Introduction to iPhone development

[image: image1.png]


The aim of this exercise is to cover the basics of creating an iPhone application.No prior knowledge of iPhone development or Objective-C is required.

Time to complete: 2 hours.

Author: Pat O’Hora
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1.Client Specification

Bob’s Beans is looking to promote a new brand of product called Atomic beans.Our marketing department is seeking prototypes for a fun iPhone experience that will promote our new product.The app should allow users to choose different "flatulence noises" and play them via buttons on the user interface.
2.Requirements:

1.  Design the app in a fun and appealing way

2.  Allow the user to interact with the app,and provide UI for the user to play sounds.

3. Add an instructions alert

4.It would be nice,to use a novel gesture like shaking the phone,to play a sound

3.Instructions:

Open XCode                   [image: image7.png]



Note:XCode should be located on the applications dock,if not then using Finder ,navigate to  /Developer/Applications/XCode

Run Command:

File -> New Project

From the New Project Dialog Window-Choose View-based Application.

Give your app a name ie Atomic Gas and hit Save

Next,under the groups and files panel,expand the Resources folder.Double click the file ending with ViewController.xib 

Note:See next screenshot for more detail
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An overview of Interface Builder Windows
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Self Task X:

Using Google, search for images that could be used as a background image for the application. The max dimension of the screen is 320x480 px.

All Resources such as images,video and sound must be added to your project in XCode.To do this,in XCode click on the Resources folder and right click to bring up the context menu.Choose Add  -> Existing Files…

Browse to the location of where your image file is.Hit Add

 And make sure The box Copy items into destination group’s folder  is checked,to ensure the file is included in your project.

Save your project in XCode (File ->Save or Cmd +s)
In Interface Builder

From the library panel,select an UIImage View and drag on to the UIView panel.

Using the attributes panel,set the width and height of the image,you have downloaded. 

On the first tab of the same panel,choose the name of your image from the dropdown.If it is not there,make sure you saved your XCode project.

[image: image4.png]Attributes Panel for Widgets
4Main tabs

Drag Image View from hre to here.




To see how your image is looking in the simulator, Go back to XCode and choose Build -> Build and Run.If everything is correct,you should see your app appear in the simulator.
Adding a UILabel

Drag a label widget onto your view.Using the attributes panel for the selected widget,enter in a title for the label. Ie Atomic Gas

Feel free to experiment,and try out the various different attribute options ie text color,size etc

Adding UIButtons

Drag a UIButton onto the View,similar to adding labels and images etc.By now you should be seeing that the process of adding ui widgets follows the same flow. Ie Drag,position and edit attributes for the widget.

Ideally your app should have at least 3 buttons,and when pressed will play a different sound.When a UIButton is first dragged onto the view,it comes in the default iPhone Rounded Rect.What we want to do is come up with some custom images for our button,to give it a unique style for the app. So back to Google,and search for some images that you like,which would make good buttons,or feel free to use Photoshop to create your own.

Once you are happy with your buttons,again go back to XCode and click on Resources,and again right clicking to bring up the Add -> Add existing files… dialog. Add your images to the project and save your project.

Switch back to Interface Builder,and select each UIButton on your view.On the first tab of the attributes panel,assign an image to your button from the dropdown. 

Note:In the 3rd tab,you can specify an exact width and height for your image.

So once you are happy with your background image,title label and buttons,save your View in Interface Builder.

Connecting Interface Builder to XCode

In XCode,click on your ViewController.h header file.

We want to add 3 methods to play each sound (In a real world example,we would only use one method,and pass in the name of the sound to play,but we are just familiarizing ourselves with Objective-C code)

Add the following code,just above @end:

-(IBAction) playSound1;
Click on the ViewController.m file

And add the following code,just below @implementation YourViewControllerName:

-(IBAction)playSound1{


NSLog(@"button 1 pressed!");


}
Now to Save and Build your project.
If the code entered is correct and without errors,a message should appear on the bottom saying Build Succeeded

Go back to Interface Builder,now we need to connect our button to the method that will play the sound.We do this by clicking on the button from the outline view.Then holding down the Ctrl button and simultaneously holding left mouse down,drag the blue line up to the item marked File’s Owner (In this case the files owner will be our ViewController file) When we do this,release the mouse button,and you should see the name of  the playSound1 method appear,and just simply click on the method name.Save your view in Interface Builder.

