ivPagelmage, 258
landscapes, 263
opening, 254
opening storyboard, 256
override setting, 261
pageobject, 262
shouldAutorotateTolnterfaceOr
ientation, 264
UllmageView, 257
viewWillAppear, 262
Xcode implementation, 260
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futureTravel (cont.) storyboard preparation

index0fViewController, 251
ModelController

array positioning, 245-246

calculation in reverse, 251

classes, 237

code pointing, 247

copying nObjectldx, 249

Debug area, 238

DemoMonkey, 239, 241

destinationNumber, 240

editors, 242

enumeration, 243

implementation file, 242

inserting reverse calculations,
251

interface, 240

ModelController.h, 241

ModelController.m, 243-246

Navigator, 238

new array interaction, 248

old data model, 244

opening and setting the stage,
238

page definition, 244

pasting MAX_PAGES, 252

pasting nObjectldx, 250

replacing old data model, 245

selecting MAX_PAGES, 252

snippet, DemoMonkey, 240

utilities pane, 238

RootViewController

add views, 272

adjusting PageViewController,
268

communicating, 265

delegate response, 270

finalised PageViewController,
269

implementing, 266

landscape support, 267

navigating pages, 271

splashing, 271

adjusting instances, 228
attributes and text align, 228
autoResizingmask, 232
color changing, 234

color change -frames, 227
Data View Controller, 226
final edit view, image, 233
frames, 226

instances, 226

label and image view, 233
launch image, 235
navigation, 225

positioning view, 231
replace and delete view, 230
Root View Controller, 226
size inspector pane, 228
text color property, 228
view scales, 232

Xcode output, 236

templates

automated reference counting,
215

copying startups, 217

data model class, 222

files copying, 223

group, Xcode, 221

iBooks, 213

image dragging, 219

ModelPageData.h, 222

ModelPageData.m, 223

monor bugs, 224

naming and deselecting, 215

navigation tree, 224

Retina iPad, 216

root directory, 216

startup images, 220

working of Xcode, 224

Xcode, 214, 218
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Integrated Development Environment
(IDE), 15, 18-19
iPhone and iPad

DemoMonkey
applications folder, 24-25
context menu, 23-24
download sample code, 21-22
installation, 21
Xcode project, 22-23

necessities and accessories
Mac application, 2-3
0S X, 4-6
steps, 1-2

project
IDE screen, 18-19
project templates, 17
run option, 19-20
test drive, 17-18, 20-21

SDK
developer option, 6
Xcode, 7-16

J, K L
JavaScript Object Notation (JSON), 91

M
MapView
flickrPhotoMap
annotation callout, 121-140
data connection and
geotagged photo displays,
94-121
model scene creation, 140—
157
phases, 92
steps, 94
videos, files and code, 93
screenshot, 91-92

bookManager

author and categories, 275-
277

categories, 275

My Library, 274-275

core data setup

.demoMonkey file, 290
.pch file, 289
add (+) button, 282
assets folder, 280
attributes, 295
bookManager, 279
checking, 298
classes, 297
copy items, 281
Core Data-Data Model
template, 294
CoreData.framework, 284
data model, 293
DBAuthor and DBBook, 295
DBAuthor.h, 302
DBAuthor.m, 302-303
DBBook.h, 299
DBBook.m, 300
DBCategory.h, 300-301
DBCategory.m, 301
entities, 294
frameworks, 281-282
header and implementation,
297
library/framework, 291
MagicalRecord, 285-286
MagicalRecord folder, 288
persistence store, 292
ProcessPCH, 289
project navigator, 285
search field, 283
SQLite database, 291
unzip and navigate, 287
Xcode, 278

Master-detail application. See also designing flows, 305
Storyboard preliminaries, 277

tutorials, 274
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ModelController finalised PageViewGController, 269

array positioning, 245-246

calculation in reverse, 251

canvasing Xcode, 239

classes, 237

code pointing, 247

debug area, 238

DemoMonkey, 239

destinationNumber, 240

editors, 242

enumeration, 243

implementation file, 242

index0fViewController, 251

inserting reverse calculations,
251

interface, 240

ModelController.h, 241

ModelController.m, 243-246

navigator, 238

new array interaction, 248

nObjectldx, 249

opening and setting the stage,
238

old data model, 244

page definition, 244

pasting MAX_PAGES, 252

pasting nObjectldx, 250

replacing old data model, 245

selecting MAX_PAGES, 252

snippet, DemoMonkey, 240, 241

utilities pane, 238

N,O,P,Q

NSArray, 267

R

RootViewController

added views, 272

adjusting PageViewController,
268

communicating, 265

delegate response, 270

implementing, 266
landscape support, 267
navigating pages, 271
RootViewController.m, 267
splashing, 271

