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Chapter 1. Getting started with iOS
Development

Version Release Date
iPhone OS 2 2008-07-11

iPhone OS 3 2009-06-17

i0S 4 2010-06-08
i0S5 2011-10-12
i0S 6 2012-09-19
i0S 7 2013-09-18
i0S 8 2014-09-17
i0S 8.1 2014-10-20
i0S 8.2 2015-03-09
i0S 8.3 2015-04-08
i0S 8.4 2015-06-30
i0S 9 2015-09-16
i0S 9.1 2015-10-22
i0S 9.2 2015-12-08
i0S9.3 2016-03-21
105 10.0.1 2016-09-13
i0S 10.1 2016-10-24
i0S10.2 2016-12-12
105 10.2.1  2017-01-23
i0S 10.3 2017-03-27
105 10.3.3 2017-07-19
105 11.0.0 2017-09-19
05S11.2.0 2017-12-02
i0S11.3.0 2018-03-29

Section 1.1: Creating a default Single View Application

To develop an application for iOS, you should start with an application called Xcode. There are other alternative
tools you can use, but Xcode is Apple's official tool. Note, however, that it only runs on macOS. The latest official
version is Xcode 8.3.3 with Xcode 9 (currently in beta) due to be released later this year.

1. Boot up your Mac and install Xcode from the App Store if it's not already installed.

(If you prefer not to use the App Store or have problems, you can also download Xcode from the Apple
Developer website, but make sure that you select the latest release version and not a beta version.)

2. Open Xcode. The following window will open:
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VVWelcome to Xcode

Version 8.0 {BAZ218a]

Y Get started with a playground
Explore new ideas guickly and easily

A Create a new Xcode project
£ Create an app for iPhone, IPad, Mac, Apple Watch or Apple TV.

E Check out an existing project

Start working on something from an SCM repository.

Open anather project...

The window presents you with the following options:

o Getting started with a playground: This was introduced with the Swift language and Xcode 6. It's an
interactive area which can be used to write small pieces of code to check runtime changes. It's a great
way for Swift learners to be introduced to new Swift features.

o Create a new Xcode project: Choose this option, which creates a new project with default
configuration.

o Check out an existing project: This is used to check out a project from a repository location, for
example, check out a project from SVN.

3. Select the second option Create a new Xcode project and Xcode will ask you to do some initial project
setup:
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Choaose a template for your new project:

@ watchQS  tvOS

Application

Single View
Application

ao
oo

Sticker Pack
Application

Framework & Library
L
L ¥\t

Cocoa Touch
Framework

Cancel

macQS  Cross-platferm

iMessage
Application

Cocoa Touch
Static Library

Master-Detail
Application

Metal Library

® 00

Page-Based
Application

This wizard is used to select your project template. There are 5 options:

o i0S: Used to create iOS apps, libraries and frameworks

watchOS: Used to create watchOS apps, libraries and frameworks
tvOS: Used to create tvOS apps, libraries and frameworks

mac0S: Used to create macOS apps, libraries, frameworks, packages, AppleScripts, etc.
Cross-platform: Used to create cross-platform apps, templates and In-App Purchase Contents

[¢]

o

[¢]

[¢]

You can see that there are many different templates for your application. These templates are helpful to
boost your development; they are pre-built with some basic project setups like Ul interfaces and class files.

Here, we'll use the first option, iOS.

1. Master-Detail Application:

This template contains a combined master and detail interface: the master contains objects which are
related to the detail interface. Selecting objects in the master will change the details interface. You can
see this kind Ul in the Settings, Notes and Contacts applications on the iPad.

2. Page-Based Application:

»

Tabbed
Application

This template is used to create the page-based application. Pages are different views held by one

container.

3. Single View Application:
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This is a normal application development template. This is good for beginners to learn application
flow.

4. Tabbed Application:

This template creates tabs at the bottom part of an application. Each tab has a different Ul and a
different navigation flow. You can see this template used in apps like Clock, iTunes Store, iBooks and
App Store.

5. Game:

This is a starting point for game development. You can go further with game technologies like
SceneKit, SpriteKit, OpenGL ES and Metal.

4. In this example, we will start with Single View Application

Choose options for your new project:

Product Name:

Team: None w

Organization Name: StackOVerflow

Qrganization Identifier: = com.stackoverflow

Bundle ldentifier: com.stackoverflow.PraductName

Language: Swift |~ ]

Devices: Universal ﬂ

Use Core Data
Include Unit Tests
Include Ul Tests

Cancel Previous

The wizard helps you to define project properties:

o Product Name: The name of the project / application

o Organization Name: The name of the organization in which you are involved

o Organization Identifier: The unique organization identifier which is used in the bundle identifier. It is
recommended to follow reverse domain name service notation.

o Bundle Identifier: This field is very important. It is based on your project name and organization
identifier, choose wisely. The bundle identifier will be used in the future to install the application on a
device and upload the app to iTunes Connect (which is the place we upload apps to be published on
the App Store). It's a unique key to identify your application.
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o Language: The programming language which you would like to use. Here you can change Objective-C
to Swift if it's not selected.

o Devices: Supported devices for your application that can be changed later. It shows iPhone, iPad, and
Universal. Universal applications support iPhone and iPad devices, and it's recommended to select this
option when it’s not necessary to run the app on only one kind of device.

o Use Core Data: If you would like to use Core Data Model in your project then mark it as selected, and
it will create a file for the .xcdatamodel. You can also add this file later on if you don't know in
advance.

o Include Unit Tests: This configures the unit test target and creates classes for unit testing

o Include Ul test: This configures the Ul test target and creates classes for Ul testing

Click on Next and it will ask you for a location where you want to create project directory.
Click on Create and you will see the Xcode Ul with an already defined project setup. You can see some
classes and Storyboard files.

This is a basic template for a Single View Application.

At the top left of the window, check that a simulator is selected (e.g. "iPhone 6" as shown here) and then
press the triangular RUN button.

@ @ 4 A Hopeln | i iPhone &

A new application will open—Simulator (this may take some time the first time you run it and you may need
to try twice if you see an error the first time). This application provides us with device simulation for created
applications. It almost looks like a real device! It contains some applications like a real device. You can
simulate orientations, location, shake gesture, memory warnings, In-Call Status bar, finger touch, lock,
reboot, home etc.

You will see a plain white application because we have not made any changes to the template yet.

So start your own. it’s a long run and there are lots of new opportunities waiting for you!

If you are not sure where to go next, try out Apple's " " tutorial. You have already performed the first
few steps so are off to a head start.

After setting up Xcode, it is not difficult to get your first iOS up and running.
In the following example we will:

Start a new project

Add a label

Printing message to console.
Run in the simulator

Starting a new project

When the Xcode welcome screen comes up, choose Create a new Xcode project. Alternatively, you could do File >
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New > Project... from the Xcode menu if you already have it open.

Get started with a playground

&% | Explore new ideas quickly and easily.
_\‘ Create a new Xcode project
72| Start building a new iPhone, iPad or Mac application.

Check out an existing project
Start working on something from an SCM repository.

Choose a Single View Application and click Next.

Choose a template for your new project:

ios
Application B | oo | 1 T
Framework & Library i
Master-Detail Page-Based Single View Tabbed
watehOS Application Application Application Application
Application
Framework & Library | % |
tvOS o
Application Game

Framewaork & Library
0S¥

Application

Framework & Library

System Plug-in

Other . ) o
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 A " Next

Write "HelloWorld" for the Product Name (or whatever you want really) and under Language, make sure Swift is
selected.

¢ Universal means that your app will run on both the iPhone and iPad.

¢ Use Core Data refers to persistent data storage, which is not needed in our Hello World app.

¢ We will not be doing Unit Tests or Ul Tests in this example, but it doesn't hurt to get into the habit of adding
them.
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Choose options for your new project: |

Product Name: HelloWorld

QOrganization Name; Me
Organization Identifier; com.example
Bundle Identifier: com.example.HelloWorld

Language: | Swift B

Devices: = Universal B

| Use Core Data
include Unit Tests
Include Ul Tests

Cancel Previous " Next

Choose an existing folder or create a new one where you will save your Xcode projects. This will be the default in
the future. We created one here called "Xcode Projects". Then click Create. You can select Source Control if you like
(used when syncing to sites like GitHub), but we won't be needing it in this example.

th ] Q; Sear

L&

2 el < a = e v | [ Xcode Projects
| Favorites

@ Recents

«) iCloud Drive

;ﬁ-\; Applications

Desktop

@ Documents

0 Downloads

Deavices

= MongolSuragch's M...
Remote Disc

Tags Ml I

L

Source Control: | | Create Git repository on My Mac
¥code will place your project under version control

Rt R R T SR b 1
] Mew Folder : Options Cancel Create
1

Adding a label
This is the file structure of an Xcode project.

Select Main.storyboard in the Project Navigator.
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[E]l= 2 & o

¥ (& Helloworld
¥ | | HelloWorld

[ Aszets wcassets

=| Info.plist
b [ HelloWorldTests

B | | HelloWorldUITests
b [ Products

Type "label" in the search field of the Object Library in the bottom right of Xcode. Then drag the UILabel onto the
storyboard View Controller. Place it generally in the region of the top left corner.

ece ) B ¢ Helloworld ) @ iPhone 65 Plus

v [& Helloworld

v [ ] Helloworld
|=| AppDelegate.swift
= ViewController.swift
'_ Main.storyboard
[ Assets xcassets
[ LaunchScreen.storyboard
1= Info.plist

» [ HelloworldTests

«| AppDelegate swift

BEaAAG =5 B <

il
U
il

ViewController.swift
B Main.storyboard

[ LaunchScreen.storyboard

v [E view Controller Scene

o)) View Controller
|5 Top Layeut Guide
L—_J Bottom Layout Guide
v i:! View
Label
(i First Responder
Exit

Storyboard Entry Point

HelloWorld: Ready | Today at 11:34 AM

[ Helloworid ) [ Helloworid ) ) Main..oard ) B Main..ase) ) B view..cene ) (5 View..roller } [] view )[L] Label

¥ || HelloWorldUITests
» [ Products

+[® OE| (@ fite

Ll <

I ===
ODeag$E o

Tex: Plain
Label
Ll

‘noem

wAny nAny

La bel Label - A variably sized amount of

static text.

Make sure the label is selected on the storyboard and then in the Attributes Inspector, change the text to "Hello,
World!" You will then have to resize and reposition the label on the storyboard since the text length is longer now.

0 @ T|E @
=1

Text | Plain
|] Hello, Worlch | [
Celor —— .:
B Font.Syrstern 17.0 &
Alignment| = = = §=
Lines i B[ed

Alternatively, double-click the label on the storyboard to edit it to be "Hello, World!". At any rate, the storyboard

should look something like this:

ED-IeEIo,ENorIdE

Adding Code
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Select ViewController.swift in the Project Navigator.

8" e b‘ [ ﬁHEIInWﬂrldl
O = Q A ©@ 2 o B

| v B Helloworld
¥ | 7| Helloworld

AppDelegate.swift

1 ViewController.swift

Main.stﬂ board
|5 Assets.xcassets

LaunchScreen.storyboard

- Info.plist
k| | HelloWorldTests
| | HelloWorldU|Tests

k| | Products

Add print("Successfully created my first i0S application.") to the viewDidLoad() method. It should look
something like this.

import UIKit
class ViewController: UIViewController {

override func viewDidLoad() ¢
super.viewDidLoad()

// print to the console when app is run
print("Successfully created my first i0S application.")

}

override func didReceiveMemoryWarning() {
super.didReceiveMemoryWarning()
// Dispose of any resources that can be recreated.

}
}
Running the app in the simulator
@0e| »r A HelloWorld ) i iPhone 6s Plus

Press the Run button to build and run the app. In this example the current simulator device (referred to as a
"scheme") defaulted to the iPhone 6s Plus. Newer versions of Xcode will default to newer schemes. You can also
choose other schemes by clicking the name. We will just stick with the default.

The simulator will take some time to start on the first run. Once running, it should look like this:

@ i_Phc_}ne 65 Plus - _iPha_ne 65 F'Iu_s / i05 9.3 {135230_}_
Carrier ¥ 12:21 PM LU
Hello, World!

In the simulator menu, you can choose Window > Scale to make it smaller, or press 8cmd + 1/2/3/4/5 for 100% /
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75% / 50% / 33% / 25% scale respectively..

The Xcode debug area (at the bottom) should have also printed "Successfully created my first iOS application." to

the console. "Successfully created my first iOS application." message is the string you printed programmatically in
the Add code part.

E » [ & L L |00|< | Heloword

Successfully created my first i05 application.

Mtad | @ (0 | ® Filtar All Output & [

Going on

You should learn about Auto Layout constraints next. These help you to position your controls on the storyboard so
that they look good on any device size and orientation.

Section 1.3: Xcode Interface

In the Xcode, you have three separate areas of working - Navigators (in red), Debug area(in green) and Utilities(in
blue).

000 () 8] Ereeenre) 1 T 5]

£ 3 (B wetesonesuia [ wetoSheauls | 7 Glossas | [0 Side-Outyiow | . MalwiewCantrallernawtt ) [l wMermviewGortoior
&0 LODVPIGNT O JUL5 Uavan MACLNGV. ALL FIQNTS Fessrven.
F

¢ dppart UIKST

 class MainWiesContrallers UT¥iewSentrallor §

BIBOUTLET wWeak var Tablswiew: ULTADLaview!

var mainContens = [“datal”, “data2®, "data3d®, "datas", "saras’, "datag’, “data¥’, “datad”, “datay’, "datais,
oatall®, 'detali®, "g@ecall®, "datald”, "datals®]

ouerrige func viewDidioad() {
super.viewlidloadl)

J75plashyiew. splashWiewnithBackground(olorinil, circleColor: UlColor.whitefolor(), circleSize: nill

4/ how long the animation will be

MSTiner.schedyledTimerishTimeInterva L{2, 8, Target: self, selector: #selector{MainViswlontroller.
hidesplastView), userlnfo: nil, repeats: true)

4/ creates The Tabnle view

self.tableView. registerCellNad | DataTableViewlelL. seLf}
¥

@availabla(105 8.8, %) J/ CUETOR TranElTiOoNE fURCTION i5 awsilable only Tor 105 8 and newar
ouerride func viewdillTransitienToSizelsize: (GS.i:e, withTransitionCoordinater coerdinator:
W inwCartral lerTrans it ionConrdtnatary { B
super.viewl LITrans1tianTasi2s] 5178, wiThTrARSiTLANCOOFOINATOr: conrdinatar)

owerride fune wiewdillippeard{animated: Bopl) {
super.viewdt Liappeari animartans)
self.sethavigationBarliem()

EREERRY

OWETTL0E TUNC dldREcelvaMemarywarnimg() {
supe rodidRece iveMemaryarningd |

/7 hide the splash wiew
fure hideSplashViewd) {
ITSp lashV iew. TintshWwithCampletion { () —= Vold in
UIAgpiication.sharedhpplication|).statusBariioden = false

e sz arEsD

The workspace window always includes the editor area. When you select a file in your project, its contents appear in
the editor area, where Xcode opens the file in an appropriate editor. For example, in the image above, the editor
area MainViewController.swift, a swift code file that is selected in the Navigator area on the left of the workspace
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window.

Navigator Area

B =2 QQ & ¢ = B

The navigator window contains the following eight options:

¢ Project navigator. Add, delete, group, and otherwise manage files in your project, or choose a file to view or
edit its contents in the editor area.

¢ Symbol navigator. Browse the symbols in your project as a list or hierarchy. Buttons on the left of the filter
bar let you limit the shown symbols to a combination of only classes and protocols, only symbols in your
project, or only containers.

¢ Find navigator Use search options and filters to quickly find any string within your project.

¢ Issue navigator. View issues such as diagnostics, warnings, and errors found when opening, analyzing, and
building your project.

¢ Test navigator. Create, manage, run, and review unit tests.

¢ Debug navigator. Examine the running threads and associated stack information at a specified point or time
during program execution.

¢ Breakpoint navigator. Fine-tune breakpoints by specifying characteristics such as triggering conditions.

¢ Report navigator. View the history of your build, run, debug, continuous integration, and source control
tasks.

The Editors

Most development work in Xcode occurs in the editor area, the main area that is always visible within the
workspace window. The editors you use most often are:

¢ Source editor. Write and edit source code.
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|83 | ¢ > | [B ukicSchedule )| | ukteShedule )| | Classes | | Slide-OutView ) . LeftWiewController.swift | No Selection

1

2 f/ LeftViewController.swift

i // uktcShedule

b A

5 // Created by Deyan Marinov on 18/9/15.
& /f Copyright © 2015 Deyan Marinov. All rights reserved.
il Bk

% import UIKit

11 enum LeftMenu: Int {

12 case Main = @

13 case Swift

1h case Java

17 protocel LeftMenuProtocol : class {
18 func changeViewController(menu: LeftMenu}
}

class LeftViewController : UIViewController, LeftMenuProtocol {

2 @IBOutlet weak var tableView: UITableView!
2 var menus = ["Main", “Swift", "Java"]

5 var mainViewController: UIViewController!

26 var swiftViewController: UIViewController!
bl var javaViewController: UIViewController!

= var goViewController: UIViewController!

29 var nonMenuViewController: UIViewController!
# var imageHeaderView: ImageHeaderView!

x required init?(coder aDecoder: NSCoder) {

k= super, init{coder: aDecoder)

34 override func viewDidLoad() {

k3] super.viewDidLoad()

38 self.tableView.separatorColor = UIColor(red: 224/255, green: 2244255, blue: 224/255, alpha: 1.8)

40 let storyboard = UIStoryboard(name: "Main", bundle: nil)

1 let swiftViewController = storyboard.instantiateViewControllerWithIdentifier("SwiftViewController"} as!
SwiftViewController

self.swiftViewController = UINavigationController{rootViewController: swiftViewController}

ol let javaViewController = storyboard.instantiateViewControllerWithIdentifier("JavaViewController") as!
JavaViewController
self.javaViewController = UINavigationController(rootViewController: javaViewController)

B in

¥
— e N - DAL L IPL T F PP K B P

¢ Interface Builder. Graphically create and edit user interface files.
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= | @ uktcSchedule )| | uktcShedule E{ Main.storyboard !En_ Main.storyboard {Base) | No Selection | < & >

¥ [=| Right View Centroller Scene
B (1) Right View Controller
(i First Responder
Exit
v [E] Left View Controller Scene
B () Left View Controiler

(7 First Responder Table View
Exit Praitidype Cnnlent

—| Table View

Produtype Conies

v [Z] Main View Controller Scene
> @ Main Wiew Controller
i First Responder
Exit

~+ Storyboard Entry Point

w [E swift View Controlier Scene w3 Vi Cmtrtar

» () Swift View Controlier
{Jf First Responder

Exit

» [E] Java View Controller Scene davaiiswControllar

Mon Menu Centoler

» [E] Non Menu Controller Scene

Swi®t View Canroler

(@ Fitter Ii= wAny nAny EE B i taf

¢ Project editor. View and edit how your apps should be built, such as by specifying build options, target
architectures, and app entitlements.
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BE £ T@ uktcSchedule < >

ID M uktcSchedule & General Capabilities Resource Tags Infao Build Settings Build Phases Build Rules

¥ ldentity

Bundie ldentifier |com.aeyanm.uktc$heaulc |

Version | 1.0 |

Build |1 |

Team [ None

Mo matching provisioning profiles found

[Fix Issue |

¥ Deployment Info

Deployment Target |?’.i
Devices | iPhone
Main Interface |Ma'nn
Device Orientation Portrait
[ Upside Down
[T Landscape Left
[ Landscape Right
Status Bar Style | Default

[C] Hide status bar

|_| Reguires full screen

¥ App lcons and Launch Images

App lcons Source |' Applcon &

Configure the editor area for a given task with the editor configuration buttons on the right side of the toolbar:

o Standard Editor. Fills the editor area with the contents of the selected file.
¢ Assistant Editor. Presents a separate editor pane with content logically related to content in the standard

editor pane. You can also change the content.
¢ Version Editor. Shows the differences between the selected file in one pane and another version of that
same file in a second pane. This editor works only when your project is under source control.

Resources and Elements in Utilities Area

The utilities area on the far right of the workspace window gives you quick access to these resources: Inspectors, for
viewing and modifying characteristics of the file open in an editor Libraries of ready-made resources for use in your

project

The top panel of the utilities area displays inspectors. The bottom pane gives you access to libraries.
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@ @ ¢+ 3

Slmulated Metrics

size [ Inferred

Orientation | Inferred

Status Bar [ Irferred

Top 8ar | Inferred

(oJofololol

Bottom Bar | Inferred

View Controller

Title |

Is Initial View Controller

Layout Adjust Scroll View Insets
["] Hide Bettom Bar on Push
Resize View From NIB
[T] Use Full Screen (Deprecated)
Exiend Ecges Under Top Bars
Under Bottom Bars
[Tl Under Opague Bars

Transitlon Style [ Cover Vertical

(o] o)

Presentation [ Full Screen
[C] Defines Context
[T] Provides Context
Content Size [_| Use Preferred Explicit Size

| s00[() | s00])

Width Helight

Key Commands

O {} @ E

View Controller - & controller that
marages a view.

Storyboard Reference - Provides a
placehclder for a view controller in an
external storyboard.

Mavigation Controller - A
( controller that manages navigation

o2 (@ Fitter |

The first panel (highlighted in red) is the Inspector bar, use it to choose the inspector best suited to your current
task. Two inspectors are always visible in the inspector bar (additional inspectors are available in some editors):

¢ File inspector. View and manage metadata for the selected file. Typically you will localize storyboards and
other media files and change settings for user interface files.

¢ Quick Help. View details about a symbol, an interface element, or a build setting in the file. For example,
Quick Help displays a concise description of a method, where and how the method is declared, its scope, the
parameters it takes, and its platform and architecture availability.
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Use the Library bar (the second highlighted in red) to access ready-to-use libraries of resources for your project:

File templates. Templates for common types of files and code constructs.
Code snippets. Short pieces of source code for use in your software, such as class declarations, control

flows, block declarations, and templates for commonly used Apple technologies.
Objects. Items for your app’s user interface.
Media. Files containing graphics, icons, sound files, and the like.

To use a library, drag it directly to the appropriate area. For example, to use a code snippet, drag it from
the library to the source editor; to create a source file from a file template, drag its template to the project
navigator.

To restrict the items displayed in a selected library, type relevant text into the text field in the Filter bar (the bottom
pane). For example, type “button” in the text field to show all the buttons in the Objects library.

Manage Tasks with the Workspace Toolbar

The toolbar at the top of the workspace window provides quick access to frequently used commands. The Run
button builds and runs your products. The Stop button terminates your running code. The Scheme menu lets you
configure the products you want to build and run. The activity viewer shows the progress of tasks currently
executing by displaying status messages, build progress, and other information about your project.

The editor configuration buttons (the first group of three buttons) let you configure the editor area, and the
workspace configuration buttons (the second group of three buttons) hide or show the optional navigator,
debug, and utilities areas.

Run button Scheme menu Editor configuration button
i sos [ {_J [ ktechedue] Gl iPhone s Plus uktcSchedule || Build skicScheduls: Succeeded | 20758 z] =@ | <)) _\l
Stop button Activity viewer Workspace configuration button

The View menu includes commands to hide or show the toolbar.

UM Find Navigate Ed

Standard Editor (2
Assistant Editor 2
Version Editor b
Mavigators >
Debug Area [
Utilities 2
Hide Toolbar LT

. Show Tab Bar

Enter Full Screen ~3EF

Here | am presenting how to create first basic program in Swift 3 language. First you need to have any basic
programming language knowledge or not having then be ready to learn it from beginning.
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Requirements for developments:

1. MAC OS - Version 10.11.6 or later for new Xcode 8.2
2. Xcode - Version 8.2 Apple Document for Xcode introduction.

Xcode 8.2 has new Swift 3 language features with new iOS 10 compatible APi's.
Create your first program

First go to Application and open your Xcode 8.2.

OpenOffice Pages Photo Booth Photos Preview

a L';.{-::';-'r's': _'l iy
; é ] m— -. —
Reminders Safari Siri Skype Stickies

Time Machine Utilities Xcode 8.1
Maove ta Trash

A
]
]
A

After that you will see the screen

Welcome to Xcode

Version 8.2 {8C38) e

&

&j Get started with a playground
Explore new ideas quickly and easily.

.r": Create a new Xcode project
~ | Create an app for iPhone, iPad, Mac, Apple Watch or Apple TV.

)(_ Check out an existing project
Start working on something from an SCM repository.

Show this window when Xcode launches Ope

Then choose Create new Project and after that you will see next screen

QuickTime Plz

System
Preference:
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_ B Choose a template for your new project:

watchOS DS mac0s Cross-platform L%W
Application

1] ¥| =
' f - oo R

Single View Game Master-Detail Page-Based Tabbed

Application Application Application Application
188) O

oo
Sticker Pack iMessage
Application Application

Framework & Library

& &g i

Cocoa Touch Cocoa Touch Metal Library
Framework Static Library
~ Cancel / Mext

This is also very important part inside Xcode for selecting our project type. We need to choose our project according
to types of OS. There are five types of options available on the top side:

1. 10S
2. watchQOS
3. macOS

4. Cross-platform

Now we are choosing iOS platform for development and creating very basic project with the single view application
option:
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Choaose options for your new project: 0o e

Product Name: ||

Team: MNone “

Organization Name: *

Organization Identifier;  com R
Bundle identifier: corm oductName

Language: Swift w

Devices: = iPhone ﬂ

Use Core Data
Include Unit Tests
Include Ul Tests

O 6 =

Cancel Previous

oo
oo
il

Then we need to give Product Name, this will represent your Bundle name and application name.

Application name you can change later as per your requirements. Then we need to click "Create" and
after that your screen will look like this one below:

@ [ ] [ 3 A Demo App | i iFhone 7 Plus Indexing

B % Q@ N © = o B |[B < [E] Demo App Demo App [ ViewControlier.swift | No Selection
v [& Demo App
v Demo App
«| AppDelegate.swift
¥ ViewController.swift
Main.storyboard
|55] Assets.xcassets
LaunchScreen.storyboard UIKit
Info.plist
» | | Demo AppTests 1 ViewController:

» | | Demo AppUiTest
emo AppUliTests viewDidLoad() {

b [ | Products .viewDidLoad()

didReceiveMemoryWarning() {
.didReceiveMemoryWarning()

Inside this class you can see the file name is ViewController.swift and inside the class the name is also
ViewController which is inheritance by the UlViewController super class and finally we're creating our first variable
which name is myString of the type 'String'. Add the following under 'super.viewDidLoad()'

let myString = "Hello, World!"

We are going to print the content of this variable. First, select your simulator type at the top left hand side of the
screen and then click on the "Run" button.
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v [E Demo App
v Demo App
«| AppDelegate.swift
4 ViewController.swift 9 UIKit
Main.storyboard

ViewController:
|55| Assets.xcassets .
LaunchScreen.storyboard 3 viewDidLoad() {
Info.plist ad()

> Demo AppTests myString =
> Demo AppUITests

» Products

= = I 1 m 2o <7 Demo App

Hello, World!
|

After that your output will be shown on terminal which is on bottom right hand side. Congratulations, This is your
first Hello World program inside Xcode.
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Chapter 2: UlLabel

The UlLabel class implements a read-only text view. You can use this class to draw one or multiple lines of static
text, such as those you might use to identify other parts of your user interface. The base UlLabel class provides
support for both simple and complex styling of the label text. You can also control over aspects of appearance, such
as whether the label uses a shadow or draws with a highlight. If needed, you can customize the appearance of your
text further by subclassing.

Section 2.1: Create a UlLabel
With a Frame

When you know the exact dimensions you want to set for your label, you can initialize a UILabel with a CGRect
frame.

Swift

let frame = CGRect(x: @, y: 0, width: 200, height: 21)
let label = UILabel(frame: frame)
view.addSubview(label)

Objective-C

CGRect frame = CGRectMake(@, 6, 200, 21);
UILabel *label = [[UILabel alloc] initWithFrame:frame];
[view addSubview:label];

With Auto Layout

You can add constraints on a UILabel when you want iOS to dynamically calculate its frame at runtime.

Swift

let label = UILabel()

label.backgroundColor = .red
label.translatesAutoresizingMaskIntoConstraints = false
view.addSubview(label)

NSLayoutConstraint.activate([
//stick the top of the label to the top of its superview:
label.topAnchor.constraint(equalTo: view.topAnchor)

//stick the left of the label to the left of its superview
//if the alphabet is left-to-right, or to the right of its
//superview if the alphabet is right-to-left:

label.leadingAnchor.constraint(equalTo: view.leadingAnchor)

//stick the label's bottom to the bottom of its superview:
label.bottomAnchor.constraint(equalTo: view.bottomAnchor)

//the label's width should be equal to 100 points:
label.widthAnchor.constraint(equalToConstant: 100)

D
Objective-C

UILabel *label = [[UILabel alloc] init];
With Objective-c + Visual Format Language (VFL)

UlLabel *label = [UILabel new]; label.translatesAutoresizingMaskintoConstraints = NO; [self.view addSubview label];
// add horizontal constraints with 5 left and right padding from the leading and trailing [self.view
addConstraints:[NSLayoutConstraint constraintsWithVisualFormat:@"V: | -5-[labelName]-5-| " options:0 metrics:nil
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views:@{@"labelName":label}]]; // vertical constraints that will use the height of the superView with no padding on
top and bottom [self.view addConstraints:[NSLayoutConstraint constraintsWithVisualFormat:@"H: | [labelName] | "
options:0 metrics:nil views:@{@"labelName":label}]]

VFL documentation can be found here

After the label has been created, be sure to set the dimensions via Auto Layout. Xcode will display errors if it is done
improperly.

With Interface Builder

You also use Interface Builder to add a UILabel to your Storyboard or .xib file by dragging a Label from the Object
Library panel and dropping it into a view in the canvas:

O {3 @ &

La b I Label - A variably sized amount of
e statlc text,

Label

B3 1= tof tad | 58 @ vilabel o

Instead of specifying a frame (position and size) for a UILabel programmatically, a Storyboard or a .xib lets you
use Auto Layout to add constraints to the control.

In order to access this label created from storyboard or xib create an IBOutlet of this label.
Linking Between Interface Builder and View Controller

Once you have added a UILabel to your Storyboard or .xib the file you can link it to your code by pressing Control
~ and then dragging the mouse between the UILabel to your ViewController, or you could drag to the code while
right clicking for it to have the same effect.

11 class ViewController

12 -
(a— , -
o LA override func vi
4 ahel
O

abe>— 14 super.viewDi
15 // Do any ad
view, ty

16 }

In the properties dialog, you can set the name of UILabel, and set it as strong or weak. For more information about
strong and weak, see this,
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The other way is to make the outlet programmatically as follows:

Swift

@IBOutlet weak var nameLabel : UILabel!

Objective-C

@property (nonatomic, weak) IBOutlet UILabel *namelabel;

When you make a label and set its text to be more than a single line that it can display, it will be truncated and you
will see only one line of text ending with three dots (...). This is because a property called issetto1,
and therefore only one line will be displayed. It is a common mistake in handling UILabels, and many people think
of it as a bug, or they may use more than one label to show more than a line of text, but just by editing this
property, we can tell a UILabel to accept up to the specified number of lines. For example, if this property is set to
5, the label can show 1, 2, 3, 4 or 5 lines of data.

Setting the value programmatically

To set this property, simply assign a new integer to it:

Swift

label.numberOfLines = 2
Objective-C
label.numberOfLines = 2;

Note

It is possible to set this property to 0. However, this doesn't mean that it won't accept any lines, instead it
means that the label can have as many lines as needed (aka "Infinity"):

Swift

label.numberOfLines = ©
Objective-C
label.numberOfLines = 0@;

Note

If the label has a height constraint, the constraint will be respected. In this case, label.numberOfLines =
@ may not work as expected.

Note

For a more complex multi-line text, UlITextView may be a better fit.*

Setting the value in the Interface Builder

Instead of setting numberOfLines programmatically, you can use a Storyboard or a .xib and set the numberOfLines
property. That way, we achieve the same results as the above code.
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Like as below:

Label
Taxt _F‘Iair ﬁ
Label
Color | m—— |
Eont | System 17.0 o
Alignment E _ E _ = _ E ﬁ
Lines -1-371
Behavior 3 Enabled
| Highlighted

Section 2.3: Set Font

Swift
let label = UILabel()

Objective-C

UILabel *label
or
UILabel xlabel

[[UILabel alloc] init];

[UILabel new]; // convenience method for calling alloc-init

Change the default font's size
Swift

label.font = UIFont.systemFont0fSize(17)

Swift 3
label.font = UIFont.systemFont(ofSize: 17)

Objective-C
label.font = [UIFont systemFontOfSize:17];

Use a specific font weight
Version = i0S 8.2

Swift

label.font = UIFont.systemFont0fSize(17, weight: UIFontWeightBold)
Swift3

label.font = UIFont.systemFont(ofSize: 17, weight: UIFontWeightBold)
Objective-C

label.font = [UIFont systemFontOfSize:17 weight:UIFontWeightBold];
Version < i0S 8.2
Swift

label.font

UIFont.boldSystemFont0fSize(17)

Swift3
label.font = UIFont.boldSystemFont(ofSize: 17)
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Objective-C
label.font = [UIFont boldSystemFontO0fSize:17];
Use a Dynamic Type text style.
The font and point size will be based on the user's preferred reading size.
Swift

label.font = UIFont.preferredFontForTextStyle(UIFontTextStyleBody)

Swift 3
label.font = UIFont.preferredFont(forTextStyle: .body)

Objective-C
label.font = [UIFont preferredFontForTextStyle:UIFontTextStyleBody];

Use a different font altogether
Swift

label.font = UIFont(name: "Avenir", size: 15)

Objective-C
label.font

[UIFont fontWithName:@"Avenir" size:15];

Override font size
A way to set the font size without knowing the font family is to use the font property of the UILabel.

Swift
label.font = label.font.fontWithSize(15)

Swift 3
label.font = label.font.withSize(15)

Objective-C
label.font = [label.font fontWithSize:15];

Use Custom Font Swift

You can use the label's textColor property to apply a text color to the entire text of the label.

Swift

label.textColor = UIColor.redColor()
label.textColor = UIColor(red: 64.0/255.08, green: 88.0/255.0, blue: 41.08/225.0, alpha: 1)

Swift 3

label.textColor = UIColor.red
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label.textColor = UIColor(red: 64.0/255.08, green: 88.0/255.0, blue: 41.6/225.0, alpha: 1)
Objective-C

label.textColor = [UIColor redColor];
label.textColor = [UIColor colorWithRed:64.08f/255.0f green:88.0f/255.0f blue:41.0f/255.0f
alpha:1.0f];

Applying text color to a portion of the text
You can also vary the text color (or other attributes) of portions of the text by using NSAttributedString:
Objective-C

attributedString = [[NSMutableAttributedString alloc] initWithString:@"The grass is green; the sky
is blue."];

[attributedString addAttribute: NSForegroundColorAttributeName value:[UIColor greenColor]

range :NSMakeRange (13, 5)];

[attributedString addAttribute: NSForegroundColorAttributeName value:[UIColor blueColor]

range :NSMakeRange (31, 4)];

label.attributedText = attributesString;

Swift

let attributedString = NSMutableAttributedString(string: "The grass is green; the sky is blue.")
attributedString.addAttribute(NSForegroundColorAttributeName, value: UIColor.green(), range:
NSRange(location: 13, length: 5))

attributedString.addAttribute(NSForegroundColorAttributeName, value: UIColor.blue(), range:
NSRange(location: 31, length: 4))

label.attributedText = attributedString

Swift

label.backgroundColor = UIColor.redColor()

label.backgroundColor .redColor()
Swift 3

UIColor.red

label.backgroundColor

Objective-C

label.backgroundColor [UIColor redColor];

Suppose you have a UILabel on your storyboard and you have created an IBOutlet foritin
ViewController.swift /ViewController.mand named it labelOne

To make the changes easily visible, change the backgroundColor and textColor of labelOne in the viewDidLoad
method:

The function sizeToFit is used when you want to automatically resize a label based on the content stored within it.
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Swift

labelOne.backgroundColor = UIColor.blueColor()
labelOne.textColor = UIColor.whiteColor ()
labelOne.text = "Hello, World!'"
labelOne.sizeToFit()

Swift 3

labelOne.backgroundColor = UIColor.blue
labelOne.textColor = UIColor.white
labelOne.text = "Hello, World!"
labelOne.sizeToFit()

Objective-C

labelOne.backgroundColor = [UIColor blueColor];
labelOne.textColor = [UIColor whiteColor];
labelOne.text = @"Hello, World!";

[labelOne sizeToFit];

The output for the above code is:

iFrne Bs Plus - iPhone Os Mos (B0

- v il A -

As you can see, there is no change as the text is perfectly fitting in labelOne. sizeToFit only changes the label’'s
frame.

Let’s change the text to a slightly longer one:
labelOne.text = "Hello, World! I'm glad to be alive!"