Go back to XCode and choose Build -> Build and Run.If everything is correct,you should see your app appear in the simulator.

Errors and out put will appear in the console window.To bring the console window up,go to Run ->Console

As we have put a debug statement in the method,if we press the button,the message should get printed out to the console.

Adding sweet music to the application

In order to play sounds and music In our app,we need to import the frameworks that allow us to do this.

In XCode,in the Groups & Files panel,click on Frameworks and right click,to bring up the context menu.Choose Add -> Existing frameworks…

From the dropdown that appears select AudioToolbox.framework and AVFoundation.framework (hold down cmd key to select multiple frameworks,or add one at a time) and choose add.

Click on your ViewController.h file and add the following code under 

#import <UIKit/UIKit.h>
#import <AudioToolbox/AudioToolbox.h>

This will allow us to use the audio libraries in our code.

Add the following variable:

SystemSoundID soundID;

Add your sound files to your XCode following the same process as before ie Click on Resource ->Add existing..
In the ViewController.m file,add the following method:

// Implement viewDidLoad to do additional setup after loading the view, typically from a nib.
- (void)viewDidLoad {

    [super viewDidLoad];


NSString *path = [[NSBundle mainBundle] pathForResource:@"soundname"













 ofType:@"wav"]; 


AudioServicesCreateSystemSoundID((CFURLRef)[NSURL fileURLWithPath:path], &soundID);

}

Change soundname to name of your first sound

Update your first playSound method so it looks like:

-(IBAction)playSound1{


NSLog(@"playing sound");


AudioServicesPlaySystemSound(soundID);

}


Save your project and Build.If there are no errors,then the Build Succeeded message should appear.If there are errors,the error log is usually quiet descriptive.Assuming the project is ok,launch the app in the simulator.

If you now press the button,your sound should be played!

Next task is to repeat the procedure,adding two more methods,that playsounds.

Logo
Your app’s logo is a vital element of the app experience.To add an app icon to your project,add a png that is 57x57 pixels to your XCode project.Make sure the file name is called icon.png
Debugging:
Adding breakpoints 
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Run the app.In the simulator,click on a button,the breakpoint should be hit.
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Adding info message:

From Interface Builder,drag a button onto the view.From the attributes panel,set the type of button to Info Dark/Infor Light

Update the project with the following method

-(IBAction)showInfo

To display the UIAlertView widget,enter the code

UIAlertView *alert = [[UIAlertView alloc] initWithTitle:@"Instructions" message:@"Push button to hear sounds" delegate:nil cancelButtonTitle:@"Close!" otherButtonTitles:nil];


[alert show];


[alert release];
Action:Add a shake gesture,to play a sound within your application.

In your ViewController.m file add the following code:

- (void) viewDidAppear:(BOOL)animated {


[self becomeFirstResponder];

    [super viewDidAppear:animated];

}

//shake it baby
-(BOOL)canBecomeFirstResponder {

    return YES;

}

- (void)motionBegan:(UIEventSubtype)motion withEvent:(UIEvent *)event {


if (event.subtype == UIEventSubtypeMotionShake) {



// TODO: insert code here.


NSLog(@"Home-SHAKE IT...LIKE A POLAROID");



AudioServicesPlaySystemSound(soundID);


}


[super motionBegan:motion withEvent:event];

}

Save and Build your project.Deploy the app to the simulator.

To test the shake gesture:From the iOS Simulator toolbar,select Hardware -> Shake Gesture. You should now here the your sound being played!

Congratulations!If you have made it this far,you have covered a lot of the process involved in iPhone development.You learned about adding graphics to a mobile app.Laying out the UI for your users.Adding code,that will excute logic depending on user interaction.