S, T
Scene 2, wanderBoard
bug correction, 522-523
button transparent, 521-522
custom segue type, 525
move duplication, 517-518
open scene dock, 513
replace image, 517
right-hand button, 524
segues attributes, 526
set-left button, 518-519
set-right button, 520-521
steps, 512
title change, 514
transparent button visible, 516
zoom out view, 527
Scene 3, wanderBoard
change Image, 530
connect button-right, 534
duplicate scene 2, 528
edit button-right, 532-533
hidden option, 531
reverse buttons, 536
select button—left, 531
select segue, 534
set image-reverse button, 537
tag-reverse button, 537-538
Scene 4, wanderBoard
connect button-right, 540
connect reverse button, 543
debugging scene 3, 544
debugging scene 4, 545
duplicate scene 3, 539
hide-right and left buttons, 540
select segue, 541
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set-reverse button, 542
Scene 5, wanderBoard
change image, 548
connect left button, 548
duplicate scene 2, 547
hide-left button, 549
right-hand button, 551
Scene 6, wanderBoard
connect right button, 553
duplicate scene 5, 552
edit left button, 553-554
Scene 7, wanderBoard
change image, 557
connect-left button, 556
duplicate scene 3, 554-555
edit-right button, 557-558
Scene 8, wanderBoard
change-title, 560
connect-right button, 561
duplicate scene 4, 559
Scene 9, wanderBoard
change image, 564
change-title, 563
duplicate Scene 6, 562
edit-right button, 566—567
right button, 565
SelectionViewGController
code replace, 398-399
creation, 397
protocol methods, 400-401
scene and associate, 402
synthesize and import, 399-400
shouldAutorotateTolnterfaceOrientati
on, 264
Software Development Kit (SDK)
developer option, 6
Xcode
account creation, 8-9
continue button, 7-8
developer page, 13-14
downloads link, 12-13
enroll button, 7
IDE, 15-16

individual option, 9-10

i0S development page, 11-12
Mac App Store button, 14-15
standard program, 10-11

spineLocationForInterfaceOrientation

, 269

*startingViewController, 267
Storyboarding application, 211, 609.

See also Back end coding,
MapView

applications, 609
appropriation of scenes, 612
Add Book scene

another section, 354

author header, 356

bar button item, 373

content type, 352

creation, 348-349, 364

description section, 360

document outline, 353

embedding, 362

header attribute, 353

modal scene, 372

modification, 355

Navigation Controller, 363

rearrange sections exercise,
358-359

section, 357

segue, 365-366

select-new section, 359

select author cell, 370

Select category cell, 369

selection, Table View, 352

table view, 351

Table View cell-Static Table
View, 349

Table View Controller, 368

text field, 350

text view, 361

transition type, 367

view title, 371



622  INDEX

Storyboarding application (cont.) detail veiw

authors scene
Authors cell-Master View
Controller, 325
background, 322
categories scene, copy and
paste, 321
modifications, 327
push segue, 326
static cell, 324
View Controller, 328
zoom out and reorganize, 323
baskets, 611
book scene
All books cell, 335
Author name cell, 336
categories title, 338
category name prototype, 334
copy and paste, 330
count label, 340
custom cell, 329
image, 333
labels, 340
modification, author cell, 339
subview, 331
temporary text, 332
UllmageView, 330
unique identifiers, 337
categories scene
add new cell, 317
basic style, 314
categories, 318-19
duplicate, 316
edit bar button item, 320
identifier and accessory
attributes, 315-316
identifier option, 319
row height, 315
table view, 312-313
text color, 318
view controller, 311
cells, 180
*datalabel, 255

connect-book list, 346
finish off, 344
identifier, 348
labels, 342
paste and align, 343
selected book, 341
text view, 345
UllmageView, 343-344
view title, 347
editor, opening, 256
fundamentals, 609
futureTravel, 212
DataViewController, 254-65
ModelController, 236-53
RootViewGontroller, 265-72
storyboard preparation, 225-
36
templates, creating from,
213-24
flipside view controller, 176-177
ideas and problems, 611
image view, 173
info button, 172-173
initial image, 175-176
main and flipside View, 171
main menus, 610
master scene
@end and @implementation,
310
content type, 309
data model, 306
dynamic table views, 309
hierarchical tree, 310
My Library, 307
static table, 311
table view, 308
utilities view, 308
multiple files-one application,
610
navigation bar and done button,
177-178
non-text files, 611
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play buttons, 174

preparation
adjusting instances, 228
attributes and text align, 228
autoResizingMask, 232
change of colors, 234
color change to frames, 227
Data View Controller, 226
final edit view, image, 233
labelling, 233
launching the image, 235
navigating files, 225
output of Xcode, 236
positioning the view, 231
replace and delete view, 230
text color property, 229
view scales, 232