Now, labelOne looks like this:
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Even calling sizeToFit doesn't change anything. This is because by default, the numberOfLines shown by the
UlLabel is set to 1. Let’s change it to zero on the storyboard:

D@90 e

Label
Text Plain E
Labei
Cotor EEEE Defauft B

Fom  System 17.0 « [}
aignment == = = = B
Lines {1 Jikes
Bahavioe [ Enabled
Highlighted
Basaline Align Baselines

Lme Breaks  Truncate Tail

Autoahrink  Fixed Font Size
Tightan Letter Spacing

oo

Highiighted BN Defauit
Shagow [ Defauit

o mm

Shadow Offsat 1 e

-1
Harizcetal Vartical

This time, when we run the app, labelOne appears correctly:

GoalKicker.com - iOS® Developer Notes for Professionals

29


http://i.stack.imgur.com/APm94m.png
http://i.stack.imgur.com/brrSLm.png
https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

iPhane B Plus - Phone Bs Pius ) 10-.
Cama W S s -

The numberOfLines property can also be changed in the ViewController file:

// Objective-C

labelOne.numberOfLines = 0;
// Swift
labelOne.numberOfLines = ©

Section 2.7: Text alignment

Swift

label.textAlignment
//or the shorter
label.textAlignment

NSTextAlignment.left

.left

Any value in the NSTextAlignment enum is valid: .left, .center, .right, .justified, .natural

Objective-C
label.textAlignment = NSTextAlignmentLeft;

Any value in the NSTextAlignment enum is valid: NSTextAlignmentLeft, NSTextAlignmentCenter,
NSTextAlignmentRight, NSTextAlignmentJustified, NSTextAlignmentNatural

Vertical alignment in UILabel is not supported out of the box: Vertically align text to top within a UlLabel

Section 2.8: Calculate Content Bounds (for i.e. dynamic cell
heights)

A common use case for wanting to calculate the frame a label will take up is for sizing table view cells appropriately.
The recommended way of doing this is using the NSString method

boundingRectWithSize:options:attributes:context:.
options takes String drawing options:

® NSStringDrawingUsesLineFragmentOrigin should be used for labels with multiple lines
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® NSStringDrawingTruncatesLastVisibleLine should be added using the | operator if there are a maximum
number of lines

attributes is an NSDictionary of attributes that effect attributed strings (full list: ) but the factors that
effect height include:

¢ NSFontAttributeName: Very important, the size and font family is a critical part of the label's displayed size.

¢ NSParagraphStyleAttributeName: For customizing how the text is displayed. This includes line spacing,
text alignment, truncation style, and a few other options. If you did not explicitly change any of these values
you should not have to worry about this much, but may be important if you toggled some values on IB.

context should be nil since the primary NSStringDrawingContext use case is for allowing font to resize to fit a
specified rect, which shouldn't be the case if we're calculating a dynamic height.

Objective C

- (CGFloat)tableView:(UITableView *)tableView heightForRowAtIndexPath:(NSIndexPath *)indexPath {
UITableViewCell *cell = [tableView cellForRowAtIndexPath:indexPath];

NSString *labelContent = cell.thelLabel.text;

// you may choose to get the content directly from the data source if you have done minimal
customizations to the font or are comfortable with hardcoding a few values
// NSString xlabelContent = [self.dataSource objectAtIndexPath:indexPath];

// value may be hardcoded if retrieved from data source
NSFont *labelFont = [cell.thelLabel font];

// The NSParagraphStyle, even if you did not code any changes these values may have been
altered in IB

NSMutableParagraphStyle *paragraphStyle = [NSMutableParagraphStyle new];

paragraphStyle.lineBreakMode = NSLineBreakByWordWrapping;

paragraphStyle.alignment = NSTextAlignmentCenter;

NSDictionary *attributes = @{NSFontAttributeName: labelFont,
NSParagraphStyleAttributeName: paragraphStyle};

// The width is also important to the height

CGFloat labelWidth = CGRectGetWidth(cell.thelabel.frame);

// If you have been hardcoding up to this point you will be able to get this value by
subtracting the padding on left and right from tableView.bounds.size.width
// CGFloat labelWidth = CGRectGetWidth(tableView.frame) - 20.0f - 20.0f;

CGRect bodyBounds = [labelContent boundingRectWithSize:CGSizeMake(width, CGFLOAT_MAX)
options:NSStringDrawingUsesLineFragmentOrigin attributes:attributes context:nil];

return CGRectGetHeight(bodyBounds) + heightOfObjectsOnTopOfLabel + heightOfObjectBelowlLabel;

Swfit 3

override func tableView(_ tableView: UITableView, heightForRowAt indexPath: IndexPath) -> CGFloat {
var cell = tableView.cellForRow(atIndexPath: indexPath)!
var labelContent = cell.thelabel.text
var labelFont = cell.thelLabel.font
var paragraphStyle = NSMutableParagraphStyle()

paragraphStyle.lineBreakMode = .byWordWrapping
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paragraphStyle.alignment = .center

var attributes = [NSFontAttributeName: labelFont, NSParagraphStyleAttributeName:
paragraphStyle]

var labelWidth: CGFloat = cell.thelLabel.frame.width

var bodyBounds = labelContent.boundingRect(withSize: CGSize(width: width, height: CGFLOAT_MAX),
options: .useslLineFragmentOrigin, attributes: attributes, context: nil)

return bodyBounds.height + heightOfObjectsOnTopOfLabel + heightOfObjectBelowLabel

Conversely, if you do have a set maximum number of lines you will first need calculate the height of a single line to
make sure we don't get a value taller than the allowed size:

// We calculate the height of a line by omitting the NSStringDrawingUsesLineFragmentOrigin
option, which will assume an infinitely wide label
CGRect singlelLineRect = [labelContent boundingRectWithSize:CGSizeMake(CGFLOAT_MAX, CGFLOAT_MAX)
options:NSStringDrawingTruncatesLastVisiblelLine
context:nil];
CGFloat lineHeight = CGRectGetHeight(singlelLineRect);
CGFloat maxHeight = lineHeight * cell.thelLabel.numberOfLines;

// Now you can call the method appropriately

CGRect bodyBounds = [labelContent boundingRectWithSize :CGSizeMake(width, maxHeight)
options:(NSStringDrawingUsesLineFragmentOrigin|NSStringDrawingTruncateslLastVisiblelLine)
attributes:attributes context:nil];

return CGRectGetHeight(bodyBounds) + heightOfObjectsOnTopOfLabel + heightOfObjectBelowlLabel;

01. Underline Text :- Single/Double Line, Strike Through :- Single/Double Line
Step 1

Select the Label and change the label type Plain to Attributed
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Step 4

Then font view will show up and click underline button to make text underline or click strikethrough button to make
the text strikethrough.And select single line or double line.
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Finally click enter and label will be shown underline or strikethrough according to your selection.
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02. Add text shaddow/background blur effects

Get the Font view as the above described and click the effects button.
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Finally change shaddow and offset according to your preferences.
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Section 2.10: Clickable Label

NOTE: In most cases, it is better to use a UIButton instead of making a UILabel you can tap on. Only use
this example, if you are sure, that you don't want to use a UIButton for some reason.

1. Create label
2. Enable user interaction
3. Add UITapGestureRecognizer

The key to create a clickable UILabel is to enable user interaction.

Swift
let label = UILabel()

GoalKicker.com - iOS® Developer Notes for Professionals 38


http://i.stack.imgur.com/jX6SM.png
http://i.stack.imgur.com/YagLy.png
http://i.stack.imgur.com/O9Soj.png
https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

label.userInteractionEnabled = true

let gesture = UITapGestureRecognizer(target: self, action: #selector(labelClicked(_:)))
label.addGestureRecognizer(gesture)

Objective-C

UILabel *label = [[UILabel alloc] init];
[label setUserInteractionEnabled:YES];

UITapGestureRecognizer* gesture = [[UITapGestureRecognizer alloc] initWithTarget:self
action:@selector(labelClicked:)];
[label addGestureRecognizer:gesture];

Setting "userinteractionEnabled" in storyboard's attributes inspector
Instead of using code, you can select the UlLabel inside the storyboard and check the option:

View
Mode | Left

Semantic Unspepﬁ@d_

Tag 0

Interacticn || User Interaction Enabled
Multiple Touch

Section 2.11: Variable height using constraints

You can make an UILabel with a dynamic height using auto layout.

You need to set the number0OfLines to zero (0), and add a minimal height by setting up a constraints with a relation

of type .GreaterThanOrEqual on the .Height attribute

Version = i0S 6
Swift

label.numberOfLines = ©

let heightConstraint = NSLayoutConstraint(
item: label,
attribute: .Height,
relatedBy: .GreaterThanOrEqual,
toItem: nil,
attribute: .NotAnAttribute,
multiplier: 9,
constant: 20

)

label.addConstraint(heightConstraint)

Version = i0S 9
Swift

label.numberOfLines = ©
label.translatesAutoresizingMaskIntoConstraints = false
label.heightAnchor.constraintGreaterThanOrEqualToConstant(20).active = true

Section 2.12: LineBreakMode

Using code
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UILabel.lineBreakMode: NSLineBreakMode

Swift

label.lineBreakMode = .ByTruncatingTail

e .ByWordWrapping

e _ByCharWrapping

e ByClipping

e _ByTruncatingHead

e _ByTruncatingTail

e _ByTruncatingMiddle

Swift 3

label.lineBreakMode = .byTruncatingTail

e _byWordWrapping

e _byCharWrapping

e _byClipping

e _byTruncatingHead

e _byTruncatingTail

e _byTruncatingMiddle

Objective-C

[label setlLineBreakMode:NSLineBreakByTruncatingTail];

e NSLineBreakByWordWrapping

NSLineBreakByCharWrapping
e NSLineBreakByClipping

NSLineBreakByTruncatingHead

NSLineBreakByTruncatingTail
e NSLineBreakByTruncatingMiddle

Using storyboard

This can also be set in the attributes inspector of a UlLabel:

e =29 E @

O @3 ¢ B &

Label Label
Text | Plain Text | Plain
| | | |
Colar | [ ] Colar | [ |"
+ Foent | Hefvetica Neue 20.0 =+ '_ﬁ i, Font | Helvetica Neue 20.0 :
Aignmen = = = = B Alignme Clip
Lines o Lim 3
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Behavier B Enabled Behavl  \uorg Wrap

[T] Highlighted

Baseling | Align Baselines
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¢ | <

Autoshrink | Minimum Font Size

[ Tighten Letter Spacing
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Constants

e Word Wrapping - wrapping occurs at word boundaries, unless the word itself doesn’t fit on a single line

e Char Wrapping - wrapping occurs before the first character that doesn’t fit

¢ Clipping - lines are simply not drawn past the edge of the text container

¢ Truncating Head - the line is displayed so that the end fits in the container and the missing text at the
beginning of the line is indicated by an ellipsis glyph

e Truncating Tail - the line is displayed so that the beginning fits in the container and the missing text at the
end of the line is indicated by an ellipsis glyph

¢ Truncating Middle - the line is displayed so that the beginning and end fit in the container and the missing
text in the middle is indicated by an ellipsis glyph

Section 2.13: Add shadows to text
Swift

labell.layer.shadowOffset = CGSize(width: 3, height: 3)
label1l.layer.shadowOpacity = 0.7
labell.layer.shadowRadius = 2

Swift 3

labell.layer.shadowOffset = CGSize(width: 3, height: 3)
labell.layer.shadowOpacity = 0.7
label1l.layer.shadowRadius = 2

Objective-C

labell.layer.shadowOffset = CGSizeMake(3, 3);
labell.layer.shadowOpacity = 0.7;
labell.layer.shadowRadius = 2;

| Like My Cat

Section 2.14: Changing Text in an Existing Label

Changing the text of an existing UILabel can be done by accessing and modifying the text property of the UILabel.

This can be done directly using String literals or indirectly using variables.
Setting the text with String literals

Swift
label.text = "the new text"
Objective-C

// Dot Notation
label.text = @"the new text";
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// Message Pattern
[label setText:@"the new text"];

Setting the text with a variable

Swift

let stringVar = "basic String var"
label.text = stringVar

Objective-C

NSString * stringVar = @"basic String var";

// Dot Notation
label.text = stringVar;

// Message Pattern
[label setText: stringVar];

Section 2.15; Auto-size label to fit text

This example shows how a label's width can automatically resize when the text content changes.
Carrier = 1:16 PM [

Label

Change text

Pin the left and top edges

Just use auto layout to add constraints to pin the left and top sides of the label.

Add New Constraints

s ||

T
0 = | ]if| 518 -
A —
o O

Spacing to nearest neighbor

Chan ge text Constrain to margins
| [=] width 42 "
| [E] Height 21 -

After that it will automatically resize.
Notes

e This example comes from this Stack Overflow answer.
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¢ Don't add constraints for the width and height. Labels have an intrinsic size based on their text content.

¢ No need to set sizeToFit when using auto layout. The complete code for the example project is here:

import UIKit
class ViewController: UIViewController {

@IBOutlet weak var mylLabel: UILabel!

@IBAction func changeTextButtonTapped(sender: UIButton) {
myLabel.text = "my name is really long i want it to fit in this box"

}

¢ This method can also be used to correctly space multiple labels horizontally as in this example.

Carrier ¥ 2119 PM [

Label Label Label

Change text

e If you want your label to line wrap then set the number of lines to 0 in IB and add
myLabel.preferredMaxLayoutWidth = 150 // or whatever in code. (The button is also pinned to the
bottom of the label so that it will move down when the label height increased.)

iPhone 65 - iPhone G5 / i0S5 9.2 (13C75)
Carrier ¥ 1:49 PM -_—

my name is really
long i want it to fit
in this box

Change text

?ection 2.16: Get UlLabel's size strictly based on its text and
ont

NSString provides method boundingRectWithSize which can be used to predict the resulting CGSize of a UILabel

based on its text and font without the need of creating a UILabel
Objective-C

[[text boundingRectWithSize:maxSize options:(NSStringDrawingTruncateslLastVisiblelLine |
NSStringDrawingUsesLineFragmentOrigin) attributes:@{NSFontAttributeName: fontName} context:nil]

size];
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Swift

let nsText = text as NSString?
nsText?.boundingRectWithSize(maxSize, options: [.TruncateslLastVisibleline,
.UseslLineFragmentOrigin], attributes: [NSFontAttributeName: fontName], context: nil).size

Swift
Create Label and label Height constraint outlet. Add below code where you will asign text to label.

@IBOutlet var lblDescriptionHeightConstration: NSLayoutConstraint!
@IBOutlet weak var 1lblDescription: UILabel!

let maxWidth = UIScreen.mainScreen().bounds.size.width - 480
let sizeOfLabel = self.lblDesc.sizeThatFits(CGSize(width: maxWidth, height: CGFloat.max))
self.lblDescriptionHeightConstration.constant = sizeOflLabel.height

Note: "40" is the space of left and right side of screen.

Section 2.17: Highlighted and Highlighted Text Color
Objective-C

UILabel *label = [[UILabel alloc] init];
label.highlighted = YES;
label.highlightedTextColor

[UIColor redColor];

Swift

let label = UILabel()
label.highlighted = true
label.highlightedTextColor

UIColor.redColor()

Swift 3

let label = UILabel()
label.isHighlighted = true

label.highlightedTextColor UIColor.red

Section 2.18: Justify Text

Swift

let sampleText = "Lorem ipsum dolor sit amet, consectetur adipisicing elit, sed do eiusmod tempor
incididunt ut labore et dolore magna aliqua. Ut enim ad minim veniam, quis nostrud exercitation
ullamco laboris nisi ut aliquip ex ea commodo consequat. Duis aute irure dolor in reprehenderit in
voluptate velit esse cillum dolore eu fugiat nulla pariatur. Excepteur sint occaecat cupidatat non
proident, sunt in culpa qui officia deserunt mollit anim id est laborum."

// Create label

let label = UILabel(frame: CGRectMake(®, ©, view.frame.size.width, 400))
label.numberOfLines = ©

label.lineBreakMode = NSLineBreakMode.ByWordWrapping

// Justify text through paragraph style
let paragraphStyle = NSMutableParagraphStyle()
paragraphStyle.alignment = NSTextAlignment.Justified
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let attributes = [NSParagraphStyleAttributeName: paragraphStyle, NSBaselineOffsetAttributeName:
NSNumber (float: 0)]

let attributedString = NSAttributedString(string: sampleText, attributes: attributes)
label.attributedText = attributedString

view.addSubview(label)

Objective-C

NSString *sampleText = @"Lorem ipsum dolor sit amet, consectetur adipisicing elit, sed do eiusmod
tempor incididunt ut labore et dolore magna aliqua. Ut enim ad minim veniam, quis nostrud
exercitation ullamco laboris nisi ut aliquip ex ea commodo consequat. Duis aute irure dolor in
reprehenderit in voluptate velit esse cillum dolore eu fugiat nulla pariatur. Excepteur sint
occaecat cupidatat non proident, sunt in culpa qui officia deserunt mollit anim id est laborum.";

// Create label
UILabel *label = [[UILabel alloc] initWithFrame:CGRectMake(©, 0, self.view.frame.size.width,
400)1];
label.numberOfLines
label.lineBreakMode

9,
NSLineBreakByWordWrapping;

// Justify text through paragraph style
NSMutableParagraphStyle *paragraphStyle = [[NSMutableParagraphStyle alloc] init];
paragraphStyle.alignment = NSTextAlignmentJustified;
NSAttributedString *attributedString = [[NSAttributedString alloc] initWithString:sampleText
attributes:@{
NSParagraphStyleAttributeName : paragraphStyle,
NSBaselineOffsetAttributeName : [NSNumber numberWithFloat:0]

H
label.attributedText = attributedString;

[self.view addSubview:label];

Section 2.19: Dynamic label frame from unknown text length

Sometimes we have to resize a UlLabel based on dynamic content where the text length is unknown. In this
example, width of the UlLabel is fixed at 280 points and the height is infinite, lets say 9999. Estimating the frame
with respect to the text style and maximumLabelSize.

Objective-C
UILabel * label = [[UILabel alloc] init];

NSString *message = @"Some dynamic text for label";

//set the text and style if any.
label.text = message;

label.numberOflLines = 0;

CGSize maximumLabelSize = CGSizeMake (280, 9999); //280:max width of label and 9999-max height of
label.

// use font information from the UILabel to calculate the size
CGSize expectedLabelSize = [label sizeThatFits:maximumLabelSize];

//Deprecated in i0S 7.0
//CGSize expectedlLabelSize = [message sizeWithFont:label.font constrainedToSize:maximumlLabelSize

lineBreakMode :NSLineBreakByWordWrapping];

// create a frame that is filled with the UILabel frame data
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CGRect newFrame = label.frame;

// resizing the frame to calculated size
newFrame.size.height = expectedLabelSize.height;

// put calculated frame into UILabel frame
label.frame = newFrame;

Swift

var message: String = "Some dynamic text for label"

//set the text and style if any.

label.text = message

label.numberOfLines = ©

var maximumLabelSize: CGSize = CGSize(width: 280, height: 9999)
var expectedlLabelSize: CGSize = label.sizeThatFits(maximumLabelSize)
// create a frame that is filled with the UILabel frame data
var newFrame: CGRect = label.frame

// resizing the frame to calculated size

newFrame.size.height = expectedlLabelSize.height

// put calculated frame into UILabel frame

label.frame = newFrame
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Chapter 3: UlLabel text underlining

Section 3.1: Underlining a text in a UlLabel using Objective C

UILabel *label=[[UILabel alloc]initWithFrame:CGRectMake(@0, ©, 320, 480)];
label.backgroundColor=[UIColor lightGrayColor];

NSMutableAttributedString *attributedString;

attributedString = [[NSMutableAttributedString alloc] initWithString:@"Apply Underlining"];

[attributedString addAttribute:NSUnderlineStyleAttributeName value:@1 range:NSMakeRange(9,
[attributedString length])];

[label setAttributedText:attributedString];

Section 3.2: Underlining a text in UlLabel using Swift

let label = UILabel.init(frame: CGRect(x: @, y:0, width: 100, height: 40))

label.backgroundColor = .lightGray

let attributedString = NSMutableAttributedString.init(string: "Apply UnderLining")

attributedString.addAttribute(NSUnderlineStyleAttributeName, value: 1, range:
NSRange.init(location: @, length: attributedString.length))

label.attributedText = attributedString
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Chapter 4: attributedText in UlLabel

The current styled text that is displayed by the label.

You can add HTML text in UILabel using attributedText property or customized single UILabel text with different
property

Section 4.1: HTML text in UlLabel

NSString * htmlString = @"<html><body> <b> Example bold text in HTML </b> </body></html>";
NSAttributedString * attrStr = [[NSAttributedString alloc] initWithData:[htmlString
dataUsingEncoding:NSUnicodeStringEncoding] options:@{ NSDocumentTypeDocumentAttribute:
NSHTMLTextDocumentType } documentAttributes:nil error:nil];

UILabel * yourLabel = [[UILabel alloc] init];
yourLabel.attributedText = attrStr;

Section 4.2: Set different property to text in single UlLabel

The first step you need to preform is to create a NSMutableAttributedString object. The reason we create a
NSMutableAttributedString instead of NSAttributedString is because it enables us to append string to it.

NSString *fullStr = @"Hello World!";
NSMutableAttributedString *attString =[[NSMutableAttributedString alloc]initWithString:fullStr];

// Finding the range of text.
NSRange rangeHello = [fullStr rangeOfString:@"Hello"];
NSRange rangeWorld = [fullStr rangeOfString:@"World!"];

// Add font style for Hello
[attString addAttribute: NSFontAttributeName
value: [UIFont fontWithName:@"Copperplate"” size:14]
range: rangeHello];
// Add text color for Hello
[attString addAttribute: NSForegroundColorAttributeName
value: [UIColor blueColor]
range: rangeHello];

// Add font style for World!

[attString addAttribute: NSFontAttributeName
value: [UIFont fontWithName:@"Chalkduster" size:20]
range: rangeWorld];

// Add text color for World!

[attString addAttribute: NSForegroundColorAttributeName

value: [UIColor colorWithRed:(66.0/255.0) green:(244.0/255.0) blue:(197.08/255.0)

alpha:1]
range: rangeWorld];

// Set it to UILabel as attributedText

UILabel * yourLabel = [[UILabel alloc] initWithFrame:CGRectMake(10, 150, 200, 100)];
yourlLabel.attributedText = attString;

[self.view addSubview:yourLabel];

Output:
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HELLO 'WOT' I.d!
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Chapter 5: UlButton

UlButton : UlControl intercepts touch events and sends an action message to a target object when it's tapped. You

can set the title, image, and other appearance properties of a button. In addition, you can specify a different
appearance for each button state.

Section 5.1: Creating a UlButton

UlButtons can be initialized in a frame:
Swift
let button = UIButton(frame: CGRect(x: x, y: y, width: width, height: height)
Objective C
UIButton xbutton = [[UIButton alloc] initWithFrame:CGRectMake(x, y, width, height)];
A specific type of UIButton can be created like this:
Swift
let button = UIButton(type: .Custom)
Objective C
UIButton *button = [UIButton buttonWithType:UIButtonTypeCustom];
where type is a UIButtonType:

enum UIButtonType : Int {
case Custom
case System
case DetailDisclosure
case InfolLight
case InfoDark
case ContactAdd
static var RoundedRect: UIButtonType { get }

Section 5.2: Attaching a Method to a Button

To add a method to a button, first create an action method:
Objective-C

-(void) someButtonAction{
NSLog(@"Button is tapped");

Swift

func someButtonAction() {
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print("Button is tapped")

Now to add this action method to your button, you have to write following line of code:

Objective C

[yourButtonInstance addTarget:self action:@selector(someButtonAction)
forControlEvents:UIControlEventTouchUpInside];

Swift

yourButtonInstance.addTarget(self, action: #selector(someButtonAction), forControlEvents:
.touchUpInside)

For ControlEvents, all members of ENUM UlControlEvents are valid.

Section 5.3: Setting Font
Swift

myButton.titlelLabel?.font = UIFont(name: "YourFontName", size: 20)

Objective C

myButton.titlelLabel.font = [UIFont fontWithName:@"YourFontName" size:20];

Section 5.4: Set Image

Swift

button.setImage(UIImage(named:"test-image"), forState: .normal)

Objective C
[self.button setImage:[UIImage imageNamed:@"test-image"] forState:UIControlStateNormal];

Multiple Control States

You can also set an image for multiple UIControlStates, for example to set the same image for the Selected and
Highlighted state:

Swift

button.setImage(UIImage(named:"test-image"), forState:[.selected, .highlighted])

Objective C

[self.button setImage:[UIImage imageNamed:@"test-image"]
forState:UIControlStateSelected|UIControlStateHighlighted];

1§ection 5.5: Get UlButton's size strictly based on its text and
ont

To get the the exact size of a UlButton's text based on its font, use the function intrinsicContentSize.
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Swift
button.intrinsicContentSize.width
Objective-C

button.intrinsicContentSize.width;

Section 5.6: Disabling a UlButton
A button can be disabled by

Swift

myButton.isEnabled = false
Objective-C:
myButton.enabled = NO;

The button will become gray:

If you don't want the button appearance to change when disabled set adjustsImageWhenDisabled to false / NO
Section 5.7: Set title
Swift
button.setTitle(titleString, forState: controlState)
Objective C
[button setTitle:(NSString *) forState:(UIControlState)];
To set the default title to "Hello, World!"
Swift
button.setTitle("Hello, World!", forState: .normal)
Objective C

[button setTitle:@"Hello, World!" forControlState:UIControlStateNormal];

Section 5.8: Set title color

//Swift
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button.setTitleColor(color, forControlState: controlState)

//0bjective-C
[button setTitleColor:(nullable UIColor *) forState:(UIControlState)];

To set the title color to blue

//Swift
button.setTitleColor(.blue, for: .normal)

//0bjective-C
[button setTitleColor:[UIColor blueColor] forState:UIControlStateNormal]

Section 5.9: Horizontally aligning contents
Swift

//Align contents to the left of the frame
button.contentHorizontalAlignment = .left

//Align contents to the right of the frame
button.contentHorizontalAlignment = .right

//Align contents to the center of the frame
button.contentHorizontalAlignment = .center

//Make contents fill the frame

button.contentHorizontalAlignment .fill

Objective C

//Align contents to the left
button.contentHorizontalAlignment = UIControlContentHorizontalAlignmentLeft;

//Align contents to the right

button.contentHorizontalAlignment UIControlContentHorizontalAlignmentRight;

//Align contents to the center

button.contentHorizontalAlignment UIControlContentHorizontalAlignmentCenter;

//Align contents to fill the frame
button.contentHorizontalAlignment = UIControlContentHorizontalAlignmentFill;

Section 5.10: Getting the title label

The underlying title label, if one exists, can be fetched using
Swift

var label: UILabel? = button.titlelabel

Objective C

UILabel *label = button.titlelabel;

This can be used to set the font of the title label, for example
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Swift
button.titlelLabel?.font = UIFont.boldSystemFontOfSize(12)
Objective C

button.titlelLabel.font = [UIFont boldSystemFontOfSize:12];

Section 5.11: Adding an action to an UlButton via Code
(programmatically)

To add a method to a button, first create an action method:
Objective-C

-(void)someButtonAction:(id)sender {
// sender is the object that was tapped, in this case its the button.
NSLog(@"Button is tapped");

Swift

func someButtonAction() {
print("Button is tapped")

}

Now to add this action method to your button, you have to write following line of code:

Objective C

[yourButtonInstance addTarget:self action:@selector(someButtonAction)
forControlEvents:UIControlEventTouchUpInside];

Swift

yourButtonInstance.addTarget(self, action: #selector(someButtonAction), forControlEvents:

.TouchUpInside)

For ControlEvents parameter, all members of ENUM UIControlEvents are valid.
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Chapter 6: UlDatePicker

Section 6.1: Create a Date Picker

Swift
let datePicker = UIDatePicker(frame: CGRect(x: @, y: @, width: 320, height: 200)

Objective-C

UIDatePicker xdatePicker = [[UIDatePicker alloc] initWithFrame:CGRectMake(x: 0, y: 0, width: 320,
height: 200)];

Section 6.2: Setting Minimum-Maximum Date

You can set the minimum and the maximum date that UIDatePicker can show.

Minimum date
[datePicker setMinimumDate:[NSDate date]];

Maximum date
[datePicker setMaximumDate:[NSDate date]];

Section 6.3: Modes

UlDatePicker has various picker modes.

enum UIDatePickerMode : Int {
case Time
case Date
case DateAndTime
case CountDownTimer

e Time - The date picker displays hours, minutes, and (optionally) an AM/PM designation.

¢ Date - The date picker displays months, days of the month, and years.

¢ DateAndTime - The date picker displays dates (as unified day of the week, month, and day of the month
values) plus hours, minutes, and (optionally) an AM/PM designation.

e CountDownTimer - The date picker displays hour and minute values, for example [ 1 | 53 ]. The application
must set a timer to fire at the proper interval and set the date picker as the seconds tick down.

Setting property datePickerMode

let datePicker = UIDatePicker(frame: CGRect(x: @, y: @, width: 320, height: 200)
datePicker.datePickerMode = .Date

Section 6.4: Setting minute interval

You can change property minuteInterval to set the interval displayed by the minutes wheel. The default value is 1,
the maximum value is 30.

let datePicker = UIDatePicker(frame: CGRect(x: @, y: @0, width: 320, height: 200)
datePicker.minuteInterval = 15
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Section 6.5: Count Down Duration

The NSTimeInterval value of this property indicates the seconds from which the date picker in countdown-timer
mode counts down. If the mode of the date picker is not CountDownTimer, this value is ignored. Maximum value is
86,399 seconds (23:59)

let datePicker = UIDatePicker(frame: CGRect(x: @, y: @0, width: 320, height: 200)
datePicker.countDownDuration = 60 * 60
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Local notifications allow your app to notify the user about content which does not require the use of a server.

Unlike remote notifications which are triggered from a server, local notifications are scheduled and triggered within
an app. Notifications in general are targeted to increase user interaction with the app, inviting or tempting the user
to open and interact with it.

UlLocalNotification was deprecated in iOS 10. Use the UserNotifications framework instead.

Make sure you see Registering for local notifications in order for this to work:

Swift

let notification = UILocalNotification()

notification.alertBody = "Hello, local notifications!”

notification.fireDate = NSDate().dateByAddingTimeInterval(10) // 10 seconds after now
UIApplication.sharedApplication().scheduleLocalNotification(notification)

Objective-C

UILocalNotification *notification = [[UILocalNotification alloc] init];
notification.alertBody = @"Hello, local notifications!";

notification.fireDate = [NSDate dateWithTimeIntervalSinceNow:10]; // 10 seconds after now
[[UIApplication sharedApplication] schedulelLocalNotification:notification];

To see the notification in the iOS Simulator, type *$H (control-command-H) to go home and then type L
(command-L) to lock the device. Wait a few seconds, and the notification should appear (this appearance will vary
depending on notification type discussed in "Registering for local notifications"):

@ Test

Hello, local notifications!

Swipe on the notification to get back to the app (note that if you called this in the first view controller's viewDidLoad,
viewWillAppear, viewDidAppear, etc., the notification will be scheduled again).

If you want to show local notification immediately, you should call:

Swift 3

UIApplication.shared.presentLocalNotificationNow(notification)
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Swift 2
UIApplication.sharedApplication().presentLocalNotificationNow(notification)
Objective-C

[[UIApplication sharedApplication] presentLocalNotificationNow:notification];

An advantage of using this is so you won't have to set the fireDate and timeZone properties of your
UILocalNotification object.

Section 7.3: Managing local notifications using UUID

Often times you will need to be able to manage your notifications, by being able to keep track of them and cancel
them.

Track a notification
You can assign a UUID (universally unique identifier) to a notification, so you can track it:

Swift

let notification = UILocalNotification()

let uuid = NSUUID().uuidString

notification.userInfo = ["UUID": uuid]
UIApplication.shared.scheduleLocalNotification(notification)

Objective-C
UILocalNotification *notification = [[UILocalNotification alloc] init];
NSString *uuid = [[NSUUID UUID] UUIDString];

notification.userInfo = @{ @"UUID": uuid };
[[UIApplication sharedApplication] schedulelocalNotification:notification];

Cancel a notification

To cancel a notification, we first get a list of all the notifications and then find the one with a matching UUID. Finally,
we cancel it.

Swift

let scheduledNotifications = UIApplication.shared.scheduledLocalNotifications

guard let scheduledNotifications = scheduledNotifications else {
return

}

for notification in scheduledNotifications where "\(notification.userInfo!["UUID"]!)" ==
UUID_TO_CANCEL {
UIApplication.sharedApplication().cancellLocalNotification(notification)

}
Objective-C

NSArray #*scheduledNotifications = [[UIApplication sharedApplication] scheduledlLocalNotifications];
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for (UILocalNotification *notification in scheduledNotifications) {
if ([[notification.userInfo objectForKey:"UUID"] compare: UUID_TO_CANCEL]) {
[[UIApplication sharedApplication] cancellLocalNotification:notification];
break;

You would probably want to store all of these UUID's in Core Data or Realm.

Section 7.4: Registering for local notifications

Version = i0S 8
In order to present local notifications to the user, you have to register your app with the device:

Swift

let settings = UIUserNotificationSettings(forTypes: [.Badge, .Sound, .Alert], categories: nil)
UIApplication.sharedApplication().registerUserNotificationSettings(settings)

Objective-C

UIUserNotificationSettings *settings = [UIUserNotificationSettings
settingsForTypes:(UIUserNotificationTypeBadge | UIUserNotificationTypeSound |
UIUserNotificationTypeAlert) categories:nil];

[[UIApplication sharedApplication] registerUserNotificationSettings:settings];

This will present an alert the first time it is called:

r \

"Test” Would Like to Send
You Notifications

Notifications may include alerts,
sounds, and icon badges. These can
be configured in Settings.

Don’t Allow OK
- y

Regardless of what the user chooses, the alert will not show up again and changes will have to be initiated by the
user in Settings.
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Section 7.5: what's new in UlLocalNotification with iOS10

You can use UILocalNotification, old APIs also works fine with iOS10, but we had better use the APIs in the User
Notifications framework instead. There are also some new features, you can only use with i0OS10 User Notifications
framework.

This also happens to Remote Notification, for more information: Here.
New Features:

1. Now you can either present alert, sound or increase badge while the app is in foreground too with iOS 10

2. Now you can handle all event in one place when user tapped (or slided) the action button, even while the app
has already been killed.

3. Support 3D touch instead of sliding gesture.

4. Now you can remove specifical local notification just by one row code.

5. Support Rich Notification with custom Ul.

It is really easy for us to convert UILocalNotification APIs to iOS10 User Notifications framework APls, they are
really similar.

| write a Demo here to show how to use new and old APIs at the same time: iOS10AdaptationTips .

For example,
With Swift implementation:
1. import UserNotifications

/17 Notification become independent from UIKit
import UserNotifications

2. request authorization for localNotification

let center = UNUserNotificationCenter.current()
center.requestAuthorization(options: [.alert, .sound]) { (granted, error) in
// Enable or disable features based on authorization.

}

3. schedule localNotification

4. update application icon badge number

@IBAction func triggerNotification(){

let content = UNMutableNotificationContent()

content.title = NSString.localizedUserNotificationString(forKey: "Elon said:", arguments:
nil)

content.body = NSString.localizedUserNotificationString(forKey: "Hello Tom! Get up, let's
play with Jerry!", arguments: nil)

content.sound = UNNotificationSound.default()

content.badge = UIApplication.shared().applicationIconBadgeNumber + 1;

content.categoryIdentifier = "com.elonchan.localNotification"

// Deliver the notification in five seconds.

let trigger = UNTimeIntervalNotificationTrigger.init(timeInterval: 60.0, repeats: true)

let request = UNNotificationRequest.init(identifier: "FiveSecond", content: content,
trigger: trigger)
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// Schedule the notification.
let center = UNUserNotificationCenter.current()
center.add(request)

}

@IBAction func stopNotification(_ sender: AnyObject) {
let center = UNUserNotificationCenter.current()
center.removeAllPendingNotificationRequests()
// or you can remove specifical notification:
// center.removePendingNotificationRequests(withIdentifiers: ["FiveSecond"])

Objective-C implementation:
1. import UserNotifications

// Notifications are independent from UIKit
#import <UserNotifications/UserNotifications.h>

2. request authorization for localNotification

UNUserNotificationCenter *center = [UNUserNotificationCenter currentNotificationCenter];
[center requestAuthorizationWithOptions:(UNAuthorizationOptionBadge |
UNAuthorizationOptionSound | UNAuthorizationOptionAlert)
completionHandler:A(BOOL granted, NSError * _Nullable error) {
if ('error) {
NSLog(@"request authorization succeeded!");
[self showAlert];
}
s

3. schedule localNotification

4. update application icon badge number

UNMutableNotificationContent *content = [[UNMutableNotificationContent alloc] init];
content.title = [NSString localizedUserNotificationStringForKey:@"Elon said:"
arguments:nill];
content.body = [NSString localizedUserNotificationStringForKey:@"Hello Tom ! Get up, let's
play with Jerry!"
arguments:nil];
content.sound = [UNNotificationSound defaultSound];

// 4. update application icon badge number

content.badge = [NSNumber numberWithInteger:([UIApplication

sharedApplication] .applicationIconBadgeNumber + 1)];

// Deliver the notification in five seconds.

UNTimeIntervalNotificationTrigger *trigger = [UNTimeIntervalNotificationTrigger

triggerWithTimeInterval:5.f
repeats:NO]J;

UNNotificationRequest *request = [UNNotificationRequest requestWithIdentifier:@"FiveSecond"
content:content
trigger:trigger];

/// 3. schedule localNotification

UNUserNotificationCenter *center = [UNUserNotificationCenter currentNotificationCenter];

[center addNotificationRequest:request withCompletionHandler:A(NSError * _Nullable error) {

if (lerror) {
NSLog(@"add NotificationRequest succeeded!");
}
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s

Go to here for more information: iOS10AdaptationTips.

#updated

Terminating app due to uncaught exception 'NSInternallnconsistencyException', reason: 'time interval
must be at least 60 if repeating'

let trigger = UNTimeIntervalNotificationTrigger.init(timeInterval: 60, repeats: true)

Section 7.6: Responding to received local notification
IMPORTANT: This delegate method is only called in the foreground.

Swift

func application(application: UIApplication, didReceivelLocalNotification notification:
UILocalNotification) {

}
Objective-C

- (void)application:(UIApplication *)application didReceivelocalNotification:(UILocalNotification
*)notification {

}

This method is generally overridden in the AppDelegate, which conforms to the UlApplicationDelegate protocol.

Section 7.7: Register and Schedule Local Notification in Swift
3.0 (i0S 10)

Registration
in AppDelegate

import UserNotifications

in didFinishLaunchingWithOptions method,

UNUserNotificationCenter.current().requestAuthorization(options: [.alert, .sound, .badge]) {
(granted, error) in

// Here you can check Request is Granted or not.

}

Create and Schedule notification.

let content = UNMutableNotificationContent()
content.title = "10 Second Notification Demo"
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content.subtitle = "From Wolverine"
content.body = "Notification after 10 seconds - Your pizza is Ready!!"
content.categoryIdentifier = "myNotificationCategory"

let trigger = UNTimeIntervalNotificationTrigger (
timeInterval: 10.0,
repeats: false)

let request = UNNotificationRequest(
identifier: "10.second.message",
content: content,
trigger: trigger

)

UNUserNotificationCenter.current().add(request, withCompletionHandler: nil)

Where ever this part of code is triggered, If you have allowed Notification Permission, you will receive an
notification.

To test it properly, Make sure your application in Background mode.
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With local image
Swift

let image = UIImage(named: "imageFromBundleOrAsset")

Objective-C

UIImage *image = [UIImage imageNamed:@"imageFromBundleOrAsset"];

Note

The method caches the image's contents to memory. Loading many large images that way
can cause low memory warnings which can lead the app to be terminated. This can be fixed by utilising
the method imageWithContentsOfFile of UIImage, which doesn't use caching.

With NSData
Swift

let imageData = Data(base64Encoded: imageString, options:
Data.Base64DecodingOptions.ignoreUnknownCharacters)

let image = UIImage(data: imageData!)

With UlColor
Swift

let color = UIColor.red
let size = CGSize(width: 200, height: 200)

UIGraphicsBeginImageContextWithOptions(size, false, 0.0)
UIGraphicsGetCurrentContext()!.setFillColor(color.cgColor)
UIGraphicsGetCurrentContext()!.fill(CGRect(origin: .zero, size: size))
let colorImage = UIGraphicsGetImageFromCurrentImageContext()
UIGraphicsEndImageContext()

Objective-C

UIColor *color=[UIColor redColor];

CGRect frame = CGRectMake(©, 0, 80, 100);
UIGraphicsBeginImageContext(frame.size);

CGContextRef context = UIGraphicsGetCurrentContext();
CGContextSetFillColorWithColor(context, [color CGColor]);
CGContextFillRect(context, frame);

UIImage *image = UIGraphicsGetImageFromCurrentImageContext();
UIGraphicsEndImageContext();

With file content
Objective-C

Example:

UIImage *image = [UIImage imageWithContentsOfFile:[[NSBundle mainBundle]
pathForResource:[cellCountry objectForKey:@"Country_Flag"] ofType:nil]];

Using Array:
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Example:

NSMutableArray *imageArray = [[NSMutableArray alloc] init];

for (int imageNumber = 1; self.myPhoto != nil; imageNumber++) {
NSString xfileName = [NSString stringWithFormat:@"%@.jpg", self.myPhoto];

// check if a file exists
if ([UIImage imageNamed:fileName]) {
// if it exists, add it to the array
[imageArray addObject:[UIImage imageWithContentsOfFile:[[NSBundle
mainBundle]pathForResource:[NSString stringWithFormat:@"%@", fileName] ofType:@""]]];
} else {
break;

}
//Using image array for animations here:

self.myImageView.animationImages = imageArray;

Section 8.2: Comparing Images

The isEqual: method is the only reliable way to determine whether two images contain the same image
data. The image objects you create may be different from each other, even when you initialize them with
the same cached image data. The only way to determine their equality is to use the isEqual: method,
which compares the actual image data. Listing 1 illustrates the correct and incorrect ways to compare
images.

Source: Apple Documentation

Swift

// Load the same image twice.
let imagel = UIImage(named: "MyImage")
let image2 = UIImage(named: "MyImage")

// The image objects may be different, but the contents are still equal
if let imagel = imagel, imagel.isEqual(image2) {
// Correct. This technique compares the image data correctly.

}
if imagel == image2 {
// Incorrect! Direct object comparisons may not work.
}
Objective-C

// Load the same image twice.
UIImage* imagel = [UIImage imageNamed:@"MyImage"];
UIImage* image2 = [UIImage imageNamed:@"MyImage"];

// The image objects may be different, but the contents are still equal
if ([imagel isEqual:image2]) {
// Correct. This technique compares the image data correctly.

}

if (imagel == image2) {
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// Incorrect! Direct object comparisons may not work.

Section 8.3: Gradient Image with Colors

Creating Gradient UIImage with colors in CGRect

Swift:

extension UIImage {
static func gradientImageWithBounds(bounds: CGRect, colors: [CGColor]) -> UIImage {
let gradientlLayer = CAGradientlLayer()
gradientlLayer.frame = bounds
gradientlLayer.colors = colors

UIGraphicsBeginImageContext(gradientlLayer.bounds.size)
gradientLayer.render(in: UIGraphicsGetCurrentContext()!)
let image = UIGraphicsGetImageFromCurrentImageContext()
UIGraphicsEndImageContext()

return image!

Usage:

let image = UIImage.gradientImageWithBounds(CGRect(x: @, y: @0, width: 200, height: 208), colors:
[UIColor.yellowColor().CGColor, UIColor.blueColor().CGColor])

Objective-C:

+ (UIImage *)gradientImageWithBounds:(CGRect)bounds colors:(NSArray *)colors {
CAGradientLayer *gradientLayer = [CAGradientLayer layer];
gradientLayer.frame = bounds;
gradientlLayer.colors = colors;

UIGraphicsBeginImageContext(gradientlLayer.bounds.size);
[gradientLayer renderInContext:UIGraphicsGetCurrentContext()];
UIImage *image = UIGraphicsGetImageFromCurrentImageContext();
UIGraphicsEndImageContext();

return image;

Section 8.4: Convert Ullmage to/from base64 encoding

Encoding

//convert the image to NSData first

let imageData:NSData = UIImagePNGRepresentation(image)!

// convert the NSData to base64 encoding

let strBase64:String = imageData.base64EncodedStringWithOptions(.Encoding64CharacterLinelLength)

Decoding

let dataDecoded:NSData = NSData(base64EncodedString: strBase64, options:
NSDataBase64DecodingOptions(rawValue: 0))!
let decodedimage:UIImage = UIImage(data: dataDecoded)!
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Section 8.5: Take a Snapshot of a UlView

//Here self.webView is the view whose screenshot I need to take

//The screenshot is saved in jpg format in the application directory to avoid any loss of quality
in retina display devices i.e. all current devices running i0S 10
UIGraphicsBeginImageContextWithOptions(self.webView.bounds.size, NO, [UIScreen mainScreen].scale);
[self.webView.layer renderInContext:UIGraphicsGetCurrentContext()];

UIImage *image = UIGraphicsGetImageFromCurrentImageContext();

UIGraphicsEndImageContext();

NSString =*jpgPath = [NSHomeDirectory() stringByAppendingPathComponent:@"Documents/Test.jpg"];
[UIImageJPEGRepresentation(image, 1.0) writeToFile:jpgPath atomically:YES];

UIImage #*pop=[[UIImage alloc]initWithContentsOfFile:jpgPath];

//pop is the final image in jpg format and high quality with the exact resolution of the view you
selected in pixels and not just points

Section 8.6: Change Ulimage Color
Swift Add this extension to Ullmage :

extension UIImage {
func maskWithColor(color: UIColor) -> UIImage? {

let maskImage = self.CGImage

let width = self.size.width

let height = self.size.height

let bounds = CGRectMake(@, @, width, height)

let colorSpace = CGColorSpaceCreateDeviceRGB()
let bitmapInfo = CGBitmapInfo(rawValue: CGImageAlphaInfo.PremultipliedlLast.rawValue)
let bitmapContext = CGBitmapContextCreate(nil, Int(width), Int(height), 8, @, colorSpace,
bitmapInfo.rawValue) //needs rawValue of bitmapInfo
CGContextClipToMask (bitmapContext, bounds, maskImage)
CGContextSetFillColorWithColor (bitmapContext, color.CGColor)
CGContextFillRect(bitmapContext, bounds)
//is it nil?
if let cImage = CGBitmapContextCreateImage(bitmapContext) {
let coloredImage = UIImage(CGImage: cImage)
return coloredImage
} else {

return nil

}

Then, to change the color of your Ullmage

my_image .maskWithColor(UIColor.blueColor())
Found at this link

Section 8.7: Apply UlColor to Ulimage

Use same Ulimage with multiple theme base app by just applying UlColor to Ullmage instance as following.
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// *** Create an UIImage instance with RenderingMode AlwaysTemplate #*#*%*
UIImage *imgMenu = [[UIImage imageNamed:@"iconMenu"]
imageWithRenderingMode :UIImageRenderingModeAlwaysTemplate];

// **% Now Apply “tintColor® to ‘UIImageView of UIImageView or UIButton and convert image in given
color **%*
[btn setImage:imgMenu forState:UIControlStateNormal]; // Set UIImage in UIButton.

[button.imageView setTintColor:[UIColor blueColor]]; // It changes image color of UIButton to blue
color

Now lets say you want to do same with UllmageView then use following code

[imageView setImage:imgMenu]; // Assign UIImage to UIImageView
[imageView setTintColor:[UIColor greenColor]]; // Change imageview image color to green.
[imageView setTintColor:[UIColor redColor]]; // Change imageview image color to red.

Section 8.8: Creating and Initializing Image Objects with file
contents

Creating and returning an image object by loading the image data from the file at the specified path.
Example:

UIImage *image = [UIImage imageWithContentsOfFile:[[NSBundle mainBundle]
pathForResource:[cellCountry objectForKey:@"Country_Flag"] ofType:nill];

Using Array:
Example

NSMutableArray #*imageArray = [[NSMutableArray alloc] init];

for (int imageNumber = 1; self.myPhoto != nil; imageNumber++) {
NSString *fileName = [NSString stringWithFormat:@"%@.jpg", self.myPhoto];

// check if a file exists
if ([UIImage imageNamed:fileName])
// if it exists, add it to the array
[imageArray addObject:[UIImage imageWithContentsOfFile:[[NSBundle
mainBundle]pathForResource:[NSString stringWithFormat:@"%@", fileName] ofType:@""]]];
} else {
break;
}
}

//Using image array for animations here
self.myImageView.animationImages = imageArray;

Section 8.9: Resizable image with caps

In the example of a message bubble illustrated below: the corners of the image should remain unchanged which is
specified by UIEdgeInsets, but the borders and center of the image should expand to cover the new size.
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let insets = UIEdgeInsetsMake(12.0, 20.0, 22.0, 12.0)
let image = UIImage(named: "test")

image?.resizableImageWithCapInsets(insets, resizingMode: .Stretch)

Section 8.10: Gradient Background Layer for Bounds

+ (CALayer *)gradientBGLayerForBounds:(CGRect)bounds colors:(NSArray *)colors
{

CAGradientLayer * gradientBG = [CAGradientLayer layer];

gradientBG.frame = bounds;

gradientBG.colors = colors;

return gradientBG;
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Chapter 9: Convert NSAttributedString to
Ullmage

Section 9.1: NSAttributedString to Ullmage Conversion

Objective-C

NSMutableAttributedString *str = [[NSMutableAttributedString alloc] initWithString:@"Hello. That

is a test attributed string."];

[str addAttribute:NSBackgroundColorAttributeName value:[UIColor yellowColor]
range :NSMakeRange(3,5)];

[str addAttribute:NSForegroundColorAttributeName value:[UIColor greenColor]
range :NSMakeRange(10,7)1;

[str addAttribute:NSFontAttributeName value:[UIFont fontWithName:@"HelveticaNeue-Bold" size:20.0]

range :NSMakeRange (20, 10)];
UIImage *customImage = [self imageFromAttributedString:str];

The function imageFromAttributedString is as defined below:

- (UIImage x)imageFromAttributedString:(NSAttributedString *)text

{
UIGraphicsBeginImageContextWithOptions(text.size, NO, 0.0);

// draw in context
[text drawAtPoint:CGPointMake(0.0, 0.0)];

// transfer image

UIImage *image = [UIGraphicsGetImageFromCurrentImageContext()
imageWithRenderingMode :UIImageRenderingModeAlwaysOriginall;

UIGraphicsEndImageContext();

return image;
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Chapter 10: UllmagePickerController

UlimagePickerController provides an almost out of the box solution to allow the user to select an image from their
device or take a picture with the camera and then present that image. By conforming to the
UlimagePickerControllerDelegate, you can create logic that specifies in your app how to present the image and
what to do with it (using didFinishPickingMediaWithInfo) and also what to do if the user declines to select an image
or take a picture (using imagePickerControllerDidCancel).

Section 10.1: Generic usage of UlimagePickerController

Step 1: Create the controller, set the delegate, and conform to the protocol

//Swift
class ImageUploadViewController: UIViewController, UIImagePickerControllerDelegate,
UINavigationControllerDelegate {

let imagePickerController = UIImagePickerController()

override func viewDidLoad() {

super.viewDidLoad()
imagePickerController.delegate = self

}

//0bjective-C
@interface ImageUploadViewController : UIViewController
<UIImagePickerControllerDelegate,UINavigationControllerDelegate> {

UIImagePickerController *imagePickerController;
}
@end
@implementation ImageUploadViewController
- (void)viewDidLoad {
[super viewDidLoad];
imagePickerController.delegate = self;

}

@end

note: We actually will not implement anything defined in UINavigationControllerDelegate, but
UIImagePickerController inherits from UINavigationController and changes the behavior of
UINavigationController. Therefore, we still need to say our view controller conforms to
UINavigationControllerDelegate.

Step 2: Whenever you need to show UIImagePickerController:

//Swift

self.imagePickerController.sourceType = .Camera // options: .Camera , .PhotolLibrary ,
.SavedPhotosAlbum

self.presentViewController(self.imagePickerController, animated: true, completion: nil)
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//0bjective-C

imagePickerController.sourceType = UIImagePickerControllerSourceTypeCamera; // options:
UIImagePickerControllerSourceTypeCamera, UIImagePickerControllerSourceTypePhotolLibrary,
UIImagePickerControllerSourceTypeSavedPhotosAlbum

[self presentViewController:imagePickerController animated:YES completion:nil];

Step 3: Implement the delegate methods:

//Swift
func imagePickerController(picker: UIImagePickerController, didFinishPickingMediaWithInfo info:

[String : AnyObject]) {
if let pickedImage = info[UIImagePickerControllerOriginalImage] as? UIImage
// Your have pickedImage now, do your logic here

}

self.dismissViewControllerAnimated(true, completion: nil)

}

func imagePickerControllerDidCancel(picker: UIImagePickerController) {
self.dismissViewControllerAnimated(true, completion: nil)

}
//0Objective-C
- (void)imagePickerController:(UIImagePickerController *)picker
didFinishPickingMediaWithInfo:(NSDictionary *)info {
UIImage *pickedImage = info[UIImagePickerControllerOriginalImage];
if (pickedImage) {
//You have pickedImage now, do your logic here

}

[self dismissViewControllerAnimated:YES completion:nill];
}
- (void)imagePickerControllerDidCancel: (UIImagePickerController *)picker {

[self dismissViewControllerAnimated:YES completion:nil];
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Chapter 11: UllmageView

Section 11.1: Ullmage masked with Label

This makes image masked to the shape of the letters of the label:
Objective-C

self.maskImage.layer.mask = self.masklLabel.layer;
self.maskImage.layer.masksToBounds = YES;

Swift 3
maskImageView.mask = maskLabel
maskImageView.masksToBounds = true

Here is the result:

Laoel

Section 11.2: Making an image into a circle or rounded

This example shows, how to make a UIView or UIImageView, rounded with some radius like this:
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Objective-C

someImageView.layer.cornerRadius = CGRectGetHeight(someImageView.frame) / 2;
somelmageView.clipsToBounds = YES;

Swift

someImageView.layer.cornerRadius = someImageView.frame.height/2

// this should alleviate the performance hit that adding transparency may cause - see
http://stackoverflow.com/a/6254531/189804

// Be sure to check scrolling performance with Instruments if you take this approach.
someImageView. layer.shouldRasterize = true

someImageView.clipsToBounds = true // All parts of the image that are outside its bounds (the
frame) are cut out (makes the rounded corners visible)

It is suggested that if you use autolayout that you put the someImageView.layer.cornerRadius code in
viewDidLayoutSubviews. This will allow the image's cornerRadius to update if the image changes size.

override func viewDidLayoutSubviews() {
super.viewDidLayoutSubviews()
someImageView.layer.cornerRadius = someImageView.frame.size.width/2
someImageView. layer.masksToBounds = true

Section 11.3: How the Mode property affects an image

The content mode property of a view tells how its content should be laid out. In the Interface Builder, the various
modes can be selected in the Attributes Inspector.
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Let's use two image views to see how the various modes work.

Scale to Fill
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The image heights and widths are stretched to match the size of the UIImageView.

Aspect Fit

The longest side (either height or width) of the image is stretched to match the view. This makes the image as big as

possible while still showing the entire image and not distorting the height or width. (I set the UIImageView
background to blue so that its size is clear.)

Aspect Fill

i | ]

The shortest side (either height or width) of the image is stretched to match the view. Like "Aspect Fit", the
proportions of the image are not distorted from their original aspect ratio.

Redraw

Redraw is only for custom views that need to do their own scaling and resizing. We aren't using a custom view, so

GoalKicker.com - iOS® Developer Notes for Professionals 76


https://i.stack.imgur.com/faHeK.png
https://i.stack.imgur.com/Vo96g.png
https://i.stack.imgur.com/EIwpr.png
https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

we shouldn't use Redraw. Notice that here UIImageView just gives us the same result as Scale to Fill, but it is doing
more work behind the scenes.

About Redraw, the Apple documentation says:

Content modes are good for recycling the contents of your view, but you can also set the content mode to
the UIViewContentModeRedraw value when you specifically want your custom views to redraw themselves
during scaling and resizing operations. Setting your view’s content mode to this value forces the system
to call your view’s drawRect : method in response to geometry changes. In general, you should avoid
using this value whenever possible, and you should certainly not use it with the standard system views.

Center

The top edge of the image is centered horizontally at the top of the view, and the length and width of the image are
not stretched.

Bottom
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The bottom edge of the image is centered horizontally at the bottom of the view, and the length and width of the
image are not stretched.

Left

The left edge of the image is centered vertically at the left of the view, and the length and width of the image are
not stretched.

Right

The right edge of the image is centered vertically at the right of the view, and the length and width of the image are
not stretched.

Top Left
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The top left corner of the image is placed at the top left corner of the view. The length and width of the image are
not stretched.

Top Right

The top right corner of the image is placed at the top right corner of the view. The length and width of the image
are not stretched.

Bottom Left

The bottom left corner of the image is placed at the bottom left corner of the view. The length and width of the
image are not stretched.

Bottom Right
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The bottom right corner of the image is placed at the bottom right corner of the view. The length and width of the
image are not stretched.

Notes

e This example comes originally from here.

¢ If the content (in our case the image) is the same size as the view (in our case the UIImageView), then
changing the content mode will make no noticeable difference.

e See this and this question for a discussion about content modes for views other than UIImageView.

¢ In Swift, to set to set the content mode programmatically you do the following;:

imageView.
imageView.
imageView.
imageView.
imageView.
imageView.
imageView.
imageView.
imageView.
imageView.
imageView.
imageView.
imageView.

contentMode
contentMode
contentMode
contentMode
contentMode
contentMode
contentMode
contentMode
contentMode
contentMode
contentMode
contentMode
contentMode

UIViewContentMode.
UIViewContentMode.
UIViewContentMode.
UIViewContentMode.
UIViewContentMode.
UIViewContentMode.
UIViewContentMode.
UIViewContentMode.
UIViewContentMode.
UIViewContentMode.
UIViewContentMode.
UIViewContentMode.
UIViewContentMode.

scaleToFill
scaleAspectFit
scaleAspectFill
redraw

center

top

bottom

left

right

topLeft
topRight
bottomLeft
bottomRight

Section 11.4: Animating a UllmageView

You can animate a UIImageView by quickly displaying images on it in a sequence using the UIImageView's animation

properties:

imageView.animationImages = [

imageView.animationDuration =
imageView.animationRepeatCount = 1

UIImage(named:
UIImage(named:
UIImage(named:
UIImage(named:
UIImage(named:
UIImage(named:
UIImage(named:
UIImage(named:

0.3

"imagel")!,
"image2")!,
"image3")!,
"imaged")!,
"image5")!,
"image6")!,
"image7")!,
"image8")!]
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The animationImages property is an Array of UIImages that is run through from top to bottom when the animation
is triggered.

The animationDuration property is a Double saying how many seconds the animation will run for.
The animationRepeatCount property is an Int that says how many times the animation will run.

To start and stop the animation, you can call the appropriate methods to do so:

imageView.startAnimating()
imageView.stopAnimating()

There is method isAnimating() which returns a Boolean value indicating whether the animation is running at a
moment or not.

Please note that this's not a very efficient way to create animations: it's quite slow and resource-consuming.
Consider using Layers or Sprites for better results

To create a UIImageView programmatically, all you need to do is create an instance of UIImageView:

//Swift
let imageView = UIImageView()

//0Objective-C
UIImageView *imageView = [[UIImageView alloc] init];

You can set the size and position of the UIImageView with a CGRect:

//Swift
imageView. frame

CGRect(x: @, y: 0, width: 200, height: 200)

//0bjective-C
imageView. frame

CGRectMake(0,0,200,200) ;

Or you can set the size during initialization:

//Swift
UIImageView(frame: CGRect(x: @, y: 0, width: 200, height: 200))

//0Objective-C
UIImageView *imageView = [[UIImageView alloc] initWithFrame:CGRectMake(©,0,200,200);

//Alternative way of defining frame for UIImageView
UIImageView *imageView = [[UIImageView alloc] init];
CGRect imageViewFrame = imageView.frame;
imageViewFrame.size.width = 200;
imageViewFrame.size.height = 200;
imageViewFrame.origin.x = @;

imageViewFrame.origin.y = 0;

imageView.frame = imageViewFrame;

Note: You must import UIKit to use a UIImageView.
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Section 11.6: Change color of an image

//Swift

imageView.tintColor = UIColor.redColor()

imageView.image = imageView.image?.imageWithRenderingMode(.AlwaysTemplate)
//Swift 3

imageView.tintColor = UIColor.red

imageView.image = imageView.image?.withRenderingMode(.alwaysTemplate)
//0bjective-C

imageView.tintColor = [UIColor redColor];
imageView.image = [imageView.image imageWithRenderingMode:UIImageRenderingModeAlwaysTemplate]

Section 11.7: Assigning an image to a UllmageView

You can assign an image to a UIImageView during initialization, or later using the image property

//Swift
UIImageView(image: UIImage(named: "imagel"))

UITImageView(image: UIImage(named: "imagel"), highlightedImage: UIImage(named: "image2"))
imageView.image = UIImage(named: "imagel")

//0bjective-C
[[UIImageView alloc] initWithImage:[UIImage imageNamed:@"imagel"];

[[UIImageView alloc] initWithImage:[UIImage imageNamed:@"imagel1"] highlightedImage:[UIImage
imageNamed:@"image2"]];

imageView.image = [UIImage imageNamed:@"imagel"];
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Chapter 12: Resizing Ullmage

CGinterpolationQuality Levels of interpolation quality for rendering an image.
Interpolation quality is a graphics state parameter typedef enum CGlnterpolationQuality CGInterpolationQuality;

Section 12.1: Resize any image by size & quality

- (UIImage *)drawImageBySize:(CGSize)size quality:(CGInterpolationQuality)quality
{
UIGraphicsBeginImageContextWithOptions(size, NO, ©.0);
CGContextRef context = UIGraphicsGetCurrentContext();
CGContextSetInterpolationQuality(context, quality);
[self drawInRect: CGRectMake (@, 0, size.width, size.height)];
UIImage #*resizedImage = UIGraphicsGetImageFromCurrentImageContext();
UIGraphicsEndImageContext();
return resizedImage;
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Chapter 13: Cut a Ullmage into a circle

Section 13.1: Cut a image into a circle - Objective C

import #include <math.h>
The code in the viewDidLoad or loadView should look something look something like this

- (void)loadView

{

[super loadView];

UIImageView *imageView=[[UIImageView alloc]initWithFrame:CGRectMake(0, 56, 320, 320)];
[self.view addSubview:imageView];

UIImage *image=[UIImage imageNamed:@"Dubai-Photos-Images-Travel-Tourist-Images-
Pictures-800x600.jpg"];

imageView.image=[self circularScaleAndCropImage:[UIImage imageNamed:@"Dubai-Photos-Images-Travel-

Tourist-Images-Pictures-800x600.jpg"] frame:CGRectMake(0, 0, 320, 320)];
}

Finally the function which does the heavy lifting circularScaleAndCropImage is as defined below

- (UIImagex)circularScaleAndCropImage:(UIImagex)image frame:(CGRect)frame {
// This function returns a newImage, based on image, that has been:
// - scaled to fit in (CGRect) rect
// - and cropped within a circle of radius: rectWidth/2

//Create the bitmap graphics context

UIGraphicsBeginImageContextWithOptions(CGSizeMake(frame.size.width, frame.size.height), NO,

0.0);
CGContextRef context = UIGraphicsGetCurrentContext();

//Get the width and heights

CGFloat imageWidth = image.size.width;
CGFloat imageHeight = image.size.height;
CGFloat rectWidth = frame.size.width;
CGFloat rectHeight = frame.size.height;

//Calculate the scale factor
CGFloat scaleFactorX = rectWidth/imageWidth;
CGFloat scaleFactorY rectHeight/imageHeight;

//Calculate the centre of the circle
CGFloat imageCentreX = rectWidth/2;
CGFloat imageCentreY rectHeight/2;

// Create and CLIP to a CIRCULAR Path

// (This could be replaced with any closed path if you want a different shaped clip)
CGFloat radius = rectWidth/2;

CGContextBeginPath (context);

CGContextAddArc (context, imageCentreX, imageCentreY, radius, ©, 2*M_PI, 0);
CGContextClosePath (context);

CGContextClip (context);

//Set the SCALE factor for the graphics context
//A11l future draw calls will be scaled by this factor
CGContextScaleCTM (context, scaleFactorX, scaleFactorY);

// Draw the IMAGE
CGRect myRect = CGRectMake(@, @, imageWidth, imageHeight);
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[image drawInRect:myRect];

UIImage *newImage = UIGraphicsGetImageFromCurrentImageContext();
UIGraphicsEndImageContext();

return newImage;

Section 13.2: SWIFT 3 Example

override func viewDidLoad() {

super.viewDidLoad()

// Do any additional setup after loading the view, typically from a nib.

let imageView = UIImageView(frame: CGRect(x: CGFloat(®), y: CGFloat(50), width:
CGFloat(320), height: CGFloat(320)))

view.addSubview(imageView)

let image = UIImage(named: "Dubai-Photos-Images-Travel-Tourist-Images-
Pictures-8060x600.jpg")

imageView.image = circularScaleAndCropImage(UIImage(named: "Dubai-Photos-Images-Travel-
Tourist-Images-Pictures-800x600.jpg")!, frame: CGRect(x: CGFloat(®), y: CGFloat(®), width:
CGFloat(100), height: CGFloat(108)))

}

Finally the function which does the heavy lifting circularScaleAndCroplmage is as defined below

func circularScaleAndCropImage(_ image: UIImage, frame: CGRect) -> UIImage{

// This function returns a newImage, based on image, that has been:

// - scaled to fit in (CGRect) rect

// - and cropped within a circle of radius: rectWidth/2

//Create the bitmap graphics context

UIGraphicsBeginImageContextWithOptions(CGSize(width: CGFloat(frame.size.width), height:
CGFloat(frame.size.height)), false, 0.0)

let context: CGContext? = UIGraphicsGetCurrentContext()

//Get the width and heights

let imageWidth: CGFloat = image.size.width

let imageHeight: CGFloat = image.size.height

let rectWidth: CGFloat = frame.size.width

let rectHeight: CGFloat = frame.size.height

//Calculate the scale factor

let scaleFactorX: CGFloat = rectWidth / imageWidth

let scaleFactorY: CGFloat = rectHeight / imageHeight

//Calculate the centre of the circle

let imageCentreX: CGFloat = rectWidth / 2

let imageCentreY: CGFloat = rectHeight / 2

// Create and CLIP to a CIRCULAR Path

// (This could be replaced with any closed path if you want a different shaped clip)

let radius: CGFloat = rectWidth / 2

context?.beginPath()

context?.addArc(center: CGPoint(x: imageCentreX, y: imageCentreY), radius: radius,
startAngle: CGFloat(®), endAngle: CGFloat(2 * Float.pi), clockwise: false)

context?.closePath()

context?.clip()

//Set the SCALE factor for the graphics context

//A1l future draw calls will be scaled by this factor

context?.scaleBy(x: scaleFactorX, y: scaleFactorY)

// Draw the IMAGE

let myRect = CGRect(x: CGFloat(®), y: CGFloat(@), width: imageWidth, height: imageHeight)

image.draw(in: myRect)
let newImage: UIImage? = UIGraphicsGetImageFromCurrentImageContext()
UIGraphicsEndImageContext()
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return newImage!
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A simple, widely-used, yet very powerful view that can present data in a list form using rows and a single column.
Users may scroll vertically through the items in a table view, and optionally manipulate and select content.

In iOS 8 Apple introduced the self sizing cell. Layout your UlTableViewCells with Autolayout explicitly and
UlTableView takes care of the rest for you. Row height is calculated automatically, by default rowHeight value is
UlTableViewAutomaticDimension.

UlTableView property estimatedRowHeight is used when self-sizing cell is calculating.
When you create a self-sizing table view cell, you need to set this property and use constraints to define
the cell’s size.

-- Apple, UlTableView Documentation

self.tableView.estimatedRowHeight = 44.0

Note that the tableView's delegate's heightForRowAtIndexPath is unnecessary if you want to have a dynamic height
for all cells. Simply set the above property when necessary and before reloading or loading the table view. However,
you can set specific cells' height while having others dynamic via the following function:

Swift

override func tableView(tableView: UITableView, heightForRowAtIndexPath indexPath: NSIndexPath) ->

CGFloat {
switch indexPath.section {
case 1:
return 60
default:
return UITableViewAutomaticDimension
}
}
Objective-C

- (CGFloat)tableView:(UITableView *)tableView heightForRowAtIndexPath:(NSIndexPath *)indexPath {
switch (indexPath.section) {
case 1:
return 60;
default:
return UITableViewAutomaticDimension;

Customizing a UITableViewCell can allow for very powerful, dynamic, and responsive interfaces. With extensive
customization and in combination with other techniques you can do things like: update specific properties or
interface elements as they change, animate or draw things in the cell, efficiently load video as the user scrolls, or
even display pictures as they download from a network. The possibilities here are nearly endless. Below is a simple
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example of what a custom cell may look like.

Carrier 8:07 PM -

Row ane

Row two

Row three

Row four

Row five

This section covers the basics, and hopefully will be expanded to detail more complex processes like those
described above.

Creating Your Custom Cell

First, create a new subclass of UITableViewCell (create a new Cocoa Touch Class in Xcode and set
UITableViewCell as the superclass). Below is what your code may look like after subclassing.

Swift

class CustomTableViewCell: UITableViewCell {
static var identifier: String {
return NSStringFromClass(self)
}

var customLabel: UILabel!

override func awakeFromNib() {
super .awakeFromNib ()
// Initialization code
customLabel = UILabel(frame: CGRect(x: @, y: 0, width: contentView.frame.width, height:
contentView.frame.height))
customLabel.textAlignment = .center
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contentView.addSubview(customLabel)

Optionally, check 'Also create a XIB file' when creating your new file to customize using Interface Builder. In the case
that you do, connect customLabel as an @IBOutlet

Choose options for your new file:

Class: CustomTableViewCell
Subclass of: | UlTableViewCell [~ |
Also create XIB file

Language: = Swift

Cancel Previous W

In a UIViewController containing the tableView, register the new custom cell's class (see below). Note, this is only
necessary if you do not design the cell with a Storyboard in your table view's interface.

Swift

override func viewDidLoad() {
super.viewDidLoad()

// Register Cell Class
tableView.register(CustomTableViewCell.self, forCellReuseIdentifier:
CustomTableViewCell.identifier)

}
If you chose to use a XIB file, registerNib instead:
Swift

// Register Nib
tableView.register(UINib(nibName: CustomTableViewCell.identifier, bundle: nil),
forCellReuselIdentifier: CustomTableViewCell.identifier)
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Now that your tableView knows about your custom cell, you can dequeue it in cel1lForRowAtIndexPath:
Swift

func tableView(tableView: UITableView, cellForRowAtIndexPath indexPath: NSIndexPath) ->
UITableViewCell {

// Load the CustomTableViewCell. Make sure the identifier supplied here matches the one from
your cell

let cell: CustomTableViewCell =
tableView.dequeueReusableCellWithIdentifier (CustomTableViewCell.identifier) as! CustomTableViewCell

// This is where the magic happens - setting a custom property on your very own cell
cell.customLabel.text = "My Custom Cell"

return cell

Editing the width of Separator Lines

You can set make your table view's separator lines extend the to various widths across the table by changing the
layoutMargins: property on your cell(s). This can be achieved in a number of ways.

Changing the Separator Lines for specific cells

In either your table view data source's cel1lForRowAtIndexPath: method or the willDisplayCell: method, set the
cell's layoutMargins: property to UIEdgeInsetsZero (extends to full width of the table), or to whatever you may
desire here.

Objective-C
[cell setlLayoutMargins:UIEdgeInsetsZero];

// May also use separatorInset
[cell setSeparatorInset:UIEdgeInsetsZero];

Swift

func tableView(tableView: UITableView, willDisplayCell cell: UITableViewCell, forRowAtIndexPath
indexPath: NSIndexPath) {

cell.separatorInset = UIEdgeInsetsZero

cell.layoutMargins = UIEdgeInsetsZero

}

func tableView(tableView: UITableView, cellForRowAtIndexPath indexPath: NSIndexPath) ->
UITableViewCell
{

cell.separatorInset = UIEdgeInsetsZero
cell.layoutMargins = UIEdgeInsetsZero

}

Remove all Separator Lines

The thin gray lines between each cell may not be exactly the look you're going for. It's fairly straightforward to hide
them from view.

In your encompassing UIViewController's viewDidLoad: method add the following code. You may also set this
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property at any time before loading or reloading the table view (does not necessarily need to be in the
viewDidLoad: method).

Swift:
tableView.separatorStyle = .None
Objective-C:
tableView.separatorStyle = UITableViewCellSeparatorStyleNone;

Alternatively, the property can be changed in your Storyboard or XIB by selecting your tableView and setting
separator (under the attributes inspector) to None.

Hide excess Separator Lines

You can hide the UITableViewCell separator lines for empty cells by setting an empty footer view at the bottom of
a UlTableView:

Swift

tableView.tableFooterView = UIView()
Objective-C

tableView.tableFooterView = [[UIView alloc] initWithFrame:CGRectZero];
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Image is from Ray Wenderlich.

Section 14.4: Delegate and Datasource

The UITableViewDelegate is used to control how the table is displayed, and UITableViewDataSource is used to
define the UITableView's data. There are two required methods and many optional ones which can be used to
customize size, sections, headings, and cells in the UITableView.