TableView, 179

title bar, 172

tweaks
actual View Controller, 376
app’s story and logical flow,

374

book detail scene, 378
control-drag, 377
delete, 375
segues, 379
works and navigates, 381

UlTableView, 171

view selection, 174

Xxib files, 611

V)
UllmageView, 212, 257
UlTableViewCell subclas
custom cell prototypes, 383-384
outlets, 385-386
subclass, 385
synthesize, 386-387
Utility application
FilpsideViewController
array, 190

assistant editor, 182

audio player delegate method,
206-207

button appears, 208-209

code additions, 201-202

connect, image view, 196-197

connection, IBOutlet, 187-188

datasets and delegates, 200

DemoMonkey snippets, 183—
184

hook up, 198

IBOulet tvScaleTable, 186-187

implementation files, 181,
188, 201

ivBackground, 197

mainView interface file, 194-
195

MainViewGController, 193—-194

MainViewCGontroller.h file, 196

navigation bar title, 199

niTitle, 199

play buttons, 208, 210

PlayButtonDelegate methods,
208

private interface, 189-190

scale selection, 205—-206,
208-209

Storyboard, 184-185, 195

synthesis, 202

TableView, 185-186

UlTableView delegate code,
192-193

viewDidLoad method, 203

viewDidUnload method, 203-
204

viewWillAppear method, 191,
204-205

vwButtonPlace, 198

overview, 159
phases, 161
preliminaries, 161-162
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Utility application (cont.) property and action method, 504
setup viewWillAppear method, 505-507
AudioToolbox.framework, viewDidUnload, 260
168-169 viewWillAppear, 262
AVFoundation.framework,
169-170 W

class files, 167 Wrapping up and loading test data

copy items and create groups, add categories, 475
_165-166 categories, 471

file structure, 166 dataSource, 470-471
folder details, 168 run it and test. 473
frameworks folder, 170 table view connection, 470
images, 164-165 test data, 472

portrait and upside down three views working, 474

options, 163-164 wanderBoard applicati
o _ pplication
utilityScales project, 162-163 assistance, eight scenes. See

Storyt;loard also Scene 2, wanderBoard
cells, 180. introduction, 510

flipside view controller, 176- Navigation Controller, 512

m1a7978 view. 173 scene 3, 528-538

; 4, 538-54

info button, 172-173 :g:zg 5 222_25?

initial image, 175-176 scene 6. 551-554

main and flipside View, 171 scene 7. 554—558

navigation bar and done scene 8’ 559-561

button, 177-178 scene 9, 562-567
play buttons, 174 3D landscape, 481-482

TableView, 179 files, project settings and assets

title bar, 172 :

; . app icons slots, 485
UllmageView image, 171 bﬂ?lds 489-490
view selection, 174 i~

L compile source, 488
utilityScales design, 160-161 iconpfiles 489

weather app, 159-160 images folder, 486

landscape images, 484

\"/ segue code, 487
*viewControllers, 267 single view application, 483
ViewController header and final nine scene

implementation files action method, 574
landscape orientations, 507 configuration, Scene 12, 585
prepareForSegue sender and connect, 573

onReversePress methods, connect Scene 10, 578

509 Connect Scene 11, 586
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Connect Scene 16, 602
Connect Scene 17, 605-606
Connect Scene 8, 575
debug, 607
duplicate Scene, 569-570
duplicate Scene 11, 590
duplicate Scene 14, 594, 598
duplicate Scene 16, 601
duplicate Scene 17, 604
duplicate Scene 7, 585
duplicate Scene 8, 587
duplicate Scene 9, 580
forward button, 595, 596
forward button to Scene 16,
600
header file, 576
image, 571
left button, Scene 11, 582
reverse button, 589
right button to Scene 14, 592
run it, 608
Scene 10, Segue class, 579
Scene 11, 581
Scene 12 to Scene 13, 588
Scene 14 buttons, 593
Scene 14 title, 591
Scene 15 forward button, 597
Scene 16 Image View, 599
Scene 17 buttons, 603
Scene 18 image, 606
Scene 18 title, 605
Select Scene 10, 577
Select Scene 11, 583-584
Select Scene 7, 572
Title to Scene 15, 594-595
preliminaries, 480
4-step process, 510

single-view app
18 scenes, 479-480
iPad Landscape layout, 478-
479
maze, 477-478
professional-level
architectural designs, 479
Storyboard
button transparent, 498
drag button, 497
font style, 496
identify buttons, 498
image view, 492
metrics, 491
multi-line label, 495
Navigation Controller, 490-
491
resize, 493
set first image, 494
status, 500
taps, 499
transparent button, 498-499,
501
ViewController header and
implementation files
landscape orientations, 507
prepareForSegue sender and
onReversePress methods,
509
property and action method,
504
viewWillAppear method, 505-
507

XY, Z
Xcode 4, 213
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