UlTableViewDataSource
Required Methods

numberOfRowsInSection: This method defines how many cells will be displayed in each section of the
tableview.

Objective-C

- (NSInteger)tableView:(UITableView *)tableView numberOfRowsInSection:(NSInteger)section {
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// Return the number of rows for the table view. Usually populated from an array,
// or can be statically defined.
return self.myArray.count;

Swift 3

func tableView(_ tableView: UITableView, numberOfRowsInSection section: Int) -> Int {
// Return the number of rows for the table view. Usually populated from an array,
// or can be statically defined.
return self.myArray.count

cellForRowAtIndexPath: This method is where the UITableView's cells are created and configured.
Should return either a UITableViewCell or a custom subclass.

Note: Using dequeueReusableCellWithIdentifier:forIndexPath: requires that the class or nib has been
registered for that identifier using the UITableView's registerClass:forCellReuseIdentifier: or
registerNib:forCellReuseIdentifier: methods. Usually, this will be done in the UIViewController's
viewDidLoad method.

Objective-C
- (UITableViewCell *)tableView:(UITableView *)tableView cellForRowAtIndexPath:(NSIndexPath
*x)indexPath {

MyCustomCell *cell = [tableView dequeueReusableCellWithIdentifier:@"MyCustomCell"
forIndexPath:indexPath];

// All additional customization goes here
cell.titlelLabel.text = [NSString stringWithFormat:@"Title Row %lu", indexPath.row];

return cell;

Swift 3

func tableView(_ tableView: UITableView, cellForRowAtIndexPath indexPath: NSIndexPath) ->

UITableViewCell {
let cell = tableView.dequeueReusableCellWithIdentifier("MyCustomCell"”, forIndexPath:indexPath)

// All additional customization goes here
cell.titlelLabel.text = String(format:"Title Row %lu", indexPath.row)

return cell

}
Optional Methods

titleForHeaderInSection: Defines a string as the title for each section header in the table view. This
method only allows for changing the title, further customization can be done by defining the view for the
header.

Objective-C

- (NSString *)tableView:(UITableView x)tableView titleForHeaderInSection:(NSInteger)section {
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switch(section) {
case @:
return @"Title 1";
break;

case 1:
return @"Title 2";
break;

default:

return nil;
break;

Swift 3

func tableView(_ tableView: UITableView, titleForHeaderInSection section: Int) -> String? {
switch section {

case @:

return "Title 1"
case 1:

return "Title 2"
default:

return nil

titleForFooterInSection: Defines a string as the title for each section header in the table view.

Objective-C

- (NSString *)tableView:(UITableView *)tableView titleForFooterInSection:(NSInteger)section {
return @"Footer text";

}
Swift 3

func tableView(_ tableView: UITableView, titleForFooterInSection section: Int) -> String? {
return "Footer text"

}
canEditRowAtIndexPath: Used to determine if the editing Ul should be displayed for the specified row.
Should return YES if the specified row can be deleted or added.
Objective-C

- (BOOL)tableView: (UITableView *)tableView canEditRowAtIndexPath:(NSIndexPath *)indexPath {
return YES;

}

Swift 3

func tableView(_ tableView: UITableView, canEditRowAtIndexPath indexPath: NSIndexPath) -> Bool {
return true
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commitEditingStyle:forRowAtIndexPath Should perform the work required to handle the addition or
removal of the specified row. For example, remove the cell from the UITableView with animation, and
remove the associated object from the table's data model.

Objective-C

- (void)tableView:(UITableView *)tableView
commitEditingStyle:(UITableViewCellEditingStyle)editingStyle forRowAtIndexPath:(NSIndexPath
*x)indexPath {
switch (editingStyle) {
case UITableViewCellEditingStyleInsert:
// Insert new data into the backing data model here
[self insertNewDataIntoDataModel];
[tableView insertRowsAtIndexPaths:@[indexPath]
withRowAnimation:UITableViewRowAnimationAutomatic];
break;
case UITableViewCellEditingStyleDelete:
[self removeDataFromDataModelAtIndex:indexPath.row];
[tableView deleteRowsAtIndexPaths:@[indexPath]
withRowAnimation:UITableViewRowAnimationAutomatic];

break;
default:
// Nothing to perform if the editingStyle was neither Insert or Delete
break;
}
}
Swift 3

func tableView(_ tableView: UITableView, commitEditingStyle editingStyle:
UITableViewCellEditingStyle, forRowAtIndexPath indexPath: NSIndexPath) {
switch editingStyle {
case .Insert:
self.insertNewDataIntoDataModel()
tableView.insertRowsAtIndexPaths([indexPath], withRowAnimation:.Automatic)
case .Delete:
self.removeDataFromDataModelAtIndex(indexPath.row)
tableView.deleteRowsAtIndexPaths([indexPath], withRowAnimation:.Automatic)
default:
// Nothing to perform if the editingStyle was neither Insert or Delete

}
}
editActions:forRowAt Allows ability to add aditional actions or buttons to the edit mode of a row inside
a UITableview. For example if you wanted two buttons, an edit and delete button when user swipes to
edit the row, then you would use this method.
Swift 3

override func tableView(_ tableView: UITableView, editActionsForRowAt indexPath: IndexPath) ->
[UITableViewRowAction]? {
// In the handler you will get passed the action as well as the indexPath for
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// the row that is being edited
let editAction = UITableViewRowAction(style: .normal, title: "Edit", handler: { [unowned self]
action, indexPath in
// Do something when edit is tapped

H)

// Change the color of the edit action
editAction.backgroundColor = UIColor.blue

let deleteAction = UITableViewRowAction(style: .destructive, title: "Delete", handler: {

[unowned self] action, indexPath in
// Handel the delete event

)

return [deleteAction, editAction]

UlTableViewDelegate

All methods in UITableViewDelegate are optional, but a delegate that implements them will enable extra features
for the UITableView.

numberOfSectionsInTableView: By default this returns 1, but multiple section support is enabled by
returning a different number of sections.

Objective-C

- (NSInteger)numberOfSectionsInTableView: (UITableView *)tableView {
return self.numSections;

}
Swift 3

func numberOfSectionsInTableView(_ tableView: UITableView) -> Int {
return self.numSections

}
viewForHeaderInSection Allows the configuration of a custom view as the header for the section.

Objective-C
- (UIView *)tableView:(UITableView *)tableView viewForHeaderInSection:(NSInteger)section {

UIView *view = [[UIView alloc] initWithFrame:CGRectMake(®, 0, CGRectGetWidth(tableView.frame),
22)1;
view.backgroundColor = [UIColor groupTableViewBackgroundColor];

UILabel *label = [[UILabel alloc] init];
label.font = [UIFont systemFontOfSize:12];
label.textColor = [UIColor darkGrayColor];

switch (section) {
case 1: {
label.text = @"Title";
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label.frame = labelFrame;

UIButton *more = [[UIButton alloc] initWithFrame:btnFrame];
[more setTitle:@"See more" forState:UIControlStateNormal];
[more.titlelLabel setFont:[UIFont systemFontOfSize:12]];
[view addSubview:more];

} break;

default:
label.frame = CGRectMake(©, 6, 0, 0);
break;

}

[view addSubview:label];
return view;

Swift 3

func tableView(_ tableView: UITableView, viewForHeaderInSection section: Int) -> UIView? {
let view = UIView(frame: CGRect(x: @, y: 0, width: tableView.frame.size.width, height: 22))
view.backgroundColor = UIColor.groupTableViewBackgroundColor ()

let label = UILabel()
label.font = UIFont.systemFont0fSize(12)
label.textColor = UIColor.darkGrayColor()

switch section {
case 1:
label.text = "Title"
label.frame = labelFrame

let more = UIButton(frame: btnFrame)
more.setTitle("See more", forState:.Normal)
view.addSubview(more)

default:
label.frame = CGRect.zero

}

view.addSubview(label)
return view;

heightForRowAtIndexPath: Define the height of each cell in the table view.

Objective-C

- (CGFloat)tableView: (UITableView *)tableView heightForRowAtIndexPath:(NSIndexPath *)indexPath {
return 44;

}
Swift 3

func tableView(_ tableView: UITableView, heightForRowAtIndexPath indexPath: NSIndexPath) -> CGFloat
{

return 44
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heightForHeaderInSection: and heightForFooterInSection Define the height for the header and
footer of each section in the table view
Objective-C

- (CGFloat)tableView:(UITableView *)tableView heightForHeaderInSection:(NSInteger)section {
return 33;

}
Swift 3

func tableView(_ tableView: UITableView, heightForHeaderInSection section: Int) -> CGFloat {
return 33

}

A Table View is a list of rows that can be selected. Each row is populated from a data source. This example creates a
simple table view in which each row is a single line of text.

L
Carrier = 9:40 AM | |

Row one
Row two
Row three
Row four

Row five

Add a UlTableView to your Storyboard

Although there are a number of ways to create a UITableView, one of the easiest is to add one to a Storyboard.
Open your Storyboard and drag a UITableView onto your UIViewController. Make sure to use Auto Layout to
correctly align the table (pin all four sides).

Populating Your Table with Data

In order to display content dynamically (i.e. load it from a data source like an array, a Core Data model, a networked
server, etc.) in your table view you need to setup the data source.

Creating a simple data source

A data source could, as stated above, be anything with data. Its entirely up to you how to format it and whats in it.
The only requirement is that you must be able to read it later so that you can populate each row of your table with
data when needed.
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In this example, we'll just set an array with some strings (text) as our data source:
Swift

let myDataArray: [String] = ["Row one", "Row two", "Row three", "Row four", "Row five"]
Objective-C
// You'll need to define this variable as a global variable (like an @property) so that you can

access it later when needed.
NSArray *myDataArray = @[@"Row one", @"Row two", @"Row three", @"Row four", @"Row five"];

Setting up your data source in your View Controller

Make sure your view controller conforms to the UITableViewDataSource protocol.
Swift

class ViewController: UIViewController, UITableViewDataSource {
Objective-C

@interface ViewController : UIViewController <UITableViewDataSource>

As soon as your view controller has declared it will conform to the UITableViewDataSource (that's what we've just
done above), you are required to implement at least the following methods in your view controller class:

¢ tableView:numberOfRowsInSection, this asks you how many rows your table view should have.

// Swift

func tableView(tableView: UITableView, numberOfRowsInSection section: Int) -> Int {
return self.myDataArray.count

Y

e tableView:cellForRowAtIndexPath, requests that you create and return a cell for each row you specified in
tableView:numberOfRowsInSection. So, if you said you needed 10 rows, this method will be called ten times
for each row, and you need to create a cell for each of those rows.

// Swift

func tableView(tableView: UITableView, cellForRowAtIndexPath indexPath: NSIndexPath) ->
UITableViewCell {

// Create a new cell here. The cellReuseldentifier needs to match the reuse identifier
from the cell in your Storyboard

let cell: UITableViewCell =
tableView.dequeueReusableCellWithIdentifier(cellReuseIdentifier) as UITableViewCell!

// Set the label on your cell to the text from your data array
cell.textlLabel?.text = self.myDataArray[indexPath.row]

return cell
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WARNING: You may NOT return nil for any cells in cel1ForRowAtIndexPath:. This will cause your app to
crash, and you will see the following error in the console:

Uncaught exception 'NSInternallnconsistencyException', reason: 'UITableView dataSource
must return a cell from tableView:cellForRowAtIndexPath:'

Connecting the table view's data source to your view controller

You can either do this via code by setting your table's dataSource property to self on your view controller. Or you
may select your table view in your storyboard, open the Attributes Inspector, select the "Outlets" panel, and drag
from dataSource to your view controller (NOTE: make sure you connect to the UIViewCONTROLLER, not a UlView
or another object in your UlViewController).

Handling row selections

When a user taps on a row in your table view, generally, you'll want to do something - to respond. In many apps,
when you tap on a row, more information about that item you tapped upon is displayed. Think of the Messages
app: when you tap on the row showing one of your contacts, the conversation with that person is then displayed on
screen.

In orer to do that, you must conform to the UITableViewDelegate protocol. Doing so is similar to conforming to the
data source protocol. This time however, you'll just add it next to UITableViewDataSource and separate it with a
comma. So it should look like this:

Swift

class ViewController: UIViewController, UITableViewDataSource, UITableViewDelegate {
Objective-C

@interface ViewController : UIViewController <UITableViewDataSource, UITableViewDelegate>

There are no required methods to implement for the table view's delegate. However, to handle row selections you'll
need to use the following method:

e tableView:didSelectRowAtIndexPath, this is called whenever a row is tapped, which allows you to do
something in response. For our example, we'll just print a confirmation statement to the Xcode log.

// Swift
func tableView(tableView: UITableView, didSelectRowAtIndexPath indexPath: NSIndexPath) {

print("You tapped cell number \(indexPath.row).")

}
// Objective-C
- (void)tableView: (UITableView *)tableView didSelectRowAtIndexPath:(NSIndexPath #*)indexPath {

NSLog(@"You tapped cell number %ld.", (long)indexPath.row);
}

The Final Solution
See below for the full setup with just code, no explanation.

Swift
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import UIKit
class ViewController: UIViewController, UITableViewDelegate, UITableViewDataSource {

// Data model: These strings will be the data for the table view cells
let myDataArray: [String] = ["Row one", "Row two", "Row three", "Row four", "Row five"]

// cell reuse id (cells that scroll out of view can be reused)
let cellReuseldentifier = "cell"

// don't forget to hook this up from the storyboard
@IBOutlet var myTableView: UITableView!

override func viewDidLoad() {
super.viewDidLoad()

// Register the table view cell class and its reuse id
myTableView.registerClass(UITableViewCell.self, forCellReuseIdentifier:

cellReuseldentifier)

// This view controller itself will provide the delegate methods and row data for the table

view.
myTableView.delegate = self
myTableView.dataSource = self

}

// number of rows in table view
func tableView(tableView: UITableView, numberOfRowsInSection section: Int) -> Int {
return self.myDataArray.count

}

// create a cell for each table view row
func tableView(tableView: UITableView, cellForRowAtIndexPath indexPath: NSIndexPath) ->

UITableViewCell {

// create a new cell if needed or reuse an old one
let cell:UITableViewCell = tableView.dequeueReusableCellWithIdentifier(cellReuseldentifier)

as UITableViewCell!

// set the text from the data model
cell.textlLabel?.text = self.myDataArray[indexPath.row]

return cell

Y

// method to run when table view cell is tapped
func tableView(tableView: UITableView, didSelectRowAtIndexPath indexPath: NSIndexPath) {
print("You tapped cell number \(indexPath.row).")

}
}

Objective-C
ViewController.h

#import <UIKit/UIKit.h>

@interface ViewController: UIViewController <UITableViewDelegate, UITableViewDataSource> {
IBOutlet UITableView *myTableView;
NSArray =*myDataArray;
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@end

ViewController.m

#import "ViewController.h"

// cell reuse id (cells that scroll out of view can be reused)
NSString * _Nonnull cellReuseldentifier = @"cell";

@implementation ViewController

- (void)viewDidLoad {
[super viewDidLoad];

// Data model: These strings will be the data for the table view cells
myDataArray = @[@"Row one", @"Row two", @"Row three", @"Row four", @"Row five"];

// Register the table view cell class and its reuse id
[myTableView registerClass:[UITableViewCell class] forCellReuseIdentifier:cellReuseldentifier];

// This view controller itself will provide the delegate methods and row data for the table
view.

myTableView.delegate = self;

myTableView.dataSource = self;

}

// number of rows in table view
- (NSInteger)tableView:(UITableView *)tableView numberOfRowsInSection:(NSInteger)section {
return myDataArray.count;

}

// create a cell for each table view row
- (UITableViewCell *)tableView:(UITableView *)tableView cellForRowAtIndexPath:(NSIndexPath
*)indexPath {

// create a new cell if needed or reuse an old one

UITableViewCell *cell = [tableView dequeueReusableCellWithIdentifier:cellReuseldentifier];

// set the text from the data model
cell.textlLabel.text = myDataArray[indexPath.row];

return cell;

}

// method to run when table view cell is tapped
- (void)tableView: (UITableView *)tableView didSelectRowAtIndexPath:(NSIndexPath *)indexPath{
NSLog(@"You tapped cell number %1d.", (long)indexPath.row);

}

@end

Section 14.6: Swipe to Delete Rows

| always think it is nice to have a very simple, self-contained example so that nothing is assumed when | am learning
a new task. This answer is that for deleting UITableView rows. The project performs like this:
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Horse
Cow
Camel
Pig
Sheep

Goat

This project is based on the UlTableView example for Swift.

Add the Code
Create a new project and replace the ViewController.swift code with the following.

import UIKit
class ViewController: UIViewController, UITableViewDelegate, UITableViewDataSource {

// These strings will be the data for the table view cells
var animals: [String] = ["Horse", "Cow", "Camel", "Pig", "Sheep", "Goat"]

let cellReuseIdentifier = "cell"
@IBOutlet var tableView: UITableView!

override func viewDidLoad()
super.viewDidLoad()

// It is possible to do the following three things in the Interface Builder

// rather than in code if you prefer.

self.tableView.registerClass(UITableViewCell.self, forCellReuseIdentifier:
cellReuseldentifier)

tableView.delegate = self

tableView.dataSource = self

}

// number of rows in table view
func tableView(tableView: UITableView, numberOfRowsInSection section: Int) -> Int {
return self.animals.count

}

// create a cell for each table view row
func tableView(tableView: UITableView, cellForRowAtIndexPath indexPath: NSIndexPath) ->
UITableViewCell {

let cell:UITableViewCell =
self.tableView.dequeueReusableCellWithIdentifier(cellReuseIdentifier) as UITableViewCell!

cell.textLabel?.text = self.animals[indexPath.row]

return cell
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// method to run when table view cell is tapped
func tableView(tableView: UITableView, didSelectRowAtIndexPath indexPath: NSIndexPath) {
print("You tapped cell number \(indexPath.row).")

}
// this method handles row deletion
func tableView(tableView: UITableView, commitEditingStyle editingStyle:
UITableViewCellEditingStyle, forRowAtIndexPath indexPath: NSIndexPath) {
if editingStyle == .Delete {

// remove the item from the data model
animals.removeAtIndex(indexPath.row)

// delete the table view row
tableView.deleteRowsAtIndexPaths([indexPath], withRowAnimation: .Fade)

} else if editingStyle == .Insert {

// Not used in our example, but if you were adding a new row, this is where you would
do it.

The single key method in the code above that enables row deletion is the last one. Here it is again for emphasis:

func tableView(tableView: UITableView, commitEditingStyle editingStyle:
UITableViewCellEditingStyle, forRowAtIndexPath indexPath: NSIndexPath) {

if editingStyle == .Delete {

// remove the item from the data model
animals.removeAtIndex(indexPath.row)

// delete the table view row
tableView.deleteRowsAtIndexPaths([indexPath], withRowAnimation: .Fade)

}
Storyboard

Add a UITableView to the View Controller in the storyboard. Use auto layout to pin the four sides of the table view
to the edges of the View Controller. Control drag from the table view in the storyboard to the @IBOutlet var
tableView: UITableView! line in the code.

Finished
That's all. You should be able to run your app now and delete rows by swiping left and tapping "Delete".

Notes

e This is only available from iOS 8. See this answer for more details.
¢ If you need to change the number of buttons displayed or the button text then see this answer for more
details.

Further reading

e How To Make A Swipeable Table View Cell With Actions — Without Going Nuts With Scroll Views
¢ Apple Documentation
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Section 14.7: Expanding & Collapsing UlTableViewCells

In your Storyboard, add a UlTableView object on your UlViewController and let it cover the entire view. Setup the
UITableviewDataSource and UITableviewDelegate connections.

Objective-C
In your .hfile

NSMutableArray *arrayForBool;
NSMutableArray #*sectionTitleArray;

In your .mfile

- (void)viewDidLoad {
[super viewDidLoad];

arrayForBool = [[NSMutableArray alloc] init];
sectionTitleArray = @[@"Sam",@"Sanju",@"John",@"Staffy"];

for (int i=0; i<[sectionTitleArray count]; i++) {
[arrayForBool addObject:[NSNumber numberWithBool:NO]];
}

_tableView.dataSource = self;
_tableView.delegate = self;

// Declare number of rows in section
- (NSInteger)tableView:(UITableView *)tableView numberOfRowsInSection:(NSInteger)section {
if ([[arrayForBool objectAtIndex:section] boolValue]) {
return section+2;
} else {
return 0;
}
}

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

static NSString #*cellid=@"hello";
UITableViewCell *cell=[tableView dequeueReusableCellWithIdentifier:cellid];
if (cell==nil) {

cell=[[UITableViewCell alloc]initWithStyle:UITableViewCellStyleSubtitle
reuseldentifier:cellid];

}
BOOL manyCells = [[arrayForBool objectAtIndex:indexPath.section] boolValue]l;

/**x If the section supposed to be closed***xxx/
if(!'manyCells){
cell.backgroundColor=[UIColor clearColor];
cell.textlLabel.text=@0"";
}
/**x If the section supposed to be Opened*#****xx/
else{
cell.textlLabel.text=[NSString stringWithFormat:@"%@ %d", [sectionTitleArray
objectAtIndex:indexPath.section], indexPath.row+1];
cell.backgroundColor=[UIColor whiteColor];
cell.selectionStyle=UITableViewCellSelectionStyleNone ;
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cell.textlLabel.textColor=[UIColor blackColor];

/** Add a custom Separator with cellx/

UIView* separatorLineView = [[UIView alloc]initWithFrame:CGRectMake(15, 40,
_expandableTableView.frame.size.width-15, 1)];
separatorLineView.backgroundColor = [UIColor blackColor];

[cell.contentView addSubview:separatorLineView];
return cell;

}

- (NSInteger)numberOfSectionsInTableView: (UITableView *)tableView
{

return [sectionTitleArray count];

}

- (void)tableView: (UITableView *)tableView didSelectRowAtIndexPath:(NSIndexPath #*)indexPath
{

[**xkkxkxkkxkxk*x*x Close the section, once the data is selected ***xkkkkkkkkkkkkhkhkkhkhkhkrkhkrkkkx/
[arrayForBool replaceObjectAtIndex:indexPath.section withObject:[NSNumber numberWithBool:NO]];

[_expandableTableView reloadSections:[NSIndexSet indexSetWithIndex:indexPath.section]
withRowAnimation:UITableViewRowAnimationAutomatic];

}

- (CGFloat)tableView:(UITableView *)tableView heightForRowAtIndexPath:(NSIndexPath *)indexPath
{
if ([[arrayForBool objectAtIndex:indexPath.section] boolValue]) {

return 40;

}

return 0;

}

- (UIView *)tableView:(UITableView *)tableView viewForHeaderInSection:(NSInteger)section

{

UIView *sectionView=[[UIView alloc]initWithFrame:CGRectMake(0, 0, 280,40)];
sectionView.tag=section;
UILabel *viewLabel=[[UILabel alloc]initWithFrame:CGRectMake(10, @,
_expandableTableView.frame.size.width-10, 40)];
viewLabel.backgroundColor=[UIColor clearColor];
viewLabel.textColor=[UIColor blackColor];
viewLabel.font=[UIFont systemFontOfSize:15];
viewLabel.text=[NSString stringWithFormat:@"List of %@", [sectionTitleArray objectAtIndex:section]];
[sectionView addSubview:viewLabel];

[*x*x*k*kkkxxx* Add a custom Separator with Section view x**kkkkxxkkkkkkxkkk/
UIView* separatorLineView = [[UIView alloc] initWithFrame:CGRectMake(15, 40,
_expandableTableView.frame.size.width-15, 1)];
separatorLineView.backgroundColor = [UIColor blackColor];
[sectionView addSubview:separatorLineView];

[**xxxxxxx*x Add UITapGestureRecognizer to SectionView — #xxxxxkkkkkk**/
UITapGestureRecognizer +*headerTapped = [[UITapGestureRecognizer alloc] initWithTarget:self
action:@selector(sectionHeaderTapped:)];

[sectionView addGestureRecognizer:headerTapped];

return sectionView;
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}

- (void)sectionHeaderTapped: (UITapGestureRecognizer *)gestureRecognizer {

NSIndexPath *indexPath = [NSIndexPath indexPathForRow:0 inSection:gestureRecognizer.view.tag];

if (indexPath.row == 0) {
BOOL collapsed = [[arrayForBool objectAtIndex:indexPath.section] boolValue];

for (int i=0; i<[sectionTitleArray count]; i++) {
if (indexPath.section==1i) {
[arrayForBool replaceObjectAtIndex:i withObject:[NSNumber numberWithBool:!collapsed]];

}
}
[_expandableTableView reloadSections:[NSIndexSet indexSetWithIndex:gestureRecognizer.view.tag]
withRowAnimation:UITableViewRowAnimationAutomatic];

}
}
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Chapter 15: UlTableViewController

UlTableViewController controller object that manages a table view. For some certain scenario it will be
recommended to use UlTableViewController, for example if you have lot of cells and some have UlTextfield.

Section 15.1: TableView with dynamic properties with
tableviewCellStyle basic

override func numberOfSections(in tableView: UITableView) -> Int {
// You need to return minimum one to show the cell inside the tableview
return 1

}

override func tableView(_ tableView: UITableView, numberOfRowsInSection section: Int) -> Int {
// return the number of rows inside the tableview.
return 3

override func tableView(_ tableView: UITableView, cellForRowAt indexPath: IndexPath) ->
UITableViewCell {

let cell = tableView.dequeueReusableCell(withIdentifier: "Cell", for: indexPath)
// identifier string should be same as what you have entered in the cell Attribute inspector ->
identifier (see the image).

// Configure the cell...
cell.textlLabel?.text = "Cell \(indexPath.row) + "Hello"
//cell have different style Custom, basic, right detail, left detail, subtitle.
//For custom you can use your own objects and constrains, for other styles all
//is ready just select according to your design. (see the image for changing the style)

return cell

}

override func tableView(_ tableView: UITableView, didSelectRowAt indexPath: IndexPath) {
// this delegate method will trigger when you click a cell

Y
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Section 15.2: TableView with Custom Cell

For custom tableview cell you need a class that is subclass from UITableViewCell, an example class you can see
below.

class TableViewCell: UITableViewCell {
@IBOutlet weak var 1blTitle: UILabel!

override func awakeFromNib() {
super .awakeFromNib()
// Initialization code

}

override func setSelected(_ selected: Bool, animated: Bool) {
super.setSelected(selected, animated: animated)

// Configure the view for the selected state

Your tableview delegates

override func numberOfSections(in tableView: UITableView) -> Int {
// You need to return minimum one to show the cell inside the tableview
return 1

}

override func tableView(_ tableView: UITableView, numberOfRowsInSection section: Int) -> Int {
// return the number of rows inside the tableview.
return 3
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override func tableView(_ tableView: UITableView, cellForRowAt indexPath: IndexPath) ->
UITableViewCell {

let cell = tableView.dequeueReusableCell(withIdentifier: "Cell", for: indexPath) as!

TableViewCell
// identifier string should be same as what you have entered in the cell Attribute inspector ->

identifier.

// Configure the cell...

cell.1blTitle.text = "Cell \(indexPath.row) :" + "Hello"

return cell

}

override func tableView(_ tableView: UITableView, didSelectRowAt indexPath: IndexPath) {
// this delegate method will trigger when you click a cell

}

GoalKicker.com - iOS® Developer Notes for Professionals 10
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Chapter 16: UIRefreshControl TableView

A UlRefreshControl object provides a standard control that can be used to initiate the refreshing of a table view’s
contents. You link a refresh control to a table through an associated table view controller object. The table view
controller handles the work of adding the control to the table’s visual appearance and managing the display of that
control in response to appropriate user gestures.

Section 16.1: Set up refreshControl on tableView:

UIRefreshControl *refreshControl = [[UIRefreshControl alloc] init];
[refreshControl addTarget:self action:@selector(pullToRefresh:)
forControlEvents:UIControlEventValueChanged];
self.scrollView.alwaysBounceVertical = YES;

[self.scrollView addSubview:refreshControl];

- (void)pullToRefresh:(UIRefreshControlx) sender{
//Do work off the main thread
dispatch_async(dispatch_get_global_queue(DISPATCH_QUEUE_PRIORITY_DEFAULT, @), *{
// Simulate network traffic (sleep for 2 seconds)
[NSThread sleepForTimeInterval:2];
//Update data
//Call complete on the main thread
dispatch_sync(dispatch_get_main_queue(), *{
//Update network activity UI
NSLog(@"COMPLETE") ;
[sender endRefreshing];
});
})i

Section 16.2: Objective-C Example

First declare a property like this in the ViewController
@property (nonatomic) UIRefreshControl *refreshControl;

Later in the viewDidLoad() set up the refreshControl as given below:

self.refreshControl = [[UIRefreshControl alloclinit];

[self.tableView addSubview:self.refreshControl];

[self.refreshControl addTarget:self action:@selector(refreshTable)
forControlEvents:UIControlEventValueChanged];

//Setting the tint Color of the Activity Animation
self.refreshControl.tintColor = [UIColor redColor];

//Setting the attributed String to the text

NSMutableAttributedString * string = [[NSMutableAttributedString alloc]
initWithString:@"firstsecondthird"];

[string addAttribute:NSForegroundColorAttributeName value:[UIColor redColor]
range :NSMakeRange(0,5)];

[string addAttribute:NSForegroundColorAttributeName value:[UIColor greenColor]
range :NSMakeRange(5,6)];

[string addAttribute:NSForegroundColorAttributeName value:[UIColor blueColor]
range :NSMakeRange(11,5)1;

self.refreshControl.attributedTitle = string;

Now The function refreshTable is defined as:
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- (void)refreshTable {
//TODO: refresh your data
[self.refreshControl endRefreshing];
[self.refreshControl beginRefreshing];
[self.tableView reloadData];
[self.refreshControl endRefreshing];

Al
..-l-":\.

firstsecandthird
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Chapter 17: UlTableViewCell

Load custom cell xib file uses the cell category class, no need to register the nib file

Section 17.1: Xib file of UITableViewCell

Create a UITableView cell category class.

UlTableViewCell+RRCell.h file

#import <UIKit/UIKit.h>
@interface UITableViewCell (RRCell)
-(id)initWithOwner:(id)owner;

@end

UlTableViewCell+RRCell.m file

#import "UITableViewCell+RRCell.h"
@implementation UITableViewCell (RRCell)

#pragma clang diagnostic push
#pragma clang diagnostic ignored "-Wobjc-designated-initializers"

-(id)initWithOwner:(id)owner {
if (self = [super init]) {

NSArray #*nib = [[NSBundle mainBundle]loadNibNamed:NSStringFromClass([self class])
owner:self options:nil];
self = [nib objectAtIndex:0];

}

return self;

}

#pragma clang diagnostic pop

@end

Import cell category class to use this method into the cellForRowAtIndexPath method

- (UITableViewCell x)tableView:(UITableView *)tableView cellForRowAtIndexPath:(NSIndexPath
*)indexPath

{
//Creted custom cell xib file to load by cell category class

CustomCell *cell = [[CustomCell alloclinitWithOwner:self];

return cell;
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Chapter 18: Custom methods of selection
of UlTableViewCells

Section 18.1: Distinction between single and double selection
on row

An example of implementation UlTableView which allows to detect if cell has been tapped single or double time.

override func viewDidLoad()
viewDidLoad()

let doubleTapGestureRecognizer = UITapGestureRecognizer(target: self, action:
#selector(handleDoubleTap(sender:)))

doubleTapGestureRecognizer.numberOfTapsRequired = 2

tableView.addGestureRecognizer (doubleTapGestureRecognizer)

let tapGestureRecognizer = UITapGestureRecognizer(target: self, action:
#selector(handleTapGesture(sender:)))
tapGestureRecognizer.numberOfTapsRequired = 1
tapGestureRecognizer.require(toFail: doubleTapGestureRecognizer)
tableView.addGestureRecognizer (tapGestureRecognizer)

}

func handleTapGesture(sender: UITapGestureRecognizer) {
let touchPoint = sender.location(in: tableView)
if let indexPath = tableView.indexPathForRow(at: touchPoint) {
print(indexPath)
}
}

func handleDoubleTap(sender: UITapGestureRecognizer) {
let touchPoint = sender.location(in: tableView)
if let indexPath = tableView.indexPathForRow(at: touchPoint) {
print(indexPath)
}
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Chapter 19: Custom methods of selection
of UlTableViewCells

Advance ways to manage selections of UlTableViewCell. Examples when simple didSelect. .. form
UITableViewDelegate is not enough to achieve something.

Section 19.1: Distinction between single and double selection
on row

An example of implementation which give a possibility to detect if user single or double tap on UlTableViewCell.

override func viewDidLoad() {
viewDidLoad()

let doubleTapGestureRecognizer = UITapGestureRecognizer(target: self, action:
#selector(handleDoubleTap(sender:)))

doubleTapGestureRecognizer.numberOfTapsRequired = 2

tableView.addGestureRecognizer (doubleTapGestureRecognizer)

let tapGestureRecognizer = UITapGestureRecognizer(target: self, action:
#selector(handleTapGesture(sender:)))
tapGestureRecognizer.numberOfTapsRequired = 1
tapGestureRecognizer.require(toFail: doubleTapGestureRecognizer)
tableView.addGestureRecognizer (tapGestureRecognizer)

}

func handleTapGesture(sender: UITapGestureRecognizer) {
let touchPoint = sender.location(in: tableView)
if let indexPath = tableView.indexPathForRow(at: touchPoint) {
print(indexPath)
}
}

func handleDoubleTap(sender: UITapGestureRecognizer) {
let touchPoint = sender.location(in: tableView)
if let indexPath = tableView.indexPathForRow(at: touchPoint) {
print(indexPath)
}
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Chapter 20: UlView

Section 20.1: Make the view rounded

To make a rounded UIView, specify a cornerRadius for the view's layer.
This also applies any class which inherits from UIView, such as UIImageView.
Programmatically

Swift Code

someImageView. layoutIfNeeded()
someImageView.clipsToBounds = true
someImageView.layer.cornerRadius = 10

Objective-C Code

[ someImageView layoutIfNeeded];
someImageView.clipsToBounds = YES;
someImageView.layer.cornerRadius = 10;

Example

//Swift code

topImageView.layoutIfNeeded()

bottomImageView.layoutIfNeeded()

topImageView.clipsToBounds = true

topImageView.layer.cornerRadius = 10

bottomImageView.clipsToBounds = true
bottomImageView.layer.cornerRadius = bottomImageView.frame.width / 2

//0bjective-C code

[topImageView layoutIfNeeded]
[bottomImageView layoutIfNeeded];
topImageView.clipsToBounds = YES;
topImageView.layer.cornerRadius = 10;
bottomImageView.clipsToBounds = YES;

bottomImageView.cornerRadius = CGRectGetWidth(bottomImageView.frame) / 2;

Here is the result, showing the rounded view effect using the specified corner radius:

GoalKicker.com - iOS® Developer Notes for Professionals
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Note

To do this you need to include the QuartzCore framework.

#import <QuartzCore/QuartzCore.h>

Storyboard Configuration

A rounded view effect can also be achieved non-programmatically by setting the corresponding properties in
Storyboard.

Drawing & Opaque Hidden
85 Context

Clip Subviews

Since layer properties aren't exposed in Storyboard, you have to modify the cornerRadius attribute via the User Defined
Runtime Attributes section.
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Swift Extension
You can use this handy extension to apply rounded view as long as it has same width and height.

extension UIView {
@discardableResult
public func setAsCircle() -> Self {
self.clipsToBounds = true
let frameSize = self.frame.size

self.layer.cornerRadius = min(frameSize.width, frameSize.height) / 2.0
return self

To use it:

yourView.setAsCircle()

Section 20.2: Using IBInspectable and IBDesignable

One (or two) of the coolest new features in recent Xcode releases are the IBInspectable properties and
IBDesignable UIViews. These have nothing to do with the functionality of your application but instead impact the
developer experience in Xcode. The goal is to be able to visually inspect custom views in your iOS application
without running it. So assume that you have a custom view creatively named CustomView that inherits from UIView.
In this custom view, it will display a string of text with a designated color. You can also choose not to display any
text. We'll need three properties:

var textColor: UIColor = UIColor.blackColor()
var text: String?
var showText: Bool = true

We can then override the drawRect function in the class:

if showText {
if let text = text {
let s = NSString(string: text)
s.drawInRect(rect,
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withAttributes: [
NSForegroundColorAttributeName: textColor,
NSFontAttributeName: UIFont(name: "Helvetica Neue", size: 18)!

D

Assuming that the text property is set, this will draw a string in the upper left hand corner of the view when the
application is run. The problem is we won't know what it looks like without running the application. This is where
IBInspectable and IBDesignable come in. IBInspectable allows us to visually set property values of the view in
Xcode, just like with the built in controls. IBDesignable will show us a visual preview in the storyboard. Here is how
the class should look:

@IBDesignable

class CustomView: UIView {
@IBInspectable var textColor: UIColor = UIColor.blackColor()
@IBInspectable var text: String?
@IBInspectable var showText: Bool = true

override func drawRect(rect: CGRect) {
/...
}

Or in Objective C:

IB_DESIGNABLE
@interface CustomView: UIView

@property (nonatomic, strong) IBInspectable UIColorx textColor;
@property (nonatomic, strong) IBInspectable NSStringx text;
@property (nonatomic, assign) IBInspectable BOOL showText;

@end

@implementation CustomView

(instancetype)init {
if(self = [super init]) {
self.textColor = [UIColor blackColor];
self.showText = YES;
}

return self;

(void)drawRect: (CGRect)rect {
/...
}

@end
The next screenshots show what happens in Xcode. The first one is what happens after adding the revised class.

Notice that there are three new Ul elements for the three properties. The Text Color will display a color picker, Text is
just an input box and Show Text will give us the options for 0ff and On which are false and true respectively.
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The next is after changing the Text Color to red using the color picker. Also, some text has been provided to make
the drawRect function display it. Notice that the view in Interface Builder has been updated as well.

[ custom View

Text Color IEEEE————

qr ) o Text Testing
EStH"!Q Show Text Default Eﬁ

: View
i = h  Mode Scale ToFil B
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. Tag [¢]
u} o 0

Finally, setting Show Text to Off in the property inspector makes the text display in Interface Builder disappear.

1 Custom View

Text Color  IEEE————
C by o Text Taesting
Show Text  Off ﬁ
: View
= o Mode Scale To Fill kd
Semantic  Unspecified ﬁ
. Tag ] [
o o o

However, We all come up situation when we need to create rounded UIView at multiple views in your
Storyboard.Instead of declaring IBDesignable to every views of Storyboard, its better to create an Extension of

UIView and get a user interface built just for your every UIView through out the project to create rounded view by

setting corner radius.A configurable border radius on any UlView you create in storyboard.

extension UIView {

@IBInspectable var cornerRadius:CGFloat {
set {
layer.cornerRadius = newValue
clipsToBounds = newValue > ©

}
get {

return layer.cornerRadius
}
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Section 20.3: Taking a snapshot
You can take a snapshot from a UIView like this:
Swift

let snapshot = view.snapshotView(afterScreenUpdates: true)
Objective-C

UIView *snapshot = [view snapshotViewAfterScreenUpdates: YES];

Section 20.4: Create a UlView
Objective-C

CGRect myFrame = CGRectMake(@, 0, 320, 35)
UIView *view = [[UIView alloc] initWithFrame:myFrame];

//Alternative way of defining the frame
UIView *view = [[UIView alloc] init];
CGRect myFrame = view.frame;
myFrame.size.width = 320;
myFrame.size.height = 35;
myFrame.origin.x = 0;

myFrame.origin.y = 0;

view.frame = myFrame;

Swift

let myFrame = CGRect(x: @, y: 0, width: 320, height: 35)
let view = UIView(frame: myFrame)

Section 20.5: Shake a View

extension UIView {
func shake() {

let animation = CAKeyframeAnimation(keyPath: "transform.translation.x")
animation.timingFunction = CAMediaTimingFunction(name: kCAMediaTimingFunctionLinear)

animation.duration = 0.6

animation.values = [-10.0, 10.0, -7.0, 7.0, -5.0, 5.0, 0.0 ]

layer.add(animation, forKey: "shake")

3

<>
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This function can be used to draw attention to a specific view by shaking it a bit.

When creating a UlView subclass, intrinsic content size helps to avoid setting hardcoded height and width
constraints

a basic glimpse into how a class can utilize this

class ImageView: UIView {
var image: UIImage {
didSet {
invalidateIntrinsicContentSize()

}
}

// omitting initializers
// convenience init(image: UIImage)

override func intrinsicContentSize() -> CGSize {
return CGSize(width: image.size.width, height: image.size.height)

}

If you only want to provide one size intrinsically, you can provide the value UIViewNoIntrinsicMetric for the value
that you wish to ignore.

override func intrinsicContentSize() -> CGSize
return CGSize(width: UIViewNoIntrinsicMetric, height: image.size.width)

}

Benefits when using with AutoLayout and Interface Builder

One could take this ImageView (or UllmageView) and set the horizontal alignment to superview center X and the
vertical alignment to superview centerY.
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Interface builder will complain to you at this point giving the following warning:

£ Structure View Controller

¥ Missing Constraints [ o]

7= Image View
=1 Meed constraints for: ¥ position or width

¥ Missing Constraints [ o]

7= Image View
= Mped constraints for: ¥ position or height

This is where Placeholder Intrinsic Size comes in.

Going into the Size inspector panel, and down to the Intrinsic Size dropdown, you can switch this value from Default
to Placeholder.
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and now interface builder will remove the previous warnings and you can use this size to have dynamically sized
views laid out in interface builder.

Section 20.7: Programmatically manage UlView insertion and
deletion into and from another UlView

Suppose you have a parentView into which you want to insert a new subView programmatically (eg. when you want
to insert an UIImageView into a UIViewController's view), than you can do it as below.

Objective-C
[parentView addSubview:subView];
Swift
parentView.addSubview(subView)

You can also add the subView below another subview2, which is already a sub view of parentView using the
following code:

Objective-C

[parentView insertSubview:subView belowSubview:subView2];
Swift

parentView.insertSubview(subView, belowSubview: subView2)

If you want to insert it above subView2 you can do it this way:
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Objective-C

[parentView insertSubview:subView aboveSubview:subView2];
Swift

parentView.insertSubview(subView, aboveSubview: subView2)

If somewhere in your code you need to bring a certain subView to front, so above all the others parentView's
subviews, you can do it like this:

Objective-C

[parentView bringSubviewToFront:subView];
Swift
parentView.bringSubviewToFront(subView)

Finally, if you want to remove subView from parentView, you can do as below:
Objective-C

[subView removeFromSuperview];
Swift

subView.removeFromSuperview()

UIView *view = [[UIView alloc] init];
[self.view addSubview:view];
//Use the function if you want to use height as constraint

[self addView:view onParentView:self.view withHeight:200.f];

//Use this function if you want to add view with respect to parent and should resize with it
[self addFullResizeConstraintForSubview:view addedOnParentView:self.view];

Functions
Function to add view with fixed height using autolayout constraints

-(void)addView: (UIView*)subView onParentView:(UIView*)parentView withHeight:(CGFloat)height{
subView.translatesAutoresizingMaskIntoConstraints = NO;

NSLayoutConstraint *trailing =[NSLayoutConstraint
constraintWithItem:subView
attribute:NSLayoutAttributeTrailing
relatedBy:NSLayoutRelationEqual
toItem:parent
attribute:NSLayoutAttributeTrailing
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multiplier:1.0
constant:10.f];

NSLayoutConstraint *top = [NSLayoutConstraint
constraintWithItem:subView
attribute:NSLayoutAttributeTop
relatedBy:NSLayoutRelationEqual
toIltem:parent
attribute:NSLayoutAttributeTop
multiplier:1.0
constant:10.f];

NSLayoutConstraint *leading = [NSLayoutConstraint
constraintWithItem:subView
attribute:NSLayoutAttributeleading
relatedBy:NSLayoutRelationEqual
toItem:parent
attribute:NSLayoutAttributeleading
multiplier:1.0
constant:10.f];

[parent addConstraint:trailing];

[parent addConstraint:top];

[parent addConstraint:leading];

NSLayoutConstraint xheightConstraint =[NSLayoutConstraint
constraintWithItem:subView
attribute:NSLayoutAttributeHeight
relatedBy:NSLayoutRelationEqual
toItem:nil
attribute:0
multiplier:0.0
constant:height];

[subView addConstraint:heightConstraint];

}
Function add full resize constraint for created UlView.

-(void)addFullResizeConstraintForSubview: (UIView*)subView addedOnParentView:(UIView*)parentView{
subView.translatesAutoresizingMaskIntoConstraints = NO;

NSLayoutConstraint *trailing =[NSLayoutConstraint
constraintWithItem:subView
attribute:NSLayoutAttributeTrailing
relatedBy :NSLayoutRelationEqual
toItem:parent
attribute:NSLayoutAttributeTrailing
multiplier:1.0
constant:10.f];

NSLayoutConstraint *top = [NSLayoutConstraint
constraintWithItem:subView
attribute:NSLayoutAttributeTop
relatedBy :NSLayoutRelationEqual
toItem:parent
attribute:NSLayoutAttributeTop
multiplier:1.0
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constant:10.f];

NSLayoutConstraint *leading = [NSLayoutConstraint
constraintWithItem:subView
attribute:NSLayoutAttributeleading
relatedBy:NSLayoutRelationEqual
toItem:parent
attribute:NSLayoutAttributeleading
multiplier:1.0
constant:10.f];

NSLayoutConstraint *bottom =[NSLayoutConstraint
constraintWithItem:subView
attribute:NSLayoutAttributeBottom
relatedBy:NSLayoutRelationEqual
toIltem:parent
attribute:NSLayoutAttributeBottom
multiplier:1.0
constant:0.f];

[parent addConstraint:trailing];

[parent addConstraint:top];

[parent addConstraint:leading];

[parent addConstraint:bottom];

}

Section 20.9: Animating a UlView

let view = UIView(frame: CGRect(x: @, y: 0, width: 100, height: 100))
view.backgroundColor = UIColor.orange
self.view.addSubview(view)

UIView.animate(withDuration: 0.75, delay: 0.5, options: .curveEaseIn, animations:

//This will cause view to go from (0,0) to
// (self.view.frame.origin.x, self.view.frame.origin.y)
view.frame.origin.x = self.view.frame.origin.x
view.frame.origin.y = self.view.frame.origin.y

}) { (finished) in
view.backgroundColor = UIColor.blueColor()

}

Section 20.10: UlView extension for size and frame attributes

If we want to get the x-cordinate of origin of the view, then we need to write like:
view.frame.origin.x

For width, we need to write:

view.frame.size.width

But if we add a simple extension to an UIView, we can get all the attributes very simply, like:

view. x
view.y
view.width
view.height

It will also help setting these attributes like:
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view.x 10
view.y = 10
view.width = 100
view.height = 200

And the simple extension would be:

extension UIView {

var x: CGFloat {
get {
return self.frame.origin.x
}
set {
self.frame = CGRect(x: newValue, y: self.frame.origin.y, width: self.frame.size.width,
height: self.frame.size.height)
}

var y: CGFloat {
get {
return self.frame.origin.y
}
set {
self.frame = CGRect(x: self.frame.origin.x, y: newValue, width: self.frame.size.width,
height: self.frame.size.height)
}
}

var width: CGFloat {
get {
return self.frame.size.width

}
set {

self.frame = CGRect(x: self.frame.origin.x, y: self.frame.origin.y, width: newValue,
height: self.frame.size.height)
}

var height: CGFloat {
get {
return self.frame.height

}
set {

self.frame = CGRect(x: self.frame.origin.x, y: self.frame.origin.y, width:
self.frame.size.width, height: newValue)
}
}

We need to add this class file in a project and it'll be available to use throughout the project!
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Chapter 21: Snapshot of UlView

Section 21.1: Getting the Snapshot

- (UIImage *)getSnapshot

{

UIScreen *screen = [UIScreen mainScreen];

CGRect bounds = [self.view bounds];
UIGraphicsBeginImageContextWithOptions(bounds.size, false, screen.scale);
CGContextRef context = UIGraphicsGetCurrentContext();
CGContextSetInterpolationQuality(context, kCGInterpolationHigh);
[self.view drawViewHierarchyInRect:bounds afterScreenUpdates:YES];
UIImage *image = UIGraphicsGetImageFromCurrentImageContext();
UIGraphicsEndImageContext();

return image;

}
Swift

var screenshot: UIImage

{

UIGraphicsBeginImageContext(self.bounds.size);

let context = UIGraphicsGetCurrentContext();
self.layer.render(in: context)

let screenShot = UIGraphicsGetImageFromCurrentImageContext();
UIGraphicsEndImageContext();

return screenShot

}

Section 21.2: Snapshot with subview with other markup and
text

e Support Portrait and Landscape both type of image
¢ Drawing and other subviews can be merged in my case I'm adding label to draw

CGSize fullSize = getImageForEdit.size;
CGSize sizeInView = AVMakeRectWithAspectRatioInsideRect(imgViewFake.image.size,
imgViewFake.bounds).size;
CGFloat orgScale = orgScale = fullSize.width/sizeInView.width;
CGSize newSize = CGSizeMake(orgScale * img.image.size.width, orgScale * img.image.size.height);
if(newSize.width <= fullSize.width && newSize.height <= fullSize.height){
newSize = fullSize;
}
CGRect offsetRect;
if (getImageForEdit.size.height > getImageForEdit.size.width){
CGFloat scale = newSize.height/fullSize.height;
CGFloat offset = (newSize.width - fullSize.width*scale)/2;
offsetRect = CGRectMake(offset, @, newSize.width-offset*2, newSize.height);

}
else{

CGFloat scale = newSize.width/fullSize.width;

CGFloat offset = (newSize.height - fullSize.height*scale)/2;

offsetRect = CGRectMake(©0, offset, newSize.width, newSize.height-offset*2);
}

UIGraphicsBeginImageContextWithOptions(newSize, NO, getImageForEdit.scale);
[getImageForEdit drawAtPoint:offsetRect.origin];
// [img.image drawInRect:CGRectMake(0,0,newSize.width, newSize.height)];
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CGFloat oldScale = img.contentScaleFactor;

img.contentScaleFactor = getImageForEdit.scale;

[img drawViewHierarchyInRect:CGRectMake(®, @, newSize.width, newSize.height)
afterScreenUpdates:YES];

img.contentScaleFactor = oldScale;

UIImage *combImage = UIGraphicsGetImageFromCurrentImageContext();

UIGraphicsEndImageContext();

imageData = UIImageJPEGRepresentation(combImage, 1);
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Chapter 22: UlAlertController
Section 22.1: AlertViews with UlAlertController

UIAlertView and UIActionSheet are Deprecated in 10S 8 and Later. So Apple introduced a new controller for
AlertView and ActionSheet called UIAlertController, changing the preferredStyle, you can switch between
AlertView and ActionSheet. There is no delegate method for it because all button events are handled in their
blocks.

Simple AlertView
Swift:

let alert = UIAlertController(title: "Simple", message: "Simple alertView demo with Cancel and
OK.", preferredStyle: .alert)

alert.addAction(UIAlertAction(title: "Cancel", style: .cancel) { _ in
print("Cancel")

H)

alert.addAction(UIAlertAction(title: "OK", style: .default) { _ in
print("0K")

H)

present(alert, animated: true)
Objective-C:

UIAlertController *alertController = [UIAlertController alertControllerWithTitle:@"Simple"

message:@"Simple alertView demo with Cancel and OK." preferredStyle:UIAlertControllerStyleAlert];

UIAlertAction *cancelAction = [UIAlertAction actionWithTitle:@"Cancel"
style:UIAlertActionStyleCancel handler:A(UIAlertAction * action) {
NSLog(@"Cancel");
s

UIAlertAction *okAction = [UIAlertAction actionWithTitle:@"OK" style:UIAlertActionStyleDefault

handler:A(UIAlertAction * action) {
NSLog(@"0K") ;
H

[alertController addAction:cancelAction];
[alertController addAction:okAction];
[self presentViewController:alertController animated: YES completion: nil];

r i |
Simple
Simple alertView demo with Cancel
and Ok.
Cancel OK
A >

Destructive AlertView

Swift:
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let alert = UIAlertController(title: "Simple", message: "Simple alertView demo with Cancel and
OK.", preferredStyle: .alert)

alert.addAction(UIAlertAction(title: "Destructive", style: .destructive) { _ in
print("Destructive")

})

alert.addAction(UIAlertAction(title: "OK", style: .default) { _ in
print("0K")

1)

present(alert, animated: true)
Objective-C:

UIAlertController *alertController = [UIAlertController alertControllerWithTitle:@"Destructive"
message:@"Simple alertView demo with Destructive and OK."
preferredStyle:UIAlertControllerStyleAlert];
UIAlertAction *destructiveAction = [UIAlertAction actionWithTitle:@"Cancel"
style:UIAlertActionStyleDestructive handler:A(UIAlertAction * action) {
NSLog(@"Destructive");
s
UIAlertAction *okAction = [UIAlertAction actionWithTitle:@"OK" style:UIAlertActionStyleDefault
handler:A(UIAlertAction * action) {
NSLog(@"0K");
s

[alertController addAction:destructiveAction];

[alertController addAction:okAction];
[self presentViewController:alertController animated: YES completion: nil];

F R |

Destructive

Simple alertView demo with
Destructive and Ok.

Destructive OK
A v |

Section 22.2: Action Sheets with UlAlertController

With UIAlertController, action sheets like the deprecated UIActionSheet are created with the same API as you
use for AlertViews.

Simple Action Sheet with two buttons
Swift

let alertController = UIAlertController(title: "Demo", message: "A demo with two buttons",
preferredStyle: UIAlertControllerStyle.actionSheet)

Objective-C

UIAlertController *alertController = [UIAlertController alertControllerWithTitle:@"Demo"
message:@"A demo with two buttons" preferredStyle:UIAlertControllerStyleActionSheet];

Create the buttons "Cancel" and "Okay"
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Swift
let cancelAction = UIAlertAction(title: "Cancel", style: .cancel) { (result : UIAlertAction) ->
Void in

//action when pressed button

}
let okAction = UIAlertAction(title: "Okay", style: .default) { (result : UIAlertAction) -> Void in
//action when pressed button

Objective-C

UIAlertAction *cancelAction = [UIAlertAction actionWithTitle:@"Cancel"
style:UIAlertActionStyleCancel handler:A(UIAlertAction * action) {
//action when pressed button

s

UIAlertAction * okAction = [UIAlertAction actionWithTitle:@"Okay" style:UIAlertActionStyleDefault
handler:A(UIAlertAction * action)
//action when pressed button

H;

And add them to the action sheet:

Swift

alertController.addAction(cancelAction)
alertController.addAction(okAction)

Objective-C

[alertController addAction:cancelAction];
[alertController addAction:okAction];

Now present the UTAlertController:

Swift

self.present(alertController, animated: true, completion: nil)

Objective-C

[self presentViewController:alertController animated: YES completion: nil];

This should be the result:
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Demo

A demo with two buttons

Okay

Action Sheet with destructive button

Using the UTAlertActionStyle .destructive for an UIAlertAction will create a button with red tint color.

Demo

A demo with two buttons

Delete

Cancel

For this example, the okAction from above was replaced by this UTAlertAction:

Swift

let destructiveAction = UIAlertAction(title: "Delete", style: .destructive) { (result :
UIAlertAction) -> Void in
//action when pressed button

}

Objective-C
UIAlertAction * destructiveAction = [UIAlertAction actionWithTitle:@"Delete"

style:UIAlertActionStyleDestructive handler:*(UIAlertAction * action) {
//action when pressed button

H
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Section 22.3: Adding Text Field in UlAlertController like a
prompt Box

Swift

let alert = UIAlertController(title: "Hello",
message: "Welcome to the world of i0S",
preferredStyle: UIAlertControllerStyle.alert)
let defaultAction = UIAlertAction(title: "OK", style: UIAlertActionStyle.default) { (action) in

}
defaultAction.isEnabled = false
alert.addAction(defaultAction)

alert.addTextFieldWithConfigurationHandler { (textField) in
textField.delegate = self

}

present(alert, animated: true, completion: nil)

Objective-C

UIAlertController* alert = [UIAlertController alertControllerWithTitle:@"Hello"
message:@"Welcome to the world of
ios”

preferredStyle:UIAlertControllerStyleAlert];
UIAlertAction* defaultAction = [UIAlertAction actionWithTitle:@"OK"
style:UIAlertActionStyleDefault
handler:A(UIAlertAction * action) {}];

defaultAction.enabled = NO;
[alert addAction:defaultAction];

[alert addTextFieldWithConfigurationHandler:*(UITextField *textField) {
textField.delegate = self;
H

[self presentViewController:alert animated:YES completion:nil];

'?
Hello
Welcome ta The world of 105
Hey Buddy
OK
v |

Section 22.4: Highlighting an action button

Alert controller has a property which is used to put emphases on an action added in the alert controller. This
property can be used to highlight a particular action for user attention.For objective C;

@property(nonatomic, strong) UIAlertAction *preferredAction

An action which is already added in alert controller can be assigned to this property.The Alert Controller will
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highlight this action.
This property can only be used with UlAlertControllerStyleAlert.

Following example shows how to use it.

UIAlertController *alertController = [UIAlertController alertControllerWithTitle:@"Cancel edit"

message:@"Are you really want to cancel your edit?" preferredStyle:UIAlertControllerStyleAlert];

’

UIAlertAction *cancel = [UIAlertAction actionWithTitle:@"Cancel" style:UIAlertActionStyleCancel
handler:A(UIAlertAction * action)
NSLog(@"Cancel");

H;

UIAlertAction *no = [UIAlertAction actionWithTitle:@"NO" style:UIAlertActionStyleDefault
handler:A(UIAlertAction * action) {

NSLog(@"Highlighted button is pressed.");
bl

[alertController addAction:cancel];
[alertController addAction:no];

//add no action to preffered action.

//Note

//the action should already be added to alert controller
alertController.preferredAction = no;

[self presentViewController:alertController animated: YES completion: nil];

Alert Controller with preferred action set.The NO button is highlighted.
F ™

Cancel edit

Are you really want ot cancel your edit?

Cancel MNO
| = |

Alert Controller with preferred action not set.The NO button is not highlighted.

F ~
Cancel edit

Are you really want ot cancel your edit?

Cancel NO
| . o

Section 22.5: Displaying and handling alerts

One Button
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iPhone 6s Plus - iPhone 65 Plus [0S 9.

My Title

This is my message.

OK

Swift
class ViewController: UIViewController {
@IBAction func showAlertButtonTapped(sender: UIButton) {
// create the alert
let alert = UIAlertController(title: "My Title", message: "This is my message.",
preferredStyle: UIAlertControllerStyle.Alert)

// add an action (button)

alert.addAction(UIAlertAction(title: "OK", style: UIAlertActionStyle.Default, handler:

nil))

// show the alert
self.presentViewController(alert, animated: true, completion: nil)

}
Two Buttons
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iPhone 65 Plus - iPhone s Plus [ i0S 9.0 (13A340)

UlAlertController

Would you like to continue learning
how to use 05 alerts?

Cancel Continue

Swift

class ViewController: UIViewController {
@IBAction func showAlertButtonTapped(sender: UIButton) {

// create the alert
let alert = UIAlertController(title: "UIAlertController", message: "Would you like to
continue learning how to use i0S alerts?", preferredStyle: UIAlertControllerStyle.Alert)

// add the actions (buttons)
alert.addAction(UIAlertAction(title: "Continue", style: UIAlertActionStyle.Default,
handler: nil))

alert.addAction(UIAlertAction(title: "Cancel", style: UIAlertActionStyle.Cancel, handler:

nil))

// show the alert
self.presentViewController(alert, animated: true, completion: nil)

}
Three Buttons
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2.0 8 iPhone s Plus - iPhone 6s Plus / i0S 9.0 (13A340)

Notice

Lauching this missile will destroy the
entire universe. Is this what you
intended to do?

Remind Me Tomorrow

Launch the Missile

Cancel

Swift
class ViewController: UIViewController {

@IBAction func showAlertButtonTapped(sender: UIButton) {

// create the alert
let alert = UIAlertController(title: "Notice", message: "Lauching this missile will destroy

the entire universe. Is this what you intended to do?", preferredStyle:
UIAlertControllerStyle.Alert)

// add the actions (buttons)
alert.addAction(UIAlertAction(title: "Remind Me Tomorrow", style:

UIAlertActionStyle.Default, handler: nil))
alert.addAction(UIAlertAction(title: "Cancel", style: UIAlertActionStyle.Cancel, handler:

nil))
alert.addAction(UIAlertAction(title: "Launch the Missile", style:

UIAlertActionStyle.Destructive, handler: nil))

// show the alert
self.presentViewController(alert, animated: true, completion: nil)

}
Handling Button Taps
The handler was nil in the above examples. You can replace nil with a closure to do something when the user

taps a button, like the example below:

Swift
alert.addAction(UIAlertAction(title: "Launch the Missile", style: UIAlertActionStyle.Destructive,

handler: { action in

// do something like...
self.launchMissile()

1)
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Notes

¢ Multiple buttons do not necessarily need to use different UIAlertActionStyle types. They could all be
.Default.
¢ For more than three buttons consider using an Action Sheet. The setup is very similar.
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Chapter 23: UlColor

Section 23.1: Creating a UlColor

There are many ways you can create a UIColor:
Swift

¢ Using one of the predefined colors:

let redColor = UIColor.redColor()
let blueColor: UIColor = .blueColor()

// In Swift 3, the "Color()" suffix is removed:
let redColor = UIColor.red
let blueColor: UIColor = .blue

If the compiler already knows that the variable is an instance of UIColor you can skip the type all together:

let view = UIView()
view.backgroundColor = .yellowColor()

¢ Using the grayscale value and the alpha:

let grayscaleColor = UIColor(white: 0.5, alpha: 1.0)

¢ Using hue, saturation, brightness and alpha:

let hsbColor = UIColor(
hue: 0.4,
saturation: 0.3,
brightness: 0.7,
alpha: 1.0

)

¢ Using the RGBA values:

let rgbColor = UIColor(
red: 30.0 / 255,
green: 70.0 / 255,
blue: 200.0 / 255,
alpha: 1.0

)

e Using a pattern image:

let patternColor = UIColor(patternImage: UIImage(named:

Objective-C

¢ Using one of the predefined colors:

UIColor *redColor = [UIColor redColor];

“myImage")!)
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¢ Using the grayscale value and the alpha:

UIColor *grayscaleColor = [UIColor colorWithWhite: 0.5 alpha: 1.0];

¢ Using hue, saturation, brightness and alpha:

UIColor *hsbColor
colorWithHue:
saturation: 0.
brightness: 0.
alpha: 1.0

[UIColor
.4

N w oI

1;

¢ Using the RGBA values:

UIColor *rgbColor = [UIColor
colorWithRed: 30.0 / 255.0
green: 70.0 / 255.0
blue: 200.0 / 255.0
alpha: 1.0

1;

e Using a pattern image:

UIColor #*pattenColor = [UIColor colorWithPatternImage:[UIImage imageNamed:@"myImage.png"]];

Section 23.2: Creating a UlColor from hexadecimal number or

string

You can create a UIColor from a hexadecimal number or string, e.g. OxffOOcc, "#FFFFFF"

Swift
Int Value

extension UIColor {
convenience init(hex: Int, alpha: CGFloat = 1.9) {
let r = CGFloat((hex >> 16) & Oxff) / 255

let g = CGFloat((hex >> 08) & Oxff) / 255
let b = CGFloat((hex >> 00) & oxff) / 255
self.init(red: r, green: g, blue: b, alpha: alpha)
}
}
Example:

let color = UIColor(hex: @xff@ecc, alpha: 1.0)
Note that for alpha the default value of 1.8 is provided, so it can be used as follows:

let color = UIColor(hex: @xff@ecce)

String Value
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extension UIColor {
convenience init(hexCode: String) {
let hex =
hexCode.stringByTrimmingCharactersInSet(NSCharacterSet.alphanumericCharacterSet().invertedSet)
var int = UInt32()
NSScanner(string: hex).scanHexInt(&int)
let a, r, g, b: UInt32

switch hex.characters.count {

case 3:

(a, r, g, b) = (255, (int >> 8) * 17, (int >> 4 & BxF) * 17, (int & OxF) * 17)
case 6:

(a, r, g, b) = (255, int >> 16, int >> 8 & OxFF, int & OxFF)
case 8:

(a, r, g, b) = (int >> 24, int >> 16 & OxFF, int >> 8 & OxFF, int & OxFF)
default:

(a, r, g, b) = (1, 1, 1, @)
}

self.init(red: CGFloat(r) / 255, green: CGFloat(g) / 255, blue: CGFloat(b) / 255, alpha:

CGFloat(a) / 255)
}
}

Example Usage:

Hex with alpha

let color = UIColor("#8OFFFFFF")

Hex with no alpha (color alpha will equal 1.0)

let color = UIColor("#FFFFFF")
let color = UIColor("#FFF")

Objective-C
Int Value

@interface UIColor (Hex)
+ (UIColor x)colorWithHex:(NSUInteger)hex alpha:(CGFloat)alpha;
@end

@implementation UIColor (Hex)
+ (UIColor *)colorWithHex:(NSUInteger)hex alpha:(CGFloat)alpha {
return [UIColor colorWithRed:((CGFloat) ((hex & O0xFF0000) >> 16))/255.0
green:((CGFloat)((hex & OxFF@B) >> 8))/255.0
blue:((CGFloat)(hex & OxFF))/255.0

alpha:alpha];

}

@end

Example:

UIColor #*color = [UIColor colorWithHex:0xffe@cc alpha:1.0];

String Value

GoalKicker.com - iOS® Developer Notes for Professionals

143


https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

- (UIColor*) hex:(NSString*)hexCode {

NSString *noHashString = [hexCode stringByReplacingOccurrencesOfString:@"#" withString:@""];
NSScanner *scanner = [NSScanner scannerWithString:noHashString];
[scanner setCharactersToBeSkipped:[NSCharacterSet symbolCharacterSet]];

unsigned hex;

if (![scanner scanHexInt:&hex]) return nil;
int a;

int r;

int g;

int b;

switch (noHashString.length) {
case 3:
a 255;
r (hex >> 8) * 17;
g = ((hex >> 4) & OxF) * 17;
b = ((hex >> 0) & OxF) * 17;

a
r = (hex >> 16);
g = (hex >> 8) & OxFF;
b = (hex) & OxFF;

a = (hex >> 24);

r = (hex >> 16) & OxFF;
g = (hex >> 8) & OxFF;
b
b

}

return [UIColor colorWithRed:r / 255.0f green:g / 255.0f blue:b / 255.8f alpha:a / 255];

Example usage:

Hex with alpha

UIColor* color = [self hex:@"#8OFFFFFF"];

Hex with no alpha (color alpha will equal 1)

UIColorx color = [self hex:@"#FFFFFF"];
UIColorx color = [self hex:@"#FFF"];

Section 23.3: Color with Alpha component

You can set the opacity to a certain UIColor without creating a new one using the
init(red:_,green:_,blue:_,alpha:_) initializer.
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Swift
let colorWithAlpha = UIColor.redColor().colorWithAlphaComponent(@.1)

Swift 3

//In Swift Latest Version
_ colorWithAlpha = UIColor.red.withAlphaComponent(0.1)

Objective-C
UIColor * colorWithAlpha = [[UIColor redColor] colorWithAlphaComponent:0.1];

Section 23.4: Undocumented Methods

There are a variety of undocumented methods on UIColorwhich expose alternate colors or functionality. These can
be found in the UIColor private header file. | will document the use of two private methods, styleString() and
_systemDestructiveTintColor ().

styleString

Since iOS 2.0 there is a private instance method on UIColor called styleString which returns an RGB or RGBA
string representation of the color, even for colors like whiteColor outside the RGB space.

Objective-C:

@interface UIColor (Private)

- (NSString *)styleString;

@end

/...

[[UIColor whiteColor] styleString]; // rgb(255,255,255)

[[UIColor redColor] styleString]; // rgb(255,0,0)
[[UIColor lightTextColor] styleString]; // rgba(255,255,255,0.600000)

In Swift you could use a bridging header to expose the interface. With pure Swift, you will need to create an @objc
protocol with the private method, and unsafeBitCast UIColor with the protocol:

@objc protocol UIColorPrivate {
func styleString() -> String
}

let white = UIColor.whiteColor()
let red = UIColor.redColor()
let lightTextColor = UIColor.lightTextColor()

let whitePrivate = unsafeBitCast(white, UIColorPrivate.self)
let redPrivate = unsafeBitCast(red, UIColorPrivate.self)
let lightTextColorPrivate = unsafeBitCast(lightTextColor, UIColorPrivate.self)

whitePrivate.styleString() // rgb(255,255,255)

redPrivate.styleString() // rgb(255,90,0)
lightTextColorPrivate.styleString() // rgba(255,255,255,0.600000)

_systemDestructiveTintColor ()
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There is an undocumented class method on UIColor called _systemDestructiveTintColor which will return the
red color used by destructive system buttons:

let red = UIColor.performSelector("_systemDestructiveTintColor").takeUnretainedValue()

It returns an unmanaged object, which you must call . takeUnretainedValue() on, since the color ownership has
not been transferred to our own object.

As with any undocumented API, you should take caution when trying to use this method:

if UIColor.respondsToSelector("_systemDestructiveTintColor") {

if let red = UIColor.performSelector("_systemDestructiveTintColor").takeUnretainedValue() as?
UIColor {

// use the color

}

or by using a protocol:

@objc protocol UIColorPrivateStatic {
func _systemDestructiveTintColor() -> UIColor

}

let privateClass = UIColor.self as! UIColorPrivateStatic
privateClass._systemDestructiveTintColor() // UIDeviceRGBColorSpace 1 ©0.231373 0.188235 1

Section 23.5: UlColor from an image pattern
You can create a UIColor object using an image pattern by using the UIColor(patternImage:_) method.

btn.backgroundColor = UIColor(patternImage: UIImage(named: "image")!)
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Carrier = 4:48 AM &

Section 23.6: Lighter and Darker Shade of a given UlColor

The code example below demonstrate how you can get a lighter and darker shade of a given color, useful in

applications having dynamic themes

For Darker Color

+ (UIColor )darkerColorForColor:(UIColor *)c

{
CGFloat r, g, b, a;

if ([c getRed:&r green:&g blue:&b alpha:&a])

return [UIColor colorWithRed:MAX(r - 0.2, 0.0)
green:MAX(g - 0.2, 0.0)
blue:MAX(b - 0.2, 0.9)

alpha:a]l;
return nil;

For Lighter Color

+ (UIColor *)lighterColorForColor:(UIColor =*)c

{
CGFloat r, g, b, a;

if ([c getRed:&r green:&g blue:&b alpha:&a])
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return [UIColor colorWithRed:MIN(r + 0.2, 1.0)
green:MIN(g + 0.2, 1.9)
blue:MIN(b + 0.2, 1.0)
alpha:al;
return nil;

See Visual differences below, considering given color is [UIColor orangeColor]

Section 23.7: Make user defined attributes apply the CGColor
datatype

By default, Interface Builder doesn't accept the CGColor datatype, so to allow adding a CGColor using user defined
attributes in interface builder; one may want to use an extension like this:

Swift Extension :

extension CALayer {
func borderUIColor() -> UIColor? {
return borderColor != nil ? UIColor(CGColor: borderColor!) : nil

}

func setBorderUIColor(color: UIColor) {
borderColor = color.CGColor

}

The new user defined attribute (borderUlColor) will be recognized and applied without problems.

Uszer Defined Runtime Attributes

Key Path Type Value
layer.cornerRadius Mumber 2 6.5
layer.borderWwidth Mumber &1

layer.clipsToBounds Boolean <

layer.berderUlColor Color o [
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Chapter 24: UlTextView

Section 24.1: Set attributed text

// Modify some of the attributes of the attributed string.
let attributedText = NSMutableAttributedString(attributedString: textView.attributedText!)

// Use NSString so the result of rangeOfString is an NSRange.
let text = textView.text! as NSString

// Find the range of each element to modify.

let tintedRange = text.range(of: NSLocalizedString("tinted", comment: ""))

let highlightedRange = text.range(of: NSLocalizedString("highlighted", comment: ""))

// Add tint.

attributedText.addAttribute(NSForegroundColorAttributeName, value: UIColor.blue, range:
tintedRange)

// Add highlight.

attributedText.addAttribute(NSBackgroundColorAttributeName, value: UIColor.yellow, range:
highlightedRange)

textView.attributedText = attributedText

Section 24.2: Change font
Swift

//System Font
textView.font = UIFont.systemFont(ofSize: 12)

//Font of your choosing
textView.font = UIFont(name: "Font Name", size: 12)

Objective-C

//System Font
textView.font = [UIFont systemFontOfSize:12];

//Font of your choosing
textView.font = [UIFont fontWithName:@"Font Name" size:12];

Section 24.3: Auto Detect Links, Addresses, Dates, and more

UITextView has built in support to auto detect a variety of data. The data that is able to be auto-detected currently
includes:

enum {
UIDataDetectorTypePhoneNumber = 1 << 0,
UIDataDetectorTypelLink =1 << 1,
UIDataDetectorTypeAddress =1 << 2,
UIDataDetectorTypeCalendarEvent = 1 << 3,
UIDataDetectorTypeNone =0,
UIDataDetectorTypeAll = NSUIntegerMax

H
Enabling auto-detection
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// you may add as many as you like by using the | operator between options
textView.dataDetectorTypes = (UIDataDetectorTypelLink | UIDataDetectorTypePhoneNumber) ;

If enabled, the text will appear as a hyperlink on the UITextView
Clickable data

To allow the link to be clicked (which will result in different actions depending on the data type) you must ensure
that the UITextView is selectable but not editable and that user interaction is enabled

textView.editable = NO;
textView.selectable = YES;
textView.userInteractionEnabled = YES; // YES by default

Section 24.4: Change text
Swift

textView.text = "Hello, world!"
Objective-C:

textView.text = @"Hello, world!";

Section 24.5: Change text alignment

Swift

textView.textAlignment .left
Objective-C

textView.textAlignment = NSTextAlignmentLeft;

Section 24.6: UlTextViewDelegate methods

Responding to Editing Notifications

textViewShouldBeginEditing(_:)
textViewDidBeginEditing(_:)
textViewShouldEndEditing(_:)
textViewDidEndEditing(_:)

Responding to Text Changes

e textView(_:shouldChangeTextIn:replacementText:)
e textViewDidChange(_:)

Responding to URL

e textView(_: UITextView, shouldInteractWithURL: NSURL, inRange: NSRange) -> Bool
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Section 24.7: Change text color

Swift

textView.textColor UIColor.red

Objective-C

[UIColor redColor];

textView.textColor

Section 24.8: Remove extra paddings to fit to a precisely
measured text

UITextView has extra paddings by default. Sometimes it's annoying especially if you want to measure some text
without view instance and place them at some area precisely.

Do this to remove such paddings.

messageTextView.textContainerInset = UIEdgeInsetsZero
messageTextView.textContainer.lineFragmentPadding = @

Now you can measure text size using NSAttributedString.boundingRectWithSize(...), and resize a UITextView
just to fit it to the text.

let budget = getSomeCGSizeBudget()

let text = getSomeAttributedString()

let textSize = text.boundingRectWithSize(budget, options: [.UseslLineFragmentOrigin,
.UsesFontLeading], context: nil).size

messageTextView.frame.size = textSize // Just fits.

Section 24.9: Getting and Setting the Cursor Postition
Useful information
The very beginning of the text field text:
let startPosition: UITextPosition = textView.beginningOfDocument
The very end of the text field text:

let endPosition: UITextPosition = textView.endOfDocument

The currently selected range:

let selectedRange: UITextRange? textView.selectedTextRange
Get cursor position

if let selectedRange = textView.selectedTextRange {

let cursorPosition = textView.offsetFromPosition(textView.beginningOfDocument, toPosition:
selectedRange.start)

print("\(cursorPosition)")

}
Set cursor position
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In order to set the position, all of these methods are actually setting a range with the same start and end values.
To the beginning

let newPosition = textView.beginningOfDocument
textView.selectedTextRange = textView.textRangeFromPosition(newPosition, toPosition: newPosition)

To the end

let newPosition = textView.endOfDocument
textView.selectedTextRange = textView.textRangeFromPosition(newPosition, toPosition: newPosition)

To one position to the left of the current cursor position

// only if there is a currently selected range
if let selectedRange = textView.selectedTextRange {

// and only if the new position is valid
if let newPosition = textView.positionFromPosition(selectedRange.start, inDirection:
UITextLayoutDirection.Left, offset: 1) {

// set the new position
textView.selectedTextRange = textView.textRangeFromPosition(newPosition, toPosition:

newPosition)

}

To an arbitrary position

Start at the beginning and move 5 characters to the right.

let arbitraryValue: Int = 5
if let newPosition = textView.positionFromPosition(textView.beginningOfDocument, inDirection:
UITextLayoutDirection.Right, offset: arbitraryValue) {

textView.selectedTextRange = textView.textRangeFromPosition(newPosition, toPosition:
newPosition)

}
Related

Select all text

textView.selectedTextRange = textView.textRangeFromPosition(textView.beginningOfDocument,
toPosition: textView.endOfDocument)

Select a range of text

// Range: 3 to 7

let startPosition = textView.positionFromPosition(textView.beginningOfDocument, inDirection:
UITextLayoutDirection.Right, offset: 3)

let endPosition = textView.positionFromPosition(textView.beginningOfDocument, inDirection:
UITextLayoutDirection.Right, offset: 7)

if startPosition != nil && endPosition != nil {
textView.selectedTextRange = textView.textRangeFromPosition(startPosition!, toPosition:
endPosition!)

}
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Insert text at the current cursor position

textView.insertText("Hello")

Notes

¢ This example originally comes from an adaptation of this Stack Overflow answer.
¢ This answer uses a text field, but the same concepts apply to UITextView.
e Use textView.becomeFirstResponder () to give focus to the text field and make the keyboard appear.

e See this answer for how to get the text at some range.

Related

e How to Create a Range in Swift (Deals indirectly with the issue of why we have to use selectedTextRange
here rather than just selectedRange)

Section 24.10: UITextView with HTML text

NSString *htmlString = @"<p> This is an <b>HTML</b> text</p>";
NSAttributedString *attributedString = [[NSMutableAttributedString alloc]
initWithData: [htmlString
dataUsingEncoding:NSUnicodeStringEncoding]
options: @{
NSDocumentTypeDocumentAttribute: NSHTMLTextDocumentType }
documentAttributes: nil
error: nil
15
_yourTextView.attributedText = attributedString;
// If you want to modify the font
field.font = [UIFont fontWithName:@"'Raleway-Regular" size:15];

Section 24.11: Check to see if empty or nil

Swift

if let text = self.textView.text where !text.isEmpty {
// Do stuff for text

} else {
// Do stuff for nil text or empty string

}

Objective-C

if (self.textView.text.length > 0){
// Do stuff for text
} else {
// Do stuff for nil text or empty string

}
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Chapter 25: UlTextField Delegate

Section 25.1: Actions when a user has started/ended
interacting with a textfield

For Swift 3.1:

In the first example one can see how you would intercept the user interacting with a textfield while writing.
Similarly, there are methods in the UlTextFieldDelegate that are called when a user has started and ended his
interaction with a TextField.

To be able to access these methods, you need to conform to the UlTextFieldDelegate protocol, and for each
textfield you want to be notified about, assign the parent class as the delegate:

class SomeClass: UITextFieldDelegate {
@IBOutlet var textField: UITextField!
override func viewDidLoad() ¢

super.viewDidLoad()
textField.delegate = self

Now you will be able to implement all the UlTextFieldDelegate methods.

To be notified when a user has started editing a textfield, you can implement textFieldDidBeginEditing(_:) method
like so:

func textFieldDidBeginEditing(_ textField: UITextField) {
// now you can perform some action
// if you have multiple textfields in a class,
// you can compare them here to handle each one separately
if textField == emailTextField {
// e.g. validate email
}
else if textField == passwordTextField {
// e.g. validate password

}

Similarly, being notified if a user has ended interaction with a textfield, you can use the textFieldDidEndEditing( :)
method like so:

func textFieldDidEndEditing(_ textField: UITextField) {
// now you can perform some action
// if you have multiple textfields in a class,
// you can compare them here to handle each one separately
if textField == emailTextField {
// e.g. validate email
}
else if textField == passwordTextField {
// e.g. validate password

}
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If you want to have control over whether a TextField should begin/end editing, the textFieldShouldBeginEditing( :)
and textFieldShouldEndEditing(_:) methods can be used by return true/false based on your needed logic.

Section 25.2: UlTextField - Restrict textfield to certain
characters

If you want to perform a user input validation of your textfield use the following code snippet:

// MARK: - UITextFieldDelegate

let allowedCharacters =
CharacterSet(charactersIn:"0123456789ABCDEFGHIJKLMNOPQRSTUVWXYZabcdefghijklmnopqrstuvxyz").inverted
func textField(_ textField: UITextField, shouldChangeCharactersIn range: NSRange, replacementString

string: String) -> Bool {

let components = string.components(separatedBy: allowedCharacters)
let filtered = components.joined(separator: "")

if string == filtered {
return true
} else {

return false

Objective-C

#define ACCEPTABLE_CHARACTERS ©@"0123456789 ABCDEFGHIJKLMNOPQRSTUVWXYZabcdefghijklmnopqrstuvwxyz"
- (BOOL)textField: (UITextField *)textField shouldChangeCharactersInRange:(NSRange)range

replacementString: (NSString *)string

{
NSCharacterSet *cs = [[NSCharacterSet
characterSetWithCharactersInString:ACCEPTABLE_CHARACTERS] invertedSet];

NSString *filtered = [[string componentsSeparatedByCharactersInSet:cs]
componentsJoinedByString:@""];

return [string isEqualToString:filtered];

In addition you can also use character sets provided by apple to perform validation:

Take a look at https://developer.apple.com/reference/foundation/nscharacterset

let allowedCharacters = CharacterSet.alphanumerics.inverted
let allowedCharacters = CharacterSet.capitalizedlLetters.inverted
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Chapter 26: UINavigationController

Section 26.1: Embed a view controller in a navigation
controller programmatically

Swift

//Swift
let viewController = UIViewController()
let navigationController = UINavigationController(rootViewController: viewController)

//0Objective-C

UIViewController *viewController = [[UIViewController alloc] init];
UINavigationController *navigationController = [[UINavigationController alloc]
initWithRootViewController:viewController];

Section 26.2: Popping in a Navigation Controller

To previous view controller
To pop back to the previous page you can do this:

Swift

navigationController?.popViewControllerAnimated(true)
Objective-C

[self.navigationController popViewControllerAnimated:YES];
To root view controller

To pop to the root of the navigation stack, you can do this:

Swift

navigationController?.popToRootViewControllerAnimated(true)

Objective C

[self.navigationController popToRootViewControllerAnimated:YES];

Section 26.3: Purpose

UINavigationController is used to form a tree-like hierarchy of view controllers, which is known as a navigation

stack.

From developers perspective:

You can connect independently made controller and get all the benefits of a free hierarchy manager and common
Ul presenter gratis. UINavigationController animates the transition to new controllers and provides the back
functionality for you automatically. UINavigationControlleralso gives access to all the other controllers in the

navigation stack which can help access to some functionality or data.
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From user's perspective:

UINavigationController helps to remember where user is at the moment (navigation bar title) and how he can go
back (embedded back button) to one of the previous screens.

Sectli(on 26.4: Pushing a view controller onto the navigation
stac

//Swift

let fooViewController = UIViewController()
navigationController?.pushViewController(fooViewController, animated: true)
//0bjective-C

UIViewController *fooViewController = [[UIViewController alloc] init];
[navigationController pushViewController:fooViewController animated:YES];

Section 26.5: Creating a NavigationController
In your storyboard select the ViewController that you want to embed into a Navigation Controller.

Then navigate to Editor > Embed In > Navigation Controller

Embed In

Localization Locking

v Automatically Refresh Views Navigation Controller
Refresh All Views Tab Bar Controller

And that will create your navigation controller

Mevigation Certrolat
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Chapter 27: UlGestureRecognizer

Section 27.1: UITapGestureRecognizer

Initialize the UITapGestureRecognizer with a target, self in this case, and an action which is a method that has a
single parameter: a UITapGestureRecognizer.

After initialization, add it to the view that it should recognize taps in.

Swift

override func viewDidLoad() ¢
super.viewDidLoad()
let recognizer = UITapGestureRecognizer(target: self,
action: #selector(handleTap(_:)))
view.addGestureRecognizer(recognizer)

}

func handleTap(recognizer: UITapGestureRecognizer) {

}

Objective-C

(void)viewDidLoad {
[super viewDidLoad];
UITapGestureRecognizer *recognizer =
[[UITapGestureRecognizer alloc] initWithTarget:self
action:@selector(handleTap:)];
[self.view addGestureRecognizer:recognizer];

(void)handleTap:(UITapGestureRecognizer *)recognizer {

Example of keyboard dismissal through UlTapGestureRecognizer:
First, you create the function for dismissing the keyboard:

func dismissKeyboard() {
view.endEditing(true)

}
Then, you add a tap gesture recognizer in your view controller, calling the method we just made

let tap: UITapGestureRecognizer = UITapGestureRecognizer(target: self, action: "dismissKeyboard")
view.addGestureRecognizer(tap)

Example of getting gesture location UlITapGestureRecognizer (Swift 3):

func handleTap(gestureRecognizer: UITapGestureRecognizer) {
print("tap working")
if gestureRecognizer.state == UIGestureRecognizerState.recognized

{

print(gestureRecognizer.location(in: gestureRecognizer.view))
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Section 27.2: UITapGestureRecognizer (Double Tap)

The double tap, like a single tap, also uses the UITapGestureRecognizer. You simply set the numberOfTapsRequired
to 2.

Swift

override func viewDidLoad() {
super.viewDidLoad()

// Double Tap
let doubleTapGesture = UITapGestureRecognizer(target: self, action: #selector(handleDoubleTap))

doubleTapGesture.numberOfTapsRequired = 2
doubleTapView.addGestureRecognizer(doubleTapGesture)

}

// Double tap action
func handleDoubleTap() {
label.text = "Double tap recognized”

}
Notes

¢ A sample project can be found here.
¢ You could recognize a triple tap by setting the numberOfTapsRequired to 3.

Section 27.3: Adding a Gesture recognizer in the Interface
Builder

Drag a gesture recognizer from the object library onto your view.
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Notes

import UIKit
class ViewController: UIViewController {

® @IBOutlet var myTapGestureRecognizer:
UITapGestureRecognizer!

@® @IBAction func myViewWasTapped(sender:
UITapGestureRecognizer) {

print(“view tapped")

:} Insert Outlet, Action, or Outlet Collection

¢ This example comes from this fuller sample project demonstrating gesture recognizers.

Section 27.4: UlLongPressGestureRecognizer

The UILongPressGestureRecognizer lets you listen for a long press on a view. You can set the length of delay

before the action method is called.

Swift
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override func viewDidLoad()
super.viewDidLoad()

// Long Press

let longPressGesture = UILongPressGestureRecognizer(target: self, action:
#selector (handleLongPress(_:)))

longPressView.addGestureRecognizer(longPressGesture)

}

// Long press action
func handleLongPress(gesture: UILongPressGestureRecognizer) {

if gesture.state == UIGestureRecognizerState.Began {
label.text = "Long press recognized"
}
}
Notes

¢ A fuller sample project can be found here.

¢ Change the minimumPressDuration to set the length of long press.

Section 27.5: UISwipeGestureRecognizer

Swipe gestures allow you to listen for the user moving their finger across the screen quickly in a certain direction.

Swift

override func viewDidLoad() {
super.viewDidlLoad()

// Swipe (right and left)

let swipeRightGesture = UISwipeGestureRecognizer(target: self, action:
#selector (handleSwipe(_:)))

let swipelLeftGesture = UISwipeGestureRecognizer(target: self, action:
#selector(handleSwipe(_:)))

swipeRightGesture.direction = UISwipeGestureRecognizerDirection.Right

swipelLeftGesture.direction = UISwipeGestureRecognizerDirection.lLeft

swipeView.addGestureRecognizer (swipeRightGesture)

swipeView.addGestureRecognizer (swipeLeftGesture)

// Swipe action
func handleSwipe(gesture: UISwipeGestureRecognizer) {
label.text = "Swipe recognized"

// example task: animate view off screen
let originallLocation = swipeView.center

if gesture.direction == UISwipeGestureRecognizerDirection.Right {
label.text = "Swipe right"
} else if gesture.direction == UISwipeGestureRecognizerDirection.Left {
label.text = "Swipe left"
}
}
Objective-C
- (void)viewDidLoad
{

[super viewDidlLoad];
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UISwipeGestureRecognizer xswipelLeft = [[UISwipeGestureRecognizer alloc] initWithTarget:self
action:@selector(handleSwipe:)];
UISwipeGestureRecognizer *swipeRight = [[UISwipeGestureRecognizer alloc] initWithTarget:self
action:@selector(handleSwipe:)];

// Setting the swipe direction.
[swipeLeft setDirection:UISwipeGestureRecognizerDirectionLeft];
[swipeRight setDirection:UISwipeGestureRecognizerDirectionRight];

// Adding the swipe gesture on image view

[self.view addGestureRecognizer:swipeleft];
[self.view addGestureRecognizer:swipeRight];

}

//Handling Swipe Gesture Events

- (void)handleSwipe: (UISwipeGestureRecognizer *)swipe {

if (swipe.direction == UISwipeGestureRecognizerDirectionLeft) {
NSLog(@"Left Swipe");
}
if (swipe.direction == UISwipeGestureRecognizerDirectionRight) {
NSLog(@"Right Swipe");
}
}
Notes

¢ A fuller project example can be found here.

Section 27.6: UIPinchGestureRecognizer

Pinches are a two fingered gesture where the fingers move closer or farther from each other. This gesture is
generally used for resizing a view.

Swift

override func viewDidLoad()
super.viewDidLoad()

// Pinch
let pinchGesture = UIPinchGestureRecognizer(target: self, action: #selector(handlePinch(_:)))
pinchView.addGestureRecognizer (pinchGesture)

}

// Pinch action
func handlePinch(gesture: UIPinchGestureRecognizer) {
label.text = "Pinch recognized"

if gesture.state == UIGestureRecognizerState.Changed {
let transform = CGAffineTransformMakeScale(gesture.scale, gesture.scale)
pinchView.transform = transform

}

Notes

o Afuller project example can be found here.

GoalKicker.com - iOS® Developer Notes for Professionals 162


http://stackoverflow.com/a/32480721/3681880
http://stackoverflow.com/a/32480721/3681880
https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

Section 27.7: UIRotationGestureRecognizer

Two fingers rotating around a center can be listened for with the UTRotationGestureRecognizer. This is generally
used for rotating a view.

Swift

override func viewDidLoad()
super.viewDidLoad()

// Rotate

let rotateGesture = UIRotationGestureRecognizer(target: self, action:
#selector(handleRotate(_:)))

rotateView.addGestureRecognizer(rotateGesture)

}

// Rotate action
func handleRotate(gesture: UIRotationGestureRecognizer) {
label.text = "Rotate recognized"

if gesture.state == UIGestureRecognizerState.Changed {
let transform = CGAffineTransformMakeRotation(gesture.rotation)
rotateView.transform = transform

}

Notes

¢ A sample project can be found here.
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Chapter 28: UlBarButtonltem

Parameter Description

title The UlBarButtonltem title

style The style of the UIBarButtonltem

target The object to receive the UIBarButtonltem action

action The selector (method) to be performed when the UIBarButtonltem is pressed

Section 28.1: Creating a UIBarButtonltem in the Interface
Builder

The example below shows how to add a navigation bar button (called a UIBarButtonItem)in the Interface Builder.

Add a Navigation Controller to your Storyboard

Select your View Controller and then in the Xcode menu choose Editor > Embed In > Navigation Controller.

Hawigetion Contrelie Wiow Canirctin

Alternatively, you could add a UINavigationBar from the Object Library.
Add a Bar Button Item

Drag a UIBarButtonItem from the Object Library to the top navigation bar.
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L I @ &

| Bar Button ltem - Represents an
|tem | item on a UiToolbar or
UiNavigationitem object.

Fixed Space Bar Button [tem -
Jrsvenenns] Represents a tixed space item on a
UiToolbar object.

Flexible Space Bar Button ltem -
oo Represents a flexible space item on a
| UiTeolbar object.

88 | (®) uibarbuttenitem| (<]

It should look like this:

View Controller

ltermn

Set the Attributes

You could double-click "ltem" to change the text to something like "Refresh", but there is an actual icon for Refresh
that you can use. Just select the Attributes Inspector for the UIBarButtonItem and for System Item choose
Refresh.
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Action
Organize
Trash

Bockmarks
Search

Stop
Camera

Play
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Rewind

Fast Forward

EI Page Curl
Itﬁm TErrarrawn e
UlNavigationitem object.

That will give you the default Refresh icon.

Add an IB Action

Control drag from the UIBarButtonItem to the View Controller to add an @IBAction.

class ViewController: UIViewController {

View Controller

@IBAction func refreshBarButtonItemTap(sender: UIBarButtonItem) {

print("How refreshing!")

That's it.
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Notes

e This example originally comes from this Stack Overflow answer.

Section 28.2: Creating a UIBarButtonltem

//Swift

let barButtonItem = UIBarButtonItem(title: "Greetings!", style: .Plain, target: self, action:

#selector(barButtonTapped))
self.navigationItem.rightBarButtonItem = barButtonItem

//0bjective-C
UIBarButtonItem *barButtonItem = [[UIBarButtonItem alloc] initWithTitle:@"Greetings!"

style:UIBarButtonItemStylePlain target:self action:@selector(barButtonTaped)];
self.navigationItem.rightBarButtonItem = barButtonItem;

Carrier = 8:26 AM -

Greetings!

gelction 28.3: Bar Button Item Original Image with no Tint
olor

Provided that barButtonItem has a non-null image property (e.g. set in the Interface Builder).
Objective-C

barButtonItem.image = [barButtonItem.image
imageWithRenderingMode :UIImageRenderingModeAlwaysOriginall;

GoalKicker.com - iOS® Developer Notes for Professionals

167


http://stackoverflow.com/a/33670242/3681880
http://i.stack.imgur.com/500Wr.png
https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

Chapter 29: UlScrollView

Section 29.1: Scrolling content with Auto Layout enabled

This project is a self-contained example done completely in the Interface Builder. You should be able to work
through it in 10 minutes or less. Then you can apply the concepts you learned to your own project.

iPhone 65 - iPhone Bs [ i0...

SRR T 12:26 PM -

Here | just use UIViews but they can represent whatever view you like (ie, button, label, etc). | also chose horizontal
scrolling because the storyboard screenshots are more compact for this format. The principles are the same for
vertical scrolling, though.

Key concepts

e The UIScrollView should only use one subview. This is a 'UlView' that serves as the content view to hold
everything you wish to scroll.

¢ Make the content view and the scroll view's parent have equal heights for horizontal scrolling. (Equal widths
for vertical scrolling)

¢ Make sure that all of the scrollable content has a set width and is pinned on all sides.

Start a new project
It can be just a single view application.
Storyboard

In this example, we will make a horizontal scroll view. Select the View Controller and then choose Freeform in the
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Size Inspector. Make the width 1,880 and the height 360. This just gives us the room on the storyboard to add
content that will scroll.

O & @B 4 3 @

' View Controller

Simulated Size | Freeform Ej
1,000 2 300 17
Width Helght

Add a Scroll View

Add a UIScrollview and pin all four sides to the root view of the view controller.

—

(==
]

o

Add a Content View

Add a UIView as a subview to the scroll view. This is key. Don't try to add lots of subviews to the scroll view. Just add
a single UIView. This will be your content view for the other views you want to scroll. Pin the content view to the
scroll view on all four sides.

L B ® B

Add New Constraints

0 -

It
0 »IH[ JH|o -
! I
0 -
Spacing to nearest neighkor

Constrain to margins

D Width 1000 -

' [@] Height 300 -
4 » B ths
m Heights

Equal Heights

Now in the Document Outline, click both the content view and the scroll view's parent view in order to
select them both. Then set the heights to be equal (Control</kbd drag from the Content View to the Scroll View>).
This is also key. Because we are scrolling horizontally, the scroll view's content view won't know how high it should
be unless we set it in this way.
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v [E] view Controller Scene (<]
¥ View Controller
B Top Layout Guide
_!| Bottom Layout Guide

Leading Space to View Margin
' Scroll View Trailing Space to View Margin
) . Content View Vartical Spacing to Top Layout Guide
b Canstraints Vartical Spacing to Bottom Layout Guide
Center Horizontally in View
Center Vartically in View

v

¢ |EE) Constraints
& First Responder
Exit Equal Widths

Storyboard Entry Poin Equal Heights
Aspect Ratio

Note:

¢ If we were making the content scroll vertically, then we would set the content view's width to be equal to the
scroll view's parent's width.

Add content

Add three UIViews and give them all constraints. | used 8 point margins for everything.

m B

(]

Constraints:

e Green view: pin the top, left, and bottom edges. Make the width 400.
¢ Red view: pin the top, left, and bottom edges. Make the width 300.
e Purple view: pin all four edges. Make the width whatever the remaining space is (268 in this case).

Setting the width constraints is also key so that the scroll view knows how wide its content view will be.
Finished
That's all. You can run your project now. It should behave like the scrolling image at the top of this answer.

Further Study

¢ iOS: How To Make AutolLayout Work On A ScrollView
e How to configure a UlScrollView with Auto Layout in Interface Builder
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* YouTube video tutorial: UlScrollView - How to keep your views on screen

Section 29.2: Create a UlScrollView

Create an instance of UIScrollView with a CGRect as frame.

Swift

let scrollview = UIScrollView.init(frame: CGRect(x: @, y: 0, width: 320, height: 400))
Objective-C

UIScrollView xscrollview = [[UIScrollView alloc] initWithFrame:CGRectMake(0, 0, 320, 400)];

Section 29.3: ScrollView with AutoLayout

Simple steps to use scrollview with autolayout.

¢ Create a new project with single view application
¢ Select the default viewcontroller and change its screen size to iPhone-4inch from attributes inspector.
¢ Add a scrollview to your viewcontroller's view as follows and set background color to blue

GoalKicker.com - iOS® Developer Notes for Professionals 171


https://www.youtube.com/watch?v=0KmI8wIHqqQ
http://i.stack.imgur.com/8TeQg.png
https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

¢ Add constraints on it as shown in below image

Add New Constraints

o v
i
0 » [ |Hlo -
L
0 L

Spacing to nearest neighbor

_| Constrain to margins

1 [=) width 320 -
| [E] Height 548 -
E Egual

¥ E Aspect Ratio
ﬁ Align | Leading Edges

Update Frames | None

Add 4 Constraints

Ed & (o tad

What this will do is,simply stick every edge of scrollview to viewcontroller's view

Scenario 1:

Now lets say our content is huge,and we want it to scroll horizontally as well as vertically.

For this,

¢ Add a UlView to the scrollview of frame(0,0,700,700).Lets give it orange background color to identify it
differently.
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Next comes the important part,we need it to scroll horizontally and vertically.

¢ Select the orange view and add the following constraints
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Add New Constraints
0 A |
I8 .
o == |40 - |
Spacing to nearest neighbor
| Constrain to margins
Width 700 -
Height 700 .| !

' E Aspect Ratio |
@ Al Leading Edges
Update Frames | Mone

Add B Cnnsfraints

| == nrdr.-ag;
B3 I to] fad

Let me explain what we did in above step.

¢ We fixed the height and width to 700.
¢ We set trailing space to scrollview = 0 which tells the scrollview that content is horizontally scrollable.
¢ We set bottom space to scrollview = 0 which tells the scrollview that content is vertically scrollable.

Now run the project and check.

Scenario 2: Lets consider a scenario where we know that content width is going to be same as scroll width
width,but height is larger than scrollview.

Follow the steps to scroll content vertically.

¢ Delete the width constraint in above case.
¢ Change the width of orange view to match to scrollview width.
e Ctrl-drag from orange view to scroll view and add equal widths constraint.
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‘ Top Layout Guide

|| Bottom Layout Guide

Leading Space to Container
Trailing Space to Containar

Top Space to Container

Bottom Space to Container
Centar Horizontally in Container
Centar Vertically in Containear

Egqual Widths
Egual Heights
Azpect Ratio

E Scroll Viewtop = Top Layo...
=) Filtar M1

e And Donelll Simply run and check if it scrolls vertically
Scenario 3:
Now we want to scroll only horizontally and not vertically.
Follow the steps to horizontally scroll the content.

¢ Undo all the changes to achieve constraints as below(i.e restore original constraints which achieved
vertical and horizontal scroll)

| First View Controller Scene

v . First View Controller

| 'E Top Layout Guide

'-_; Bottom Layout Guide
v [C]] view
v || seroll view
v (LI View
k4 Constraints
height = 700
width = 700
v Constraints
View.top = top
trailiﬂg = View.trailing
View.leading = leading
battom = View.bottom
k4 Constraints
Scroll View.leading = leading
E Secroll View.top = Top Layout Guide.bottom
trniling = Scroll View.trailing
E Bottom Layout Guide.top = Scroll View. bottom
[igl First Responder
Exit

Storybeard Entry Point

Check frame of orange view,which should be (0,0,700,700)

Delete height constraint of orange view.

Change the height of orange view to match the scrollview height.

Ctrl-drag from orange view to scroll view and add equal heights constraint.
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e And Donelll Simply run and check if it scrolls vertically

Section 29.4: Detecting when UlScrollView finished scrolling
with delegate methods

scrollViewDidEndDecelerating: this tells the delegate that the scroll view has ended decelerating the scrolling
movement.

Objective C:

- (void)scrollViewDidEndDecelerating:(UIScrollView *)scrollView {
[self stoppedScrolling];

(void)scrollViewDidEndDragging:(UIScrollView *)scrollView willDecelerate:(BOOL)decelerate {
if ('decelerate) {
[self stoppedScrolling];
}

(void)stoppedScrolling {
// done, do whatever

Swift:

func scrollViewDidEndDragging(scrollView: UIScrollView, willDecelerate decelerate: Bool) {
if !decelerate {
stoppedScrolling()

}
}

func scrollViewDidEndDecelerating(scrollView: UIScrollView) {
stoppedScrolling()
}

func stoppedScrolling() {
// done, do whatever

}

Section 29.5: Enable/Disable Scrolling

Property scrollEnabled stores a Boolean value that determines whether scrolling is enabled or not.
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If the value of this property is true/YES, scrolling is enabled, otherwise not.The default value is true

Swift

scrollview.isScrollEnabled = true
Objective-C

scrollview.scrollEnabled = YES;

Create UlScrollView instance

let scrollview = UIScrollView.init(frame: self.view.bounds)

And then set these properties:

scrollView.minimumZoomScale
scrollView.maximumZoomScale
scrollView.zoomScale = 1.0
scrollview.delegate = self as? UIScrollViewDelegate

0.1
4.0

To zoom in and out image we must specify the amount the user can zoom in and out. We do this by setting values
of the scroll view’s minimumZoomScale and maximumZoomScale properties. Both of these are set to 1.0 by default.

And zoomScale to 1.0 which specify the zoom factor for the minimum and maximum zooming.

To support zooming, we must set a delegate for your scroll view. The delegate object must conform to the
UIScrollviewDelegate protocol. That delegate class must implement the viewForZoomingInScrollView() method
and return the view to zoom.

Modify your ViewController as shown
class ViewController: UIViewController, UIScrollViewDelegate
Then add the following delegate function to the class.

func viewForZoomingInScrollView(scrollView: UIScrollView) -> UIView? {
return imageView

}
Now create UlimageView instance

Make this variable as class variable

var imageView:UIImageView = UIImageView.init(image: UIImage.init(named: "someImage.jpg"))
And then add it to scrollview

scrollView?.addSubview(imageView)

Reference
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The contentSize property must be set to the size of the scrollable content. This specifies the size of the scrollable
area. Scrolling is visible when scrollable area i.e. contentSize is larger than the UIScrollView frame size.

With Autolayout:

When the scroll view's content is set up using autolayout, it must be explicitly sized both vertically and horizontally
and have all 4 edges pinned to the containing scroll view. That way, the contentSize is calculated automatically
based on the scroll view's contents and also gets updated when the content's layout is changed.

Manually:

Swift

scrollview.contentSize = CGSize(width: 640, height: 800)
Objective-C

scrollview.contentSize = CGSizeMake (640, 8600);

You can restrict the directions the user is able to scroll to using the following code:

func scrollViewDidScroll(_ scrollView: UIScrollView) {
if scrollView.contentOffset.x !'= 0 {
scrollView.contentOffset.x = 0

}

Every time the user scrolls on the x-axis, the scrollView's content offset is set back to 0.
You can obviously change the xs to ys and therefor lock the direction to be horizontal-only.

You also need to make sure you put this code into the scrollViewDidScroll(_ scrollView: UIScrollView)
delegate method. Otherwise, you won't get it to work.

Also, be sure to have imported the UIScrollViewDelegate in your class declaration, like so:
class ViewController: UIViewController, UIScrollViewDelegate
...and set the scrollView's delegate to self in some method like viewDidLoad(_:)

scrollView.delegate = self
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Chapter 30: UIStackView

Section 30.1: Center Buttons with UlStackview

Step 1: take 4 button in your Storyboard. Button1, Button2 , Button 3, Button4

Step 2: Give Fixed Height and width to All buttons .

B @ E Y3 e

B =2 4 AN © = o = Bd | € > | |5 CoreData Demo [ C..mo } B M...ard ) B M...se) ) B Vi...ene } [0 Vi...ller ) |[]| View }|B | Button |{ A »
[} CoreData Dema M v [ view Controller Scene -
car_logo_PNG1648.png . ¥ (0 View Controller Home /indic
|h| BotaoCantosArredondados.h A Top Layout Guide
|m BotaoCantosArredondados.m A Bottom Layout. .
¥ | |CoreData Demo v IE‘ View
12729064_10...8862399_njpg A [2]Butten
| AppDelegate.n M Button
| AppDelegate.m " Butten
|h| ViewController.h 1]
. » | ¢ Navigation Item
. ViewController.m ] ﬁﬁ First Responder
Exit
Assets.xcassets M
mm&m_w b [ Navigation Controller...
Infa.plist
CoreData_Demo.xcdatamodeld
5 Supporting Flls
» [ | CoreData DemoTests
» [ | CoreData DemoUlTests
» [] Products
@ OE (@ | whny hAny BE = tof taf

Type | System I
State Cenfig | Default I

Title | Plain

Button
+ Font | System 15.0

Tox: Color|
Sracow Color| =1

sesor 05| o

Width Height
("] Reverses On Highlight
Drawing (| Shows Touch On Highlight
Highlighted Adjusts Image
Disabled Adjusts Image
Line Break | Truncate Middle

Edge | Content I
et o) o
Left Top

=

O ea

Button - Intercepts touch events and

Button sends an action message to a target
object when it's tapped.

BB [@) uibut q

Step 3: All 2 - 2 button's pair in 2 stackview.
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Step 4: Set UlStackview Property for both .

Distribution -> Fill Equally
Spacing -> 5 (as per your requirement)

¥ [E] view Controller Scene
vi@

Home /Indic

View Controller
op Layout Guide

v Stack View

> m Stack View

b |11 Stack View
> Congstraints

> IE‘ Mavigation Item

58 Fivet Bascmnm Aor

Stack View

+ Axis | Horizontal

+  Alignment | Fill
+ Distribution | Fill Equally

3 Spacing |
|| Baseline Relative

ol o]

Mode | Scale To Fill
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Step 5: Add both Stackview in one Stackview
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Step 6: Set Distribution = Fill equally Spacing =5 in main stackview (set According to your requirement)
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Step 7: Now set Constrain to main stackview

center Horizontally in container
center vertically in container

and select Update Frame.
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Step 8: It's time for Output for All device .
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Section 30.2: Create a horizontal stack view
programmatically

Swift 3

let stackView = UIStackView()

stackView.axis = .horizontal

stackView.alignment = .fill // .leading .firstBaseline .center .trailing .lastBaseline
stackView.distribution = .fill // .fillEqually .fillProportionally .equalSpacing .equalCentering

let label = UILabel()

label.text = "Text"

stackView.addArrangedSubview(label)

// for horizontal stack view, you might want to add width constraint to label or whatever view
you're adding.

Swift

let stackView = UIStackView()

stackView.axis = .Horizontal

stackView.alignment = .Fill // .Leading .FirstBaseline .Center .Trailing .LastBaseline
stackView.distribution = .Fill // .FillEqually .FillProportionally .EqualSpacing .EqualCentering

let label = UILabel(frame: CGRectZero)

label.text = "Label"

stackView.addArrangedSubview(label)

// for horizontal stack view, you might want to add width constraint to label or whatever view
you're adding.

Objective-C

UIStackView =*stackView = [[UIStackView alloc] init];

stackView.axis = UILayoutConstraintAxisHorizontal;

stackView.alignment = UIStackViewAlignmentFill; //UIStackViewAlignmentlLeading,
UIStackViewAlignmentFirstBaseline, UIStackViewAlignmentCenter, UIStackViewAlignmentTrailing,
UIStackViewAlignmentlLastBaseline

stackView.distribution = UIStackViewDistributionFill; //UIStackViewDistributionFillEqually,
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UIStackViewDistributionFillProportionally, UIStackViewDistributionEqualSpacing,
UIStackViewDistributionEqualCentering

UILabel *label = [[UILabel alloc] initWithFrame:CGRectZero];

label.text = @"Label";

[stackView addArrangedSubview:labell];

//For horizontal stack view, you might want to add a width constraint to your label or whatever
view you are adding.

Section 30.3: Create a vertical stack view programmatically
Swift

let stackView = UIStackView()

stackView.axis = .Vertical

stackView.alignment = .Fill // .Leading .FirstBaseline .Center .Trailing .LastBaseline
stackView.distribution = .Fill // .FillEqually .FillProportionally .EqualSpacing .EqualCentering

let label = UILabel(frame: CGRectZero)

label.text = "Label"

stackView.addArrangedSubview(1label)

// for vertical stack view, you might want to add height constraint to label or whatever view
you're adding.

Objective-C

UIStackView *stackView = [[UIStackView alloc] init];

stackView.axis = UILayoutConstraintAxisVertical;

stackView.alignment = UIStackViewAlignmentFill; //UIStackViewAlignmentlLeading,
UIStackViewAlignmentFirstBaseline, UIStackViewAlignmentCenter, UIStackViewAlignmentTrailing,
UIStackViewAlignmentlLastBaseline

stackView.distribution = UIStackViewDistributionFill; //UIStackViewDistributionFillEqually,
UIStackViewDistributionFillProportionally, UIStackViewDistributionEqualSpacing,
UIStackViewDistributionEqualCentering

UILabel *label = [[UILabel alloc] initWithFrame:CGRectZero];

label.text = @"Label";

[stackView addArrangedSubview:labell];

//For vertical stack view, you might want to add a height constraint to your label or whatever view
you are adding.
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Chapter 31: Dynamically updating a
UISt%ckView : 4P J

Section 31.1: Connect the UISwitch to an action we can
animate switching between a horizontal or vertical layout of
the image views

@IBAction func axisChange(sender: UISwitch) {
UIView.animateWithDuration(1.0) {
self.updateConstraintsForAxis()
}
}

The updateConstraintForAxis function just sets the axis of the stack view containing the two image views:

private func updateConstraintsForAxis() {
if (axisSwitch.on) {

stackView.axis = .Horizontal
} else {
stackView.axis = .Vertical

}
}

The animated gif below gives you an idea of how this appears:

Hoerizontal D

Vil
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Crr‘\.clugter 32: UlScrollView with StackView
chi

Section 32.1: A complex StackView inside Scrollview Example

Here follows a example of what can be done with nested StackViews, giving the user the impression of a continuous
scrolling experience using complex user interface elements or alignments.
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Section 32.2: Preventing ambiguous layout

A frequent question about StackViews inside Scrollviews comes from ambiguous with/heigh alerts on interface
builder. As this answer explained, it is necessary to:
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1. Add in the UlScrollView a UlView (the contentScrollView);
2. In this contentScrollView, set top, bottom, left and right margins to 0
3. Set also align center horizontally and vertically;

The big gotcha about scrolling is to determine the offset necessary to present (for instance) a Textfield inside a
StackView with is inside the ScrollView.

If you try to get the position of Textfield.frame.minY can be 0, because the minY frame is only considering the
distance between the element and the top of the StackView. So you have to consider all other parent
stackviews/views.

A good workaround for this is:
1 - Implement the ScrollView Extension

extension UIScrollView {

func scrollToShowView(view: UIView)({
var offset = view.frame.minY
var superview = view.superview
while((superview != nil)){
offset += (superview?.frame.minY)!
superview = superview?.superview

}
offset -= 100 //optional margin added on offset

self.contentOffset = CGPoint.init(x: @, y: offset)

This will consider all parent view and sum the necessary offset for the scrollview present the necessary view on
screen (for example a Textfield which cannot stay behind the user keyboard)

Usage example:

func textViewDidBeginEditing(_ textView: UITextView) {
self.contentScrollView.scrollToShowView(view: textView)

}
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Chapter 33: UlScrollView AutoLayout

Section 33.1: ScrollableController

When using Autolayout with a UIScrollView, it does NOT resize properly depending on the size of its contents or
subviews.

In order to get a UIScrollView to automatically scroll when its contents become too large to fit in the visible area,
we need to add a ContentView and some constraints that allow the UIScrollview to determine the size of its
contents AND its width and height in its parent view.

import Foundation
import UIKit

class ScrollableController : UIViewController {

private var scrollView: UIScrollView!
private var contentView: UIView!

override func viewDidLoad() {
super.viewDidLoad()

//Setup
self.initControls()
self.setTheme()
self.layoutScrollView()
self.layoutContentView()

//Add child views
self.addChildViews()

}

func initControls() {
self.scrollView = UIScrollView()
self.contentView = UIView()

}

func setTheme() {
self.scrollView.backgroundColor = UIColor.blue()
self.contentView.backgroundColor = UIColor.orange()

}

func layoutScrollView() {
self.view.addSubview(self.scrollView)

let views: NSDictionary = ["scrollView": self.scrollView]
var constraints = Array<String>()

//Constrain the scrollView to our controller's self.view.
constraints.append("H:|-0-[scrollView]-0-|")
constraints.append("V:|-0-[scrollView]-0-|")

for constraint in constraints {
self.view.addConstraints(NSLayoutConstraint.constraints(withVisualFormat: constraint,
options: NSLayoutFormatOptions(rawValue: @), metrics: nil, views: views as! [String : AnyObject]))

}

self.scrollView.translatesAutoresizingMaskIntoConstraints = false
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func layoutContentView() {
self.scrollView.addSubview(self.contentView)

let views: NSDictionary = ["contentView": self.contentView, "view": self.view]
var constraints = Array<String>()

//Constrain the contentView to the scrollView.
constraints.append("H:|-8-[contentView]-0-|")
constraints.append("V:|-08-[contentView]-08-|")

for constraint in constraints {
self.scrollView.addConstraints(NSLayoutConstraint.constraints(withVisualFormat:
constraint, options: NSLayoutFormatOptions(rawValue: @), metrics: nil, views: views as! [String
AnyObject]))
}

//Disable Horizontal Scrolling by making the contentView EqualWidth with our controller's
self.view (ScrollView's parentView).

self.view.addConstraints(NSLayoutConstraint.constraints(withVisualFormat:
"H:[contentView(==view)]", options: NSLayoutFormatOptions(rawValue: @), metrics: nil, views: views
as! [String : AnyObject]))

self.contentView.translatesAutoresizingMaskIntoConstraints = false

¥

func addChildViews() {
//Init
let greenView
let whiteView

UIView()
UIView()

//Theme
greenView.backgroundColor = UIColor.green()
whiteView.backgroundColor = UIColor.orange()

//Layout -- Child views are added to the 'ContentView'
self.contentView.addSubview(greenView)
self.contentView.addSubview(whiteView)

let views: NSDictionary = ["greenView": greenView, "whiteView": whiteView];
var constraints = Array<String>()

//Constrain the greenView to the contentView with a height of 460 and 15 spacing all

around.
constraints.append("H:|-15-[greenView]-15-|")
constraints.append("V:|-15-[greenView(400)]1")
//Constrain the whiteView below the greenView with 15 spacing all around and a height of
500.

constraints.append("H:|-15-[whiteView]-15-]")
constraints.append("V:[greenView]-15-[whiteView(500)]-15-]")

for constraint in constraints {
self.contentView.addConstraints(NSLayoutConstraint.constraints(withVisualFormat:
constraint, options: NSLayoutFormatOptions(rawValue: 0), metrics: nil, views: views as! [String
AnyObject]))
}

greenView.translatesAutoresizingMaskIntoConstraints false
whiteView.translatesAutoresizingMaskIntoConstraints = false
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Now we can see that the greenView (400 height) + the whiteView (500 height) is larger than our screen. This will
cause the ScrollView's contentSize to grow to fit BOTH views, allowing it to scroll vertically.

We disabled horizontal scrolling using the EqualWidth constraint on the contentView and self.view
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Section 33.2: UIScrollView dynamic content size through

Storyboard

While using scrollviews in storyboard it's better to calculate content size according to number of views present in
scrollview rather than giving content size programmatically with static value.

Here are the steps to get content size dynamically.

Step 1:

Add Scrollview to view in storyboard and add leading, trailing, top and bottom constraints (All values are zero).

Step 2:

Don't add directly views which you need on directly scrollview, First add one view to scrollview (that will be our

content view for all Ul elements). Add below constraints to this view.

1. Leading, trailing, top and bottom constraints (All values are zero).

2. Add equal height, equal width to Main view (i.e. which contains scrollview). For equal height set priority to
low. (This is the important step for setting content size).

3. Height of this content view will be according to the number of views added to the view. let say if you added
last view is one label and his Y position is 420 and height is 20 then your content view will be 440.

Step 3 : Add constraints to all of views which you added within content view as per your requirement.

w [E] View Controller Scene
v (E) View Controller
E| Top Layout Guide
EI Bottom Layout Guide
v D View

v D Scroll View

[ E| Sample text.....
|E| Sample text.....

b [C] Text View

[ 3 D Image View

b [L]Label

b (8] Constraints

¥ [E8] Constraints
trniling = View.trailing
bottom = View.bottom
@View_top = top
@Vicw.isading = leading
¥ || Constraints
tral'liﬂg = Scroll View.trailing

E Scroll View.top = Top Layout Guid...

beottom = Scroll View.bottom
Scroll View.leading = leading
@View.height = height + 25 @250
B viewwidth = width
I;(___' Navigation ltem
Eﬁ First Responder

Exit

> E Mavigation Controller Scene

Lorem ipsum dolor sit er elit lamet,
consectetaur cillium adipisicing pecu, sed
do eiusmod tempor incididunt ut labore
et dolore magna aligua. Ut enim ad minim
veniam, quis nostrud exercitation ullamco

laboris nisi ut aliquip ex ea commodo
consequat. Duis aute irure dolor in

View
Show | Frame Rectangle
o 042
X

3207 44117

‘Width Helight
Arrange | Position View [
Layout Margins | Default

|| Preserve Superview Mar...
+ |”| Follow Readable Width

Constraints

]
All This Size Class

Sibling & Ancestor Constraints

| Trafling Space to: Sup Edit |
| Leading Space to: Sup Edit |
. -
|E Equal Width to: View Edit |
| Top Space to: Sup Edit |
m Equal Height to: View Edit
Equals: 25
s
| Bottom Space to: Sup

Descendant Constraints

DO o

Edit |

Label Label - A variably sized amount of

static text

GoalKicker.com - iOS® Developer Notes for Professionals

193


https://i.stack.imgur.com/e6GKu.png
https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

View Controller Scene

v @View Controller
Top Layout Guide
Bottom Layout Guide

¥ [l view

> E Text View
> . Image View

Ceonstraints
v Constraints

trailing = View.trailing
@ bottom = View.bottom
View.top = top
@Viewkteeding = leading

v Constraints

tral'ling = Scroll View.trailing

[B) bottom = Scrall View.bottom
Scroll View.leading = leading
@ View.height = height + 25 @250
B viewwidth = width
|E| MNavigation Item
@ First Responder

Exit

» [El Navigation Controller Scene

v [H scroll view

E Scroll View.top = Top Layout Guid...

Lorem ipsum dolor sit er elit lamet,
consectetaur cillium adipisicing pecu, sed
do eiusmod tempor incididunt ut labore
et dolore magna aliqua. Ut enim ad minim

veniam, guis nostrud exercitation ullamco
laboris nisi ut aliquip ex ea commodo
consequat. Duis aute irure dolor in

Image View

Scroll View

Indicator Insets | ozl
Top Bottom

4
=
<%

View

4182
Height

Alrange Position Wiew B
Layout Margins | Default B

+ ("] Preserve Superview Mar..,
+ " Follow Readable Width

Width

Constralnts

All This Size Class

Sibling & Ancestor Constralnts

‘ Trailing Space to: “Locioon  Edit ‘
‘ Leading Space to: Superviow Edit ‘
‘@ Bottom Space to: Supervizw Edit ‘

‘ E Top Space to: Top Layout... Edit

O 6@ @

La b I Label - A variably sized amount of
e static text

GoalKicker.com - iOS® Developer Notes for Professionals

194


https://i.stack.imgur.com/acGwM.png
https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

Chapter 34: UlTextField

UlTextField is part of UIKit framework and is used to display an area to collect text input from the user using the
onscreen keyboard

Section 34.1: Get Keyboard Focus and Hide Keyboard

Get Focus

Swift

textField.becomeFirstResponder ()

Objective-C

[textField becomeFirstResponder];

Resign
Swift

textField.resignFirstResponder()

Objective-C

[textField resignFirstResponder];

Section 34.2: Dismiss keyboard when user pushes the return
button

Setup your view controller to manage editing of text for the text field.

class MyViewController: UITextFieldDelegate {

override viewDidLoad() {
super.viewDidLoad()

textField.delegate = self

textFieldShouldReturn is called every time the return button on the keyboard is pressed.

Swift:

func textFieldShouldReturn(textField: UITextField) -> Bool {
textField.resignFirstResponder()
return true;

Objective-C:

- (BOOL)textFieldShouldReturn:(UITextField *)textField {
[textField resignFirstResponder];
return true;
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Section 34.3: Hide blinking caret

To hide the blinking caret, you need to override caretRectForPosition of a UITextField and return CGRectZero.

Swift 2.3 <

public override func caretRectForPosition(position: UITextPosition) -> CGRect {
return CGRectZero

}

Swift 3

override func caretRect(for position: UITextPosition) -> CGRect {
return CGRect.zero

}

Objective-C

- (CGRect) caretRectForPosition:(UITextPosition*) position{
return CGRectZero;

}

Section 34.4: Input accessory view (toolbar)

Add an accessory view above the keyboard. This is commonly used for adding next/previous buttons, or additional
buttons like Done/Submit (especially for the number/phone/decimal pad keyboard types which don't have a built-in
return key).

Swift
let textField = UITextField() // initialized however

let toolbar = UIToolbar(frame: CGRect(x: @, y: @, width: view.frame.size.width, height: 0)
let flexibleSpace = UIBarButtonItem(barButtonSystemItem: .FlexibleSpace, target: nil, action: nil)

let doneButton = UIBarButtonItem(barButtonSystemItem: .Done, target: self, action:
Selector("done"))

let items = [flexibleSpace, doneButton] // pushes done button to right side

toolbar.setItems(items, animated: false) // or toolbar.items = ...
toolbar.sizeToFit()

textField.inputAccessoryView = toolbar

Objective-C
UITextField *textField = [[UITextField alloc] init];

UIToolbar *toolbar = [[UIToolbar alloc] initWithFrame:CGRectMake(@, @, self.view.frame.size.width,
0)1;

UIBarButtonItem *flexibleSpace = [[UIBarButtonItem alloc]
initWithBarButtonSystemItem:UIBarButtonSystemItemFlexibleSpace target:nil action:nil];
UIBarButtonItem *doneButton = [[UIBarButtonItem alloc]
initWithBarButtonSystemItem:UIBarButtonSystemItemDone target:self action:@selector(done)];
NSArray *items = @]
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flexibleSpace,
doneButton

1;

[toolbar setItems:items];
[toolbar sizeToFit];

textField.inputAccessoryView = toolbar;

Section 34.5: Moving scroll when UlTextView becomes first
responder

Observe the notifications UIKeyboardWillShowNotification and UIKeyboardWillHideNotification, update the
scrollview content insets according to keyboard height, then scroll to the focused control.

- (void)viewDidLoad
{
[super viewDidLoad];
// register for keyboard notifications
[[NSNotificationCenter defaultCenter] addObserver:self
selector:@selector(keyboardWillShow:)
name :UIKeyboardWillShowNotification
object:self.view.window];
// register for keyboard notifications
[[NSNotificationCenter defaultCenter] addObserver:self
selector:@selector(keyboardWillHide:)
name :UIKeyboardWillHideNotification
object:self.view.window];
}

// Called when UIKeyboardWillShowNotification is sent
- (void)keyboardWillShow: (NSNotification*)notification

{
// if we have no view or are not visible in any window, we don't care
if (!self.isViewLoaded || !self.view.window) {
return;
}

NSDictionary *userInfo = [notification userInfol;

CGRect keyboardFrameInWindow;
[[userInfo objectForKey:UIKeyboardFrameEndUserInfoKey] getValue:&keyboardFrameInWindow];

// the keyboard frame is specified in window-level coordinates. this calculates the frame as if
it were a subview of our view, making it a sibling of the scroll view
CGRect keyboardFrameInView = [self.view convertRect:keyboardFrameInWindow fromView:nil];

CGRect scrollViewKeyboardIntersection = CGRectIntersection(_scrollView.frame,
keyboardFrameInView) ;

UIEdgeInsets newContentInsets = UIEdgeInsetsMake(0, 0,
scrollViewKeyboardIntersection.size.height, 0);

// this is an old animation method, but the only one that retains compaitiblity between
parameters (duration, curve) and the values contained in the userInfo-Dictionary.

[UIView beginAnimations:nil context:NULL];

[UIView setAnimationDuration:[[userInfo objectForKey:UIKeyboardAnimationDurationUserInfoKey]
doubleValuell;

[UIView setAnimationCurve:[[userInfo objectForKey:UIKeyboardAnimationCurveUserInfoKey]
intValue]l];
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_scrollView.contentInset = newContentInsets;
_scrollView.scrollIndicatorInsets = newContentInsets;

/*

* Depending on visual layout, _focusedControl should either be the input field
(UITextField, ..) or another element

* that should be visible, e.g. a purchase button below an amount text field

* it makes sense to set _focusedControl in delegates like -textFieldShouldBeginEditing: if you
have multiple input fields

*/

if (_focusedControl) {

CGRect controlFrameInScrollView = [_scrollView convertRect:_focusedControl.bounds
fromView:_focusedControl]; // if the control is a deep in the hierarchy below the scroll view, this
will calculate the frame as if it were a direct subview

controlFrameInScrollView = CGRectInset(controlFrameInScrollView, ©, -10); // replace 10
with any nice visual offset between control and keyboard or control and top of the scroll view.

CGFloat controlVisualOffsetToTopOfScrollview = controlFrameInScrollView.origin.y -
_scrollView.contentOffset.y;

CGFloat controlVisualBottom = controlVisualOffsetToTopOfScrollview +
controlFrameInScrollView.size.height;

// this is the visible part of the scroll view that is not hidden by the keyboard
CGFloat scrollViewVisibleHeight = _scrollView.frame.size.height -
scrollViewKeyboardIntersection.size.height;

if (controlVisualBottom > scrollViewVisibleHeight) { // check if the keyboard will hide the
control in question
// scroll up until the control is in place
CGPoint newContentOffset = _scrollView.contentOffset;
newContentOffset.y += (controlVisualBottom - scrollViewVisibleHeight);

// make sure we don't set an impossible offset caused by the "nice visual offset"

// if a control is at the bottom of the scroll view, it will end up just above the
keyboard to eliminate scrolling inconsistencies

newContentOffset.y = MIN(newContentOffset.y, _scrollView.contentSize.height -
scrollViewVisibleHeight);

[_scrollView setContentOffset:newContentOffset animated:NO]; // animated:NO because we
have created our own animation context around this code
} else if (controlFrameInScrollView.origin.y < _scrollView.contentOffset.y) {
// if the control is not fully visible, make it so (useful if the user taps on a
partially visible input field
CGPoint newContentOffset = _scrollView.contentOffset;
newContentOffset.y = controlFrameInScrollView.origin.y;

[_scrollview setContentOffset:newContentOffset animated:NO]; // animated:NO because we
have created our own animation context around this code

}
}

[UIView commitAnimations];

// Called when the UIKeyboardWillHideNotification is sent
- (void)keyboardWillHide: (NSNotification*)notification

{
// if we have no view or are not visible in any window, we don't care
if (!self.isViewLoaded || !self.view.window) {
return;

GoalKicker.com - iOS® Developer Notes for Professionals 198


https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

}

NSDictionary *userInfo = notification.userInfo;

[UIView beginAnimations:nil context:NULL];

[UIView setAnimationDuration:[[userInfo valueForKey:UIKeyboardAnimationDurationUserInfoKey]
doubleValuell];

[UIView setAnimationCurve:[[userInfo valueForKey:UIKeyboardAnimationCurveUserInfoKey]
intValue]l];

// undo all that keyboardWillShow-magic

// the scroll view will adjust its contentOffset apropriately
_scrollView.contentInset = UIEdgeInsetsZero;
_scrollView.scrollIndicatorInsets = UIEdgeInsetsZero;

[UIView commitAnimations];

Section 34.6: KeyboardType

To change the appearance of the keyboard, the following types can be set individually on every UITextFields
property: keyboardType

typedef NS_ENUM(NSInteger, UIKeyboardType) {
UIKeyboardTypeDefault, // Default type for the current input method.
UIKeyboardTypeASCIICapable, // Displays a keyboard which can enter ASCII characters,
non-ASCII keyboards remain active
UIKeyboardTypeNumbersAndPunctuation, // Numbers and assorted punctuation.

UIKeyboardTypeURL, // A type optimized for URL entry (shows . / .com
prominently).

UIKeyboardTypeNumberPad, // A number pad (0-9). Suitable for PIN entry.

UIKeyboardTypePhonePad, // A phone pad (1-9, %, 0, #, with letters under the
numbers) .

UIKeyboardTypeNamePhonePad, // A type optimized for entering a person's name or phone
number .

UIKeyboardTypeEmailAddress, // A type optimized for multiple email address entry

(shows space @ . prominently).
UIKeyboardTypeDecimalPad NS_ENUM_AVAILABLE_IOS(4_1), // A number pad with a decimal point.

UIKeyboardTypeTwitter NS_ENUM_AVAILABLE_IOS(5.9), // A type optimized for twitter text
entry (easy access to @ #)
UIKeyboardTypeWebSearch NS_ENUM_AVAILABLE_I0S(7_90), // A default keyboard type with URL-

oriented addition (shows space . prominently).

UIKeyboardTypeAlphabet = UIKeyboardTypeASCIICapable, // Deprecated
i

Section 34.7: Change placeholder color and font

We can change the style of the placeholder by setting attributedPlaceholder (a NSAttributedString).

var placeholderAttributes = [String: AnyObject]()
placeholderAttributes[NSForegroundColorAttributeName] = color
placeholderAttributes[NSFontAttributeName] = font

if let placeholder = textField.placeholder {

let newAttributedPlaceholder = NSAttributedString(string: placeholder, attributes:
placeholderAttributes)

textField.attributedPlaceholder = newAttributedPlaceholder

}
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In this example we change only the color and font. You could change other properties such as underline or
strikethrough style. Refer to NSAttributedString for the properties that can be changed.

Section 34.8: Replace keyboard with UIPickerView

In some cases, you want to show your users a UIPickerView with predefined contents for a UITextField instead of
a keyboard.

Create a custom UlIPickerView

At first, you need a custom wrapper-class for UIPickerView conforming to the protocols UIPickerViewDataSource
and UIPickerViewDelegate.

class MyPickerView: UIPickerView, UIPickerViewDataSource, UIPickerViewDelegate

You need to implement the following methods for the DataSource and Delegate:

public func pickerView(_ pickerView: UIPickerView, numberOfRowsInComponent component: Int) -> Int {
if data !'= nil {
return data!.count
} else {
return 0
}
}

public func numberOfComponents(in pickerView: UIPickerView) -> Int {
return 1

}

public func pickerView(_ pickerView: UIPickerView, titleForRow row: Int, forComponent component:
Int) -> String? {
if data !'= nil {
return data![row]
} else {
return ""

}

To handle the data, MyPickerView needs the properties data, selectedValue and textFieldBeingEdited:

[ *%*
The data for the “UIPickerViewDelegate"

Always needs to be an array of “String’! The "UIPickerView" can ONLY display Strings
*/
public var data: [String]? {
didSet {
super.delegate = self
super.dataSource = self
self.reloadAllComponents()

}

[ **

Stores the UITextField that is being edited at the moment
*/

public var textFieldBeingEdited: UITextField?

[ x%
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Get the selected Value of the picker

*/
public var selectedValue: String {
get {
if data !'= nil {
return data![selectedRow(inComponent: 0)]
} else {
return ""
}
}
}

Prepare your ViewController

The ViewController that contains your textField, needs to have a property for your custom UIPickerView.
(Assuming, that you already have another property or @IBOutlet containing your textField)

/%%

The picker view to present as keyboard
*/
var picker: MyPickerView?

In your viewDidLoad(), you need to initialize picker and configure it a bit:

picker = MyPickerView()
picker?.autoresizingMask = [.flexibleHeight, .flexibleWidth]
picker?.backgroundColor = UIColor.white()

picker?.data = ["One", "Two", "Three", "Four", "Five"] //The data shown in the picker
Now, you can add the MyPicker as inputView of your UITextField:
textField.inputView = picker

Dismissing the picker-keyboard

Now, you have replaced the keyboard by an UIPickerView, but there is no possibility to dismiss it. This can be done
with a custom .inputAccessoryView:

Add the property pickerAccessory to your ViewController.

[ **

A toolbar to add to the keyboard when the “picker” is presented.
*/
var pickerAccessory: UIToolbar?

In viewDidlLoad(), you need to create an UIToolbar for the inputAccessoryView:

pickerAccessory = UIToolbar()
pickerAccessory?.autoresizingMask = .flexibleHeight

//this customization is optional
pickerAccessory?.barStyle = .default
pickerAccessory?.barTintColor = UIColor.red()
pickerAccessory?.backgroundColor = UIColor.red()
pickerAccessory?.isTranslucent = false

You should set the frame of your toolbar. To fit in the design of i0S, it's recommended to use a height of 44 .0:
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var frame = pickerAccessory?.frame
frame?.size.height = 44.0
pickerAccessory?.frame = frame!

For a good user experience, you should add two buttons ("Done" and "Cancel"), but it would also work with only
one that dismisses the keyboard.

let cancelButton = UIBarButtonItem(barButtonSystemItem: .cancel, target: self, action:
#selector(ViewController.cancelBtnClicked(_:)))

cancelButton.tintColor = UIColor.white()

let flexSpace = UIBarButtonItem(barButtonSystemItem: .flexibleSpace, target: nil, action: nil) //a
flexible space between the two buttons

let doneButton = UIBarButtonItem(barButtonSystemItem: .done, target: self, action:
#selector(ViewController.doneBtnClicked(_:)))

doneButton.tintColor = UIColor.white()

//Add the items to the toolbar
pickerAccessory?.items = [cancelButton, flexSpace, doneButton]

Now you can add the toolbar as inputAccessoryView

textField.inputAccessoryView = pickerAccessory

Before you can build your project, you need to implement the methods, the buttons are calling:

/%%
Called when the cancel button of the “pickerAccessory’ was clicked. Dismsses the picker
*/
func cancelBtnClicked(_ button: UIBarButtonItem?) {
textField?.resignFirstResponder ()

}

[ **
Called when the done button of the “pickerAccessory” was clicked. Dismisses the picker and puts
the selected value into the textField
*/
func doneBtnClicked(_ button: UIBarButtonItem?)
textField?.resignFirstResponder ()
textField.text = picker?.selectedValue

Run your project, tap the textField and you should see a picker like this instead of the keyboard:
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Select a value programmatically (optional)

If you don't want to have the first row selected automatically, you can set the selected row as in UIPickerView:

picker?.selectRow(3, inComponent: @, animated: false) //Will select the row at index 3

Section 34.9: Create a UlTextField

Initialize the UITextField with a CGRect as a frame:

Swift
let textfield = UITextField(frame: CGRect(x: @, y: @, width: 200, height: 21))

Objective-C
UITextField *textField = [[UITextField alloc] initWithFrame:CGRectMake(©0, 0, 200, 21)];

You can also create a UITextField in Interface Builder:

O {3} @ &

Text Field - Displays editable text and sends an
| Text | action message 1o a target object when Return Is
tapped.

oText Field o

EA & (ol taf | B (® uiTextField o
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Section 34.10: Getting and Setting the Cursor Position

Useful information
The very beginning of the text field text:

let startPosition: UITextPosition = textField.beginningOfDocument
The very end of the text field text:

textField.endOfDocument

let endPosition: UITextPosition

The currently selected range:

let selectedRange: UITextRange? = textField.selectedTextRange

Get cursor position
if let selectedRange = textField.selectedTextRange {

let cursorPosition = textField.offsetFromPosition(textField.beginningOfDocument, toPosition:
selectedRange.start)

print("“\(cursorPosition)")

}
Set cursor position

In order to set the position, all of these methods are actually setting a range with the same start and end values.
To the beginning

let newPosition = textField.beginningOfDocument
textField.selectedTextRange = textField.textRangeFromPosition(newPosition, toPosition: newPosition)

To the end

let newPosition = textField.endOfDocument
textField.selectedTextRange = textField.textRangeFromPosition(newPosition, toPosition: newPosition)

To one position to the left of the current cursor position

// only if there is a currently selected range
if let selectedRange = textField.selectedTextRange {

// and only if the new position is valid
if let newPosition = textField.positionFromPosition(selectedRange.start, inDirection:
UITextLayoutDirection.Left, offset: 1) {

// set the new position
textField.selectedTextRange = textField.textRangeFromPosition(newPosition, toPosition:

newPosition)
}
}

To an arbitrary position

Start at the beginning and move 5 characters to the right.
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let arbitraryValue: Int = 5

if let newPosition = textField.positionFromPosition(textField.beginningOfDocument, inDirection:

UITextLayoutDirection.Right, offset: arbitraryValue) {

textField.selectedTextRange = textField.textRangeFromPosition(newPosition, toPosition:
newPosition)

}
Related

Select all text

textField.selectedTextRange = textField.textRangeFromPosition(textField.beginningOfDocument,
toPosition: textField.endOfDocument)

Select a range of text

// Range: 3 to 7
let startPosition = textField.positionFromPosition(textField.beginningOfDocument, inDirection:

UITextLayoutDirection.Right, offset: 3)
let endPosition = textField.positionFromPosition(textField.beginningOfDocument, inDirection:
UITextLayoutDirection.Right, offset: 7)

if startPosition != nil && endPosition != nil {
textField.selectedTextRange = textField.textRangeFromPosition(startPosition!, toPosition:
endPosition!)

}
Insert text at the current cursor position

textField.insertText("Hello")

Notes

¢ This example originally comes from this Stack Overflow answer.

¢ This answer uses a text field, but the same concepts apply to UITextView.
e Use textField.becomeFirstResponder () to give focus to the text field and make the keyboard appear.

e See this answer for how to get the text at some range.

Related

e How to Create a Range in Swift (Deals indirectly with the issue of why we have to use selectedTextRange

here rather than just selectedRange)

Section 34.11: Dismiss Keyboard

Swift

Ctrl + Drag from the Ultextfield in MainStoryboard to the ViewController Class and create a UlTextField Outlet
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After that select the UltextField again and Ctrl+drag in ViewController class but this time select Action connection

and on storage select Did End On Exit then click connect.

in the action you just created type the name of your UltextField . resignFirstResponder ()

@IBAction func textFieldResign(sender: AnyObject) {
yourTextFieldName.resignFirstResponder ()

}

This will take care of hiding the keyboard when pressing the return key on keyboard.

Another example of hiding the keyboard when return key is pressed:

we add UITextFieldDelegate protocol next to UIViewController
in the vieDidLoad function we add self.yourTextFieldName.delegate

And Finally we add this

func textFieldShouldReturn(textField: UITextField) -> Bool {
yourTextFieldName.resignFirstResponder ()
return true

The final code is this:

class ViewController: UIViewController, UITextFieldDelegate

@IBOutlet var textField: UITextField!

= self

{

func textFieldShouldReturn(textField: UITextField) -> Bool {

textField.resignFirstResponder ()
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return true

}

override func touchesBegan(touches: Set<UITouch>, withEvent event: UIEvent?){
view.endEditing(true)
super.touchesBegan(touches, withEvent: event)

override func viewDidLoad()
super.viewDidLoad()
self.textField.delegate = self

}

Objective-C

[textField resignFirstResponder];

Section 34.12: Initialize text field

Swift

let frame = CGRect(x: @, y: 0, width: 100, height: 100)
let textField = UITextField(frame: frame)

Objective-C

CGRect *frame = CGRectMake(®©, 0, 100, 100);
UITextField *textField = [[UITextField alloc] initWithFrame:framel;

Interface Builder

You can also add a UITextField to a storyboard by dragging it from Object Library.

B I

Taat Fiels - Spisgs ecentin o
Tt | e e et T Py B
B ksl et chi W R4 i taooed.

] (st (-]

Section 34.13: Autocapitalization

Swift

textField.autocapitalizationType

.None

Objective-C

textField.autocapitalizationType = UITextAutocapitalizationTypeNone;

All options:

e _None \ UITextAutocapitalizationTypeNone : Don't autocapitalize anything
e .Words \ UITextAutocapitalizationTypeWords : Autocapitalize every word
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e .Sentences \ UITextAutocapitalizationTypeSentences : Autocapitalize the first word in a sentence
e _AllCharacters \UITextAutocapitalizationTypeAllCharacters : Autocapitalize every letter (i.e. caps lock)

Section 34.14: Set Alignment

Swift
textField.textAlignment = .Center

Objective-C
[textField setTextAlignment: NSTextAlignmentCenter];

In the example, we have set the NSTextAlignment to center. You can also setto .Left, .Right, .Justified and
.Natural.

.Natural is the default alighment for the current localization. That means for left-to-right languages (eg. English),
the alignment is .Left; for right-to-left languages, it is .Right.
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Chapter 35: Custom UlTextField

Using custom UlTextField, we can manipulate the behavior of text field!

Section 35.1: Custom UlTextField for Filtering Input Text

Here is an example of custom UITextField that takes only numerical text and discards all other.

NOTE: For iPhone it is easy to do this using Number type keyboard, but for iPad there is no keyboard with Numbers
only

class NumberTextField: UITextField {

required init(coder aDecoder: NSCoder) {
super.init(coder: aDecoder)
registerForTextFieldNotifications()

}

override init(frame: CGRect) {
super.init(frame: frame)

}

override func awakeFromNib() {

super .awakeFromNib ()

keyboardType = .numberPad//useful for iPhone only
}

private func registerForTextFieldNotifications()
NotificationCenter.default.addObserver(self, selector:

#selector (NumberTextField.textDidChange), name: NSNotification.Name(rawValue:

"UITextFieldTextDidChangeNotification"), object: self)

}

deinit {
NotificationCenter.default.removeObserver(self)

}

func textDidChange() {
text = filteredText()

}

private func filteredText() -> String {
let inverseSet = CharacterSet(charactersIn:"0123456789").inverted
let components = text!.components(separatedBy: inverseSet)
return components.joined(separator: "")

So, wherever we want text field which would take only numbers as input text, then we can use this custom
UlTextField

Section 35.2: Custom UlTextField to Disallow All Actions like
Copy, Paste, etc

If we want to disable all the actions like Copy, Paste, Replace, Select, etc from UITextField then we can use
following custom text field:

class CustomTextField: UITextField {
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var enablelLongPressActions = false

required init(coder aDecoder: NSCoder) {
super.init(coder: aDecoder)!

}

override init(frame: CGRect) {
super.init(frame: frame)

}

override func canPerformAction(_ action: Selector, withSender sender: Any?) -> Bool {
return enablelLongPressActions

}
}

Using enablelLongPressActions property, we can enable all actions any time later, if needed.
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Chapter 36: UlViewController

Section 36.1: Subclassing

Subclassing UIControl gives us access to the following methods:

e beginTrackingWithTouch is called when the finger first touches down within the control's bounds.

e continueTrackingWithTouch is called repeatedly as the finger slides across the control and even outside of
the control's bounds.

e endTrackingWithTouch is called when the finger lifts off the screen.

MyCustomControl.swift

import UIKit

// These are out self-defined rules for how we will communicate with other classes
protocol ViewControllerCommunicationDelegate: class {

func myTrackingBegan()

func myTrackingContinuing(location: CGPoint)

func myTrackingEnded()

}
class MyCustomControl: UIControl {

// whichever class wants to be notified of the touch events must set the delegate to itself
weak var delegate: ViewControllerCommunicationDelegate?

override func beginTrackingWithTouch(touch: UITouch, withEvent event: UIEvent?) -> Bool {

// notify the delegate (i.e. the view controller)
delegate?.myTrackingBegan()

// returning true means that future events (like continueTrackingWithTouch and
endTrackingWithTouch) will continue to be fired
return true

}

override func continueTrackingWithTouch(touch: UITouch, withEvent event: UIEvent?) -> Bool {

// get the touch location in our custom control's own coordinate system
let point = touch.locationInView(self)

// Update the delegate (i.e. the view controller) with the new coordinate point
delegate?.myTrackingContinuing(point)

// returning true means that future events will continue to be fired
return true

}

override func endTrackingWithTouch(touch: UITouch?, withEvent event: UIEvent?) {

// notify the delegate (i.e. the view controller)
delegate?.myTrackingEnded()

ViewController.swift
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This is how the view controller is set up to be the delegate and respond to touch events from our custom control.

import UIKit
class ViewController: UIViewController, ViewControllerCommunicationDelegate {

@IBOutlet weak var myCustomControl: MyCustomControl!
@IBOutlet weak var trackingBeganLabel: UIlLabel!
@IBOutlet weak var trackingEndedLabel: UIlLabel!
@IBOutlet weak var xLabel: UILabel!

@IBOutlet weak var ylLabel: UILabel!

override func viewDidLoad()
super.viewDidLoad()
myCustomControl.delegate = self

}

func myTrackingBegan() {
trackingBeganlLabel.text = "Tracking began"

}

func myTrackingContinuing(location: CGPoint) {
xLabel.text = "x: \(location.x)"
yLabel.text = "y: \(location.y)"

}

func myTrackingEnded() {
trackingEndedlLabel.text = "Tracking ended”

}

Notes

¢ Alternate methods of achieving the same result without subclassing include adding a target or using a
gesture recognizer.

¢ Itis not necessary to use a delegate with these methods if they are only being used within the custom control
itself. We could have just added a print statement to show how the events are being called. In that case, the
code would be simplified to

import UIKit
class MyCustomControl: UIControl {

override func beginTrackingWithTouch(touch: UITouch, withEvent event: UIEvent?) -> Bool

{
print("Began tracking")
return true
}
override func continueTrackingWithTouch(touch: UITouch, withEvent event: UIEvent?) ->
Bool {
let point = touch.locationInView(self)
print("x: \(point.x), y: \(point.y)")
return true
}
override func endTrackingWithTouch(touch: UITouch?, withEvent event: UIEvent?) {
print("Ended tracking")
}
}
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Section 36.2: Access the container view controller

When the view controller is presented within a tab bar controller, you can access the tab bar controller like this:

Swift

let tabBarController = viewController.tabBarController

Objective-C

UITabBarController xtabBarController = self.tabBarController;

When the view controller is part on an navigation stack, you can access the navigation controller like this:
Swift

let navigationController = viewController.navigationController

Objective-C

UINavigationController #*navigationController = self.navigationController;

Section 36.3: Set the view programmatically

Swift

class FooViewController: UIViewController {

override func loadView() {
view = FooView()

}

Section 36.4: Instantiate from a Storyboard

UIStoryboard *storyboard = [UIStoryboard storyboardWithName:@"'Main" bundle:nil];

With an Identifier:

Give the scene a Storyboard ID within the identity inspector of the storyboard.
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Module 3

Identity

Storybeard 1D | myldentifier

Restoration ID
"] Use Storyboard 1D

Uzer Defined Runtime Attributes
Key Path Type Value

_|_

Document

Instantiate in code:

UIViewController xcontroller = [storyboard
instantiateViewControllerWithIdentifier:@"myIdentifier"];

Instantiate an initial viewcontroller:

Within the storyboard select the view controller, then select the attribute inspector, check the "Is Initial View
Controller" box.

O & ¢ 0 @
Simulated Metrics
Size | Inferred
Orientation _I_Q_i_‘__e_rf_n_zpl_
Status Bar .Ir'q?[rqc_l

Top Bar | Inferred

W olololo]o

Botom Bar | Inferred

View Controller

Title

Is Initial View Controller

UIStoryboard xstoryboard = [UIStoryboard storyboardWithName:@"Main" bundle:nill];
UIViewController xcontroller = [storyboard instantiateInitialViewController];

Section 36.5: Create an instance

Swift
let viewController = UIViewController()

Objective-C
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UIViewController *viewController = [UIViewController new];

Section 36.6: Adding/removing a child view controller

To add a child view controller:

- (void)displayContentController: (UIViewController *)vc {
[self addChildViewController:vc];
vc.view.frame = self.view.frame;
[self.view addSubview:vc.view];
[vce didMoveToParentViewController:self];

To remove a child view controller:

- (void)hideContentController:(UIViewController *)vc {
[ve willMoveToParentViewController:nil];
[vc.view removeFromSuperview];
[vc removeFromParentViewController];
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Chapter 37: UISwitch

Section 37.1: Set Image for On/Off state
Objective-C

//set off-image

mySwitch.offImage = [UIImage imageNamed:@"off_image"];

[mySwitch setOffImage:[UIImage imageNamed:@"off_image"]];

//set on-image

mySwitch.onImage = [UIImage imageNamed:@"on_image"];
[mySwitch setOnImage:[UIImage imageNamed:@"on_image"]];

Swift

//set off-image
mySwitch.offImage = UIImage(named: "off_image")

//set on-image
mySwitch.onImage = UIImage(named: "on_image")

Section 37.2: Set On / Off
Objective-C

[mySwitch setOn:YES];
//or
[mySwitch setOn:YES animated:YES];

Swift

mySwitch.setOn(false)
//or
mySwitch.setOn(false, animated: false)

Section 37.3: Set Background Color
Objective-C

mySwitch.backgroundColor = [UIColor yellowColor];

[mySwitch setBackgroundColor: [UIColor yellowColor]];

mySwitch.backgroundColor =[UIColor colorWithRed:255/255.0 green:0/255.0 blue:0/255.0 alpha:1.0];
mySwitch.backgroundColor= [UIColor colorWithWhite: 0.5 alpha: 1.0];
mySwitch.backgroundColor=[UIColor colorWithHue: 0.4 saturation: 0.3 brightness:0.7 alpha: 1.0];

Swift

UIColor.yellow

UIColor(red: 255.8/255, green: 0.6/255, blue: 0.8/255, alpha: 1.0)
UIColor(white: 0.5, alpha: 1.0)

UIColor(hue: 0.4,saturation: 0.3,brightness: 0.7,alpha: 1.0)

mySwitch.backgroundColor
mySwitch.backgroundColor
mySwitch.backgroundColor
mySwitch.backgroundColor
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Section 37.4: Set Tint Color
Objective-C

//for off-state
mySwitch.tintColor = [UIColor blueColor];
[mySwitch setTintColor: [UIColor blueColor]];

//for on-state
mySwitch.onTintColor = [UIColor cyanColor];

[mySwitch setOnTintColor: [UIColor cyanColor]];

Swift

//for off-state
mySwitch.tintColor = UIColor.blueColor()

//for on-state
mySwitch.onTintColor = UIColor.cyanColor()
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Chapter 38: UlCollectionView

Section 38.1: Create a UlCollectionView

Initialize a UICollectionView with a CGRect frame:

Swift:

let collection = UICollectionView(frame: CGRect(x: @, y: @, width: 200, height: 21))

Objective C:

UICollectionView *collection = [[UICollectionView alloc] initWithFrame:CGRectMake(©, 0, 200, 21)];

You can also create a UICollectionView in Interface Builder

x =
Object 1D ond-XU-V1p
0O 0@ B8

Collection View Controller - A
| controller that manages a collection
view,
oll.
ject. —
Collection View - Displays data in a
' | collection of cells.

]

| Collection View Cell - Defines the
attributes and behavior of ceils in a
caollection viaw.

Jane 4] B (® collection %]

Section 38.2: UlCollectionView - Datasource

Every collection view must have a Datasource object. The Datasource object is the content that your app will display
within the UICollectionView. At @ minimum, all Datasource objects must implement the
collectionView:numberOfItemsInSection: and collectionView:cellForItemAtIndexPath: methods.

Required Methods

Swift

func collectionView(collectionView: UICollectionView, numberOfItemsInSection section: Int) -> Int {
// Return how many items in section
let sectionArray = _data[section]
return sectionArray.count

}

func collectionView(collectionView: UICollectionView, cellForItemAtIndexPath indexPath:
NSIndexPath) -> UICollectionViewCell ({

let cell = collectionView.dequeueReusableCellWithReuseIdentifier(MyCellID)
// If you use a custom cell class then cast the cell returned, like:

// as! MyCollectionViewCellClass

// or you will have errors when you try to use features of that class.
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//Customize your cell here, default UICollectionViewCells do not contain any inherent
//text or image views (like UITableView), but some could be added,

//or a custom UICollectionViewCell sub-class could be used

return cell

Objective C

- (NSInteger)collectionView:(UICollectionViewx)collectionView
numberOfItemsInSection:(NSInteger)section
// Return how many items in section
NSArray #*sectionArray = [_data objectAtIndex:section];
return [sectionArray count];

}

- (UICollectionViewCell *)collectionView:(UICollectionView *)collectionView
cellForItemAtIndexPath:(NSIndexPath *)indexPath {
// Return a cell
UICollectionViewCell *newCell = [self.collectionView
dequeueReusableCellWithReuseIdentifier :MyCellID

forIndexPath:indexPath];
//Customize your cell here, default UICollectionViewCells do not contain any inherent
//text or image views (like UITableView), but some could be added,

//or a custom UICollectionViewCell sub-class could be used
return newCell;

Section 38.3: Basic Swift example of a Collection View

Create a new project
It can be just a Single View Application.
Add the code

Create a new Cocoa Touch Class file (File > New > File... > i0S > Cocoa Touch Class). Name it MyCollectionViewCell.
This class will hold the outlets for the views that you add to your cell in the storyboard.

import UIKit
class MyCollectionViewCell: UICollectionViewCell {

@IBOutlet weak var myLabel: UILabel!

We will connect this outlet later.

Open ViewController.swift and make sure you have the following content:

import UIKit
class ViewController: UIViewController, UICollectionViewDataSource, UICollectionViewDelegate {

let reuseldentifier = "cell" // also enter this string as the cell identifier in the storyboard

var items = ["1", "2", "3", "4", "5", "", "7", "8", "9", "10", "11", "12", "13", "14", "15",
“16", "17", "18", "19", "20", "21", "22", "23", "24", "25", "26", "27", "28", "29", "3@", "31",
“32", "33", "34", "35", "36", "37", "38", "39", "4@", "41", "42", "43", "44", 45", "46", "47",
"48"]
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// MARK: - UICollectionViewDataSource protocol

// tell the collection view how many cells to make

func collectionView(collectionView: UICollectionView, numberOfItemsInSection section: Int) ->

Int {
return self.items.count

}

// make a cell for each cell index path
func collectionView(collectionView: UICollectionView, cellForItemAtIndexPath indexPath:
NSIndexPath) -> UICollectionViewCell ({

// get a reference to our storyboard cell
let cell = collectionView.dequeueReusableCellWithReuseIdentifier(reuseIdentifier,
forIndexPath: indexPath) as! MyCollectionViewCell

// Use the outlet in our custom class to get a reference to the UILabel in the cell

cell.myLabel.text = self.items[indexPath.item]

cell.backgroundColor = UIColor.yellowColor() // make cell more visible in our example
project

return cell

}

// MARK: - UICollectionViewDelegate protocol

func collectionView(collectionView: UICollectionView, didSelectItemAtIndexPath indexPath:
NSIndexPath) {
// handle tap events
print("You selected cell #\(indexPath.item)!")

Notes

e UICollectionViewDataSource and UICollectionViewDelegate are the protocols that the collection view
follows. You could also add the UICollectionViewDelegateFlowLayout protocol to change the size of the

views programmatically, but it isn't necessary.
e We are just putting simple strings in our grid, but you could certainly do images later.

Setup the storyboard

Drag a Collection View to the View Controller in your storyboard. You can add constraints to make it fill the parent

view if you like.
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Make sure that your defaults in the Attribute Inspector are also

e [tems: 1
¢ Layout: Flow

The little box in the top left of the Collection View is a Collection View Cell. We will use it as our prototype cell. Drag
a Label into the cell and center it. You can resize the cell borders and add constraints to center the Label if you like.

=1 View Controller Scene

I View Controller
|_j Top Layout Guide
L?_] Bottom Layout Guide
v E_I View
v Ejﬂnllacticn View
v [ Collection View Cell

Label

{1 Collection View Flow Layout

et

Write "cell" (without quotes) in the Identifier box of the Attributes Inspector for the Collection View Cell. Note that

this is the same value as let reuseldentifier =

< > EB)m R R

&l View Controller Scene

W View Controllar
EI Top Layout Guide
F_| Bottom Layout Guide
v IL_I View

¥ || Coliection

({1 Collection View Flow Layout

11 [E] c...w »[E] coliection View Cell | £

Labelo

O—~0a

>

"cell" in ViewController.swift.

A

identifier | cel|

View

Mode | Center ]
Semantic | Unspecified
Tag 0fs

Interaction User Interaction Enabled

And in the Identity Inspector for the cell, set the class name to MyCollectionViewCell, our custom class that we

made.
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Hook up the outlets

¢ Hook the Label in the collection cell to myLabel in the MyCollectionViewCell class. (You can Control-drag.)
¢ Hook the Collection View delegate and dataSource to the View Controller. (Right click Collection View in the
Document Outline. Then click and drag the plus arrow up to the View Controller.)

v View Controller Scene

(w0 View Controller w_ ]
—1| Top Layout Guide

:_ | Bottom Layout Guide E

v | | View

v D Collection View !
w [3] call Qutlets
[L| My Label :::::';m
Coliection View Flo Outlet Collsctions
FE“ First Responder gestureRecognizers
Exit Referencing Outlats

torybeoard Entry Point New Referencing Outlat
Referencing Outlet Collections
New Refarancing Outlat Collaction

Finished

Here is what it looks like after adding constraints to center the Label in the cell and pinning the Collection View to
the walls of the parent.
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Further study

e A Simple UlCollectionView Tutorial
e UlCollectionView Tutorial Part 1: Getting Started
e UlCollectionView Tutorial Part 2: Reusable Views and Cell Selection

Section 38.4: Manage Multiple Collection view with
DataSource and Flowlayout

Here we are managing multiple collection there delegate methods with didselect events.

extension ProductsVC: UICollectionViewDelegate, UICollectionViewDataSource{

// MARK: - UICollectionViewDataSource
func collectionView(_ collectionView: UICollectionView, numberOfItemsInSection section:
Int) -> Int {
guard collectionView == collectionCategory else {
return arrOfProducts.count
}

return arrOfCategory.count

}

func collectionView(_ collectionView: UICollectionView, cellForItemAt indexPath: IndexPath)
-> UICollectionViewCell {

guard collectionView == collectionProduct else {
let cell = collectionView.dequeueReusableCell(withReuseIdentifier:
"ProductCategoryCell”, for: indexPath) as! ProductCategoryCell
cell.viewBackground.layer.borderWidth = 0.5
//Do some thing as per use
return cell

}

let cell = collectionView.dequeueReusableCell(withReuseIdentifier: cellIdentifier, for:
indexPath) as! ProductCell

cell.contentView.layer.borderWidth = 0.5

cell.contentView.layer.borderColor = UIColor.black.cgColor

let json = arrOfProducts[indexPath.row]

//Do something as per use

return cell

}

func collectionView(_ collectionView: UICollectionView, didSelectItemAt indexPath:
IndexPath) {
guard collectionView == collectionCategory else {
let json = arrOfProducts[indexPath.row]
// Do something for collectionProduct here
return
}
let json = arrOfCategory[indexPath.row] as [String: AnyObject]
let id = json["cId"] as? String ?? ""
// Do something

}
extension ProductsVC: UICollectionViewDelegateFlowLayout{

// MARK: - UICollectionViewDelegateFlowLayout
func collectionView(_ collectionView: UICollectionView, layout collectionViewlLayout:
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UICollectionViewLayout, sizeForItemAt indexPath: IndexPath) -> CGSize {

let collectionWidth = collectionView.bounds.width
guard collectionView == collectionProduct else {
var itemWidth = collectionWidth / 4 - 1;

if (UI_USER_INTERFACE_IDIOM() == .pad) {
itemWidth = collectionWidth / 4 - 1;
}
return CGSize(width: itemWidth, height: 50)
}

var itemWidth = collectionWidth / 2 - 1;
if (UI_USER_INTERFACE_IDIOM() == .pad) {
itemWidth = collectionWidth / 4 - 1;
}
return CGSize(width: itemWidth, height: 250);
}

func collectionView(_ collectionView: UICollectionView, layout collectionViewlLayout:
UICollectionViewLayout, minimumInteritemSpacingForSectionAt section: Int) -> CGFloat {
return 1

}

func collectionView(_ collectionView: UICollectionView, layout collectionViewlLayout:
UICollectionViewLayout, minimumLineSpacingForSectionAt section: Int) -> CGFloat {
return 1

}
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Section 38.5: UlCollectionViewDelegate setup and item
selection

Sometimes, if an action should be bind to a collection view's cell selection, you have to implement the
UICollectionViewDelegate protocol.

Let's say the collection view is inside a UIViewController MyViewController.
Objective-C
In your MyViewController.h declares that it implements the UICollectionViewDelegate protocol, as below

@interface MyViewController : UIViewController <UICollectionViewDelegate, .../* previous existing
delegate, as UICollectionDataSource #*>

Swift
In your MyViewController.swift add the following

class MyViewController : UICollectionViewDelegate {
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The method that must be implemented is

Objective-C

-(void)collectionView: (UICollectionView *)collectionView didSelectItemAtIndexPath:(NSIndexPath
*)indexPath

{
}

Swift

func collectionView(collectionView: UICollectionView, didSelectItemAtIndexPath indexPath:
NSIndexPath)

{
¥

As just an example we can set the background color of selected cell to green.

Objective-C

-(void)collectionView: (UICollectionView *)collectionView didSelectItemAtIndexPath:(NSIndexPath
*)indexPath

{
UICollectionViewCell* cell = [collectionView cellForItemAtIndexPath:indexPath];
cell.backgroundColor = [UIColor greenColor];

}

Swift

class MyViewController : UICollectionViewDelegate {
func collectionView(collectionView: UICollectionView, didSelectItemAtIndexPath indexPath:
NSIndexPath)
{
var cell : UICollectionViewCell = collectionView.cellForItemAtIndexPath(indexPath)!
cell.backgroundColor = UIColor.greenColor()

Section 38.6: Create a Collection View Programmatically

Swift

func createCollectionView() {

let layout: UICollectionViewFlowLayout = UICollectionViewFlowLayout()

let collectionView = UICollectionView(frame: CGRect(x: @, y: @, width: view.frame.width,
height: view.frame.height), collectionViewlLayout: layout)

collectionView.dataSource = self

collectionView.delegate = self

view.addSubview(collectionView)

Objective-C
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- (void)createCollectionView {
UICollectionViewFlowlLayout *layout = [[UICollectionViewFlowlLayout alloc] init];
UICollectionView *collectionView = [[UICollectionView alloc] initWithFrame:CGRectMake(©, 0,
self.view.frame.size.width, self.view.frame.size.height) collectionViewLayout:layout];
[collectionView setDataSource:self];
[collectionView setDelegate:self];
[self.view addSubview:collectionView];

Section 38.7: Swift - UlCollectionViewDelegateFlowLayout

// MARK: - UICollectionViewDelegateFlowLayout
extension ViewController: UICollectionViewDelegateFlowLayout {
func collectionView(collectionView: UICollectionView, layout collectionViewlLayout:
UICollectionViewlLayout, sizeForItemAtIndexPath indexPath: NSIndexPath) -> CGSize {
return CGSize(width: 50, height: 50)
}

func collectionView(collectionView: UICollectionView, layout collectionViewlLayout:
UICollectionViewlLayout, insetForSectionAtIndex section: Int) -> UIEdgeInsets
return UIEdgeInsets(top: 5, left: 5, bottom: 5, right: 5)

¥

func collectionView(collectionView: UICollectionView, layout collectionViewLayout:
UICollectionViewLayout, minimumLineSpacingForSectionAtIndex section: Int) -> CGFloat {
return 5.0

¥

func collectionView(collectionView: UICollectionView, layout collectionViewlLayout:
UICollectionViewLayout, minimumInteritemSpacingForSectionAtIndex section: Int) -> CGFloat
return 5.0

}

Section 38.8: Performing batch updates

You can animate complex changes to your collection view using the performBatchUpdates method. Inside the
update block, you can specify several modifications to have them animate all at once.

collecitonView.performBatchUpdates({
// Perform updates
}, nil)

Inside the update block, you can perform insertions, deletions, moves, and reloads. Here is how to determine which
indexPath to use:

Type NSIndexPath
Insertion Index in new array

Deletion Index in old array
Move  from: old array, to: new array
Reload either new or old array (it shouldn't matter)

You should only call reload on cells that have not moved, but their content has changed. It is important to note that
a move will not refresh the content of a cell, but only move its location.

To verify that your batch update will be performed correctly, make sure the set of indexPaths for deletion, move-
from, and reload are unique, and the set of indexPaths for insertion, move-to, and reload are unique.

Here's an example of a proper batch update:
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let from = [1, 2, 3, 4, 5]
let to = [1, 3, 6, 4, 5]

collecitonView.performBatchUpdates({
collectionView.insertItemsAtIndexPaths([NSIndexPath(forItem: 2, inSection: 0)])
collectionView.deleteItemsAtIndexPaths([NSIndexPath(forItem: 1, inSection: 0)])
collectionView.moveItemAtIndexPath(NSIndexPath(forItem: 2, inSection: 0),
toIndexPath: NSIndexPath(forItem: 1, inSection:0))

9
0

}, nil)
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Chapter 39: UlSearchController

Parameter

UISearchController.searchBar

UISearchController.searchResultsUpdater

UISearchController.isActive

UISearchController.obscuresBackgroundDuringPresentation

UISearchController.dimsBackgroundDuringPresentation

UISearchController.hidesNavigationBarDuringPresentation

UIViewController.definesPresentationContext

UIViewController.navigationItem.titleView

UITableViewController.tableView.tableHeaderView

Details
The search bar to install in your interface. (read-
only)

The object responsible for updating the contents
of the search results controller.

The presented state of the search interface.

A Boolean indicating whether the underlying
content is obscured during a search.

A Boolean indicating whether the underlying
content is dimmed during a search.

A Boolean indicating whether the navigation bar
should be hidden when searching.

A Boolean value that indicates whether this view
controller's view is covered when the view
controller or one of its descendants presents a
view controller.

A custom view displayed in the center of the
navigation bar when the receiver is the top item in
which a search bar can be placed.

Returns an accessory view that is displayed above
the table in which a search bar can be placed.

Section 39.1: Search Bar in Navigation Bar Title

This example uses a search controller to filter the data inside a table view controller. The search bar is placed inside

the navigation bar that the table view is embedded into.
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Embed a UITableViewController into a UINavigationController to get the UINavigationItem (which contains the
navigation bar). Then set our custom ViewController class to inherit from UITableViewController and adopt the
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UISearchResultsUpdating protocol.

class ViewController: UITableViewController, UISearchResultsUpdating {

let entries = [(title: "Easiest", image: "green_circle"),
(title: "Intermediate", image: "blue_square"),
(title: "Advanced", image: "black_diamond"),
(title: "Expert Only", image: "double_black_diamond")]

// An empty tuple that will be updated with search results.
var searchResults : [(title: String, image: String)] = []

let searchController = UISearchController(searchResultsController: nil)

override func viewDidLoad() {
super.viewDidLoad()

searchController.searchResultsUpdater = self
self.definesPresentationContext = true

// Place the search bar in the navigation item's title view.
self.navigationItem.titleView = searchController.searchBar

// Don't hide the navigation bar because the search bar is in it.
searchController.hidesNavigationBarDuringPresentation = false

}

func filterContent(for searchText: String) {
// Update the searchResults array with matches
// in our entries based on the title value.
searchResults = entries.filter({ (title: String, image: String) -> Bool in
let match = title.range(of: searchText, options: .caselnsensitive)
// Return the tuple if the range contains a match.
return match != nil
3]
}

// MARK: - UISearchResultsUpdating method

func updateSearchResults(for searchController: UISearchController) {
// If the search bar contains text, filter our data with the string
if let searchText = searchController.searchBar.text {
filterContent(for: searchText)
// Reload the table view with the search result data.
tableView.reloadData()

// MARK: - UITableViewController methods
override func numberOfSections(in tableView: UITableView) -> Int { return 1 }

override func tableView(_ tableView: UITableView, numberOfRowsInSection section: Int) -> Int {
// If the search bar is active, use the searchResults data.
return searchController.isActive ? searchResults.count : entries.count

}

override func tableView(_ tableView: UITableView, cellForRowAt indexPath: IndexPath) ->
UITableViewCell {
// If the search bar is active, use the searchResults data.
let entry = searchController.isActive ?
searchResults[indexPath.row] : entries[indexPath.row]
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let cell = tableView.dequeueReusableCell(withIdentifier: "Cell", for: indexPath)

cell.textlLabel?.text = entry.title
cell.imageView?.image = UIImage(named: entry.image)
return cell

Section 39.2: Search Bar in Table View Header

This example uses a search controller to filter the cells in a table view controller. The search bar is placed inside the
header view of the table view. The table view content is offset with the same height as the search bar so that the
search bar is hidden at first. Upon scrolling up past the top edge of the table view, the search bar is revealed. Then
when the search bar becomes active, it hides the navigation bar.
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Embed a UlTableViewController into a UINavigationController to get the UINavigationltem (which contains the
navigation bar). Then set our custom ViewController class to inherit from UlTableViewController and adopt the
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UlSearchResultsUpdating protocol.

class ViewController: UITableViewController, UISearchResultsUpdating {

let entries = [(title: "Easiest", image: "green_circle"),
(title: "Intermediate", image: "blue_square"),
(title: "Advanced", image: "black_diamond"),
(title: "Expert Only", image: "double_black_diamond")]

// An empty tuple that will be updated with search results.
var searchResults : [(title: String, image: String)] = []

let searchController = UISearchController(searchResultsController: nil)

override func viewDidLoad() {
super.viewDidLoad()

searchController.searchResultsUpdater = self
self.definesPresentationContext = true

// Place the search bar in the table view's header.
self.tableView.tableHeaderView = searchController.searchBar

// Set the content offset to the height of the search bar's height
// to hide it when the view is first presented.
self.tableView.contentOffset = CGPoint(x: @, y: searchController.searchBar.frame.height)

}

func filterContent(for searchText: String) {
// Update the searchResults array with matches
// in our entries based on the title value.
searchResults = entries.filter({ (title: String, image: String) -> Bool in
let match = title.range(of: searchText, options: .caselnsensitive)
// Return the tuple if the range contains a match.
return match != nil
3]
}

// MARK: - UISearchResultsUpdating method

func updateSearchResults(for searchController: UISearchController) {
// If the search bar contains text, filter our data with the string
if let searchText = searchController.searchBar.text {
filterContent(for: searchText)
// Reload the table view with the search result data.
tableView.reloadData()

// MARK: - UITableViewController methods
override func numberOfSections(in tableView: UITableView) -> Int { return 1 }

override func tableView(_ tableView: UITableView, numberOfRowsInSection section: Int) -> Int {
// If the search bar is active, use the searchResults data.
return searchController.isActive ? searchResults.count : entries.count

}

override func tableView(_ tableView: UITableView, cellForRowAt indexPath: IndexPath) ->
UITableViewCell {
// If the search bar is active, use the searchResults data.
let entry = searchController.isActive ?
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searchResults[indexPath.row] : entries[indexPath.row]

let cell = tableView.dequeueReusableCell(withIdentifier: "Cell", for: indexPath)
cell.textlLabel?.text = entry.title

cell.imageView?.image = UIImage(named: entry.image)

return cell

Section 39.3: Implementation
First, make your class comply with the UISearchResultsUpdating protocol.

class MyTableViewController: UITableViewController, UISearchResultsUpdating {}
Add the search controller property:

class MyTableViewController: UTableViewController, UISearchResultsUpdating {
let searchController = UISearchController(searchResultsController: nil)

}
Add the search bar:

override func viewDidLoad()
super.viewDidLoad()

searchController.searchResultsUpdater = self
searchController.hidesNavigationBarDuringPresentation = false
searchController.dimsBackgroundDuringPresentation = false
searchController.searchBar.sizeToFit()
self.tableView.tableHeaderView = searchController.searchBar

And finally, implement the updateSearchResultsForSearchController method that comes from the
UISearchResultsUpdating protocol:

func updateSearchResultsForSearchController(searchController: UISearchController) {

}

Section 39.4: UlSerachController in Objective-C

Delegate: UISearchBarDelegate, UISearchControllerDelegate, UISearchBarDelegate
@property (strong, nonatomic) UISearchController xsearchController;

- (void)searchBarConfiguration

{
self.searchController = [[UISearchController alloc] initWithSearchResultsController:nil];
self.searchController.searchBar.delegate = self;
self.searchController.hidesNavigationBarDuringPresentation = NO;

// Hides search bar initially. When the user pulls down on the list, the search bar is
revealed.

[self.tableView setContentOffset:CGPointMake(0,
self.searchController.searchBar.frame.size.height)];

self.searchController.searchBar.backgroundColor = [UIColor DarkBluel;
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self.searchController.searchBar.tintColor = [UIColor DarkBlue];

self.tableView.contentOffset = CGPointMake(©,
CGRectGetHeight(_searchController.searchBar.frame));

self.tableView.tableHeaderView = _searchController.searchBar;

_searchController.searchBar.delegate = self;

_searchController.searchBar.showsCancelButton = YES;

self.tapGestureRecognizer = [[UITapGestureRecognizer alloc] initWithTarget:self
action:@selector(resetSearchbarAndTableView)];

[self.view addGestureRecognizer:self.tapGestureRecognizer];

}

- (void)resetSearchbarAndTableView{
// Reload your tableview and resign keyboard.

}

- (void)searchBarCancelButtonClicked:(UISearchBar *)searchBar{

// Search cancelled

}

- (void)searchBarSearchButtonClicked: (UISearchBar *)searchBar{

// Implement filtration of your data as per your need using NSPredicate or else.
// then reload your data control like Tableview.

¥
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Chapter 40: UlTabBarController

Section 40.1: Create an instance

A'tab bar' is commonly found in most iOS apps and is used to present distinct views in each tab.

To create a tab bar controller using the interface builder, drag a tab bar Controller from the Object Library into the
canvas.

O 0 @ &

Tab Bar Controller - & controller
that manages a set of view controllers
that represent tab bar [tems.

By default a tab bar controller comes with two views. To add additional views, control drag from the tab bar
controller to the new view and select 'view controllers' in the segue-drop down.

timr 1

Tt Bai Carniroliad

Bem X

Section 40.2: Navigation Controller with TabBar
Navigation controller can be embed in each tabs using storyboard it self. It can be like in the screenshot added.
To add a Navigation Controller to a View Controller connecting from Tab Bar Controller, here are the flow

¢ Select the view controller for which we need to add navigation controller. Here let it be the Search View
Controller as the selection display.
¢ From the Editor menu of the Xcode, select Embed In -> Navigation Controller option
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Section 40.3: Tab Bar color customizing

[[UITabBar appearance] setTintColor:[UIColor whiteColor]];

[[UITabBar appearance] setBarTintColor:[UIColor tabBarBackgroundColor]];
[[UITabBar appearance] setBackgroundColor:[UIColor tabBarInactiveColor]];
[[UINavigationBar appearance] setBarTintColor:[UIColor appBlueColor]];
[[UINavigationBar appearance] setTintColor:[UIColor whiteColor]];
[[UINavigationBar appearance] setBarStyle:UIBarStyleBlack];

Section 40.4: Changing Tab Bar Item Title and Icon

Using the Story Board:

Select the tab bar item from the corresponding view controller and go to the attributes inspector

If you want a built-in icon and title, set the 'System Item' to the corresponding value.

For a custom icon, add the required images to the assets folder and set the 'System Item' from earlier to 'custom'.

Now, set the icon to be shown when the tab is selected from the 'selected image' drop down and the default tab
icon from the 'image' drop down. Add the corresponding title in the 'title' field.
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Programmatically:
In the viewDidLoad () method of the view controller, add the following code:

Objective-C:
self.title = @"item";

self.tabBarItem.image = [UIImage imageNamed:@"item"];
self.tabBarItem.selectedImage = [UIImage imageNamed:@"item_selected"];

Swift:

self.title = "item"
self.tabBarItem.image = UIImage(named: "item")
self.tabBarItem.selectedImage = UIImage(named: "item_selected")

Section 40.5: Create Tab Bar controller programmatically
without Storyboard

class AppDelegate: UIResponder, UIApplicationDelegate {
var window: UIWindow?

var firstTabNavigationController : UINavigationController!
var secondTabNavigationControoller : UINavigationController!
var thirdTabNavigationController : UINavigationController!
var fourthTabNavigationControoller : UINavigationController!
var fifthTabNavigationController : UINavigationController!

func application(_ application: UIApplication, didFinishLaunchingWithOptions launchOptions:
[UIApplicationLaunchOptionsKey: Any]?) -> Bool {
// Override point for customization after application launch.
Fabric.with([Crashlytics.self])

window = UIWindow(frame: UIScreen.main.bounds)

window?.backgroundColor = UIColor.black
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let tabBarController = UITabBarController()

firstTabNavigationController = UINavigationController.init(rootViewController:
FirstViewController())

secondTabNavigationControoller = UINavigationController.init(rootViewController:
SecondViewController())

thirdTabNavigationController = UINavigationController.init(rootViewController:
ThirdViewController())

fourthTabNavigationControoller = UINavigationController.init(rootViewController:
FourthViewController())

fifthTabNavigationController = UINavigationController.init(rootViewController:
FifthViewController())

tabBarController.viewControllers = [firstTabNavigationController,
secondTabNavigationControoller, thirdTabNavigationController, fourthTabNavigationControoller,
fifthTabNavigationController]

let item1 UITabBarItem(title: "Home", image: UIImage(named: "ico-home"), tag: @)
let item2 = UITabBarItem(title: "Contest", image: UIImage(named: "ico-contest"), tag: 1)

let item3 = UITabBarItem(title: "Post a Picture", image: UIImage(named: "ico-photo"), tag:
2)

let item4 = UITabBarItem(title: "Prizes", image: UIImage(named: "ico-prizes"), tag: 3)

let item5 = UITabBarItem(title: "Profile", image: UIImage(named: "ico-profile"), tag: 4)

firstTabNavigationController.tabBarItem = item1l
secondTabNavigationControoller.tabBarItem = item2
thirdTabNavigationController.tabBarItem = item3
fourthTabNavigationControoller.tabBarItem = item4
fifthTabNavigationController.tabBarItem = item5

UITabBar.appearance().tintColor = UIColor(red: ©/255.0, green: 146/255.0, blue: 248/255.0,
alpha: 1.9)

self.window?.rootViewController tabBarController

window? .makeKeyAndVisible()

return true

Section 40.6: UlTabBarController with custom color selection

UlTabBarController building in Swift 3 Change image color and title according to selection with changing selected
tab color.

import UIKit
class TabbarController: UITabBarController {

override func viewDidLoad() {
super.viewDidLoad()

self.navigationController?.isNavigationBarHidden = true
UITabBar .appearance().tintColor = UIColor.purple

// set red as selected background color

let numberOfItems = CGFloat(tabBar.items!.count)

let tabBarItemSize = CGSize(width: tabBar.frame.width / numberOfItems, height:
tabBar.frame.height)
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tabBar.selectionIndicatorImage =
UIImage.imageWithColor(UIColor.lightText.withAlphaComponent(0.5), size:
tabBarItemSize).resizableImage(withCapInsets: UIEdgeInsets.zero)

// remove default border
tabBar.frame.size.width = self.view.frame.width + 4
tabBar.frame.origin.x = -2

}

override func viewWillAppear(_ animated: Bool) {

// For Images

let firstViewController:UIViewController = NotificationVC()

// The following statement is what you need

let customTabBarItem:UITabBarItem = UITabBarItem(title: nil, image: UIImage(named:
"notification@2x")?.withRenderingMode (UIImageRenderingMode.alwaysOriginal), selectedImage:
UIImage(named: "notification_sel@2x"))

firstViewController.tabBarItem = customTabBarItem

for item in self.tabBar.items! {
let unselectedItem = [NSForegroundColorAttributeName: UIColor.white]
let selectedItem = [NSForegroundColorAttributeName: UIColor.purple]

item.setTitleTextAttributes(unselectedItem, for: .normal)
item.setTitleTextAttributes(selectedItem, for: .selected)

extension UIImage {
class func imageWithColor(_ color: UIColor, size: CGSize) -> UIImage {
let rect: CGRect = CGRect(origin: CGPoint(x: @,y :0), size: CGSize(width: size.width,
height: size.height))
UIGraphicsBeginImageContextWithOptions(size, false, 0)
color.setFill()
UIRectFill(rect)
let image: UIImage = UIGraphicsGetImageFromCurrentImageContext()!
UIGraphicsEndImageContext()
return image

}

Choosing image for tab bar and set the tab title here
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Chapter 41. UlWebView

Section 41.1: Create a UlWebView instance

Swift
let webview = UIWebView(frame: CGRect(x: 0, y: @, width: 320, height: 480))
Objective-C

UIWebView *webview = [[UIWebView alloc] initWithFrame:CGRectMake(0, ©, 320, 480)];

//Alternative way of defining frame for UIWebView
UIWebView *webview = [[UIWebView alloc] init];
CGRect webviewFrame = webview.frame;
webviewFrame.size.width = 320;
webviewFrame.size.height = 480;
webviewFrame.origin.x = 0;

webviewFrame.origin.y = 0;

webview.frame = webviewFrame;

Section 41.2: Determining content size

In many cases, for instance when using web views in table view cells, it's important to determine the content size of
the rendered HTML page. After loading the page, this can be calculated in the UIWebViewDelegate delegate method:

- (void) webViewDidFinishLoad:(UIWebView *) aWebView {
CGRect frame = aWebView.frame;
frame.size.height = 1;
aWebView.frame = frame;
CGSize fittingSize = [aWebView sizeThatFits:CGSizeZero];
frame.size = fittingSize;
aWebView.frame = frame;

NSLog(@"size: %f, %f", fittingSize.width, fittingSize.height);

The code employs an additional trick of shortly setting the height of the web view to 1 prior to measuring the fitting
size. Otherwise it would simply report the current frame size. After measuring we immediately set the height to the
actual content height.

Source

Section 41.3: Load HTML string

Web views are useful to load locally generated HTML strings.

NSString *html = @"<!DOCTYPE html><html><body>Hello World</body></html>";
[webView loadHTMLString:html baseURL:nil];

Swift

let htmlString = "<h1>My First Heading</h1><p>My first paragraph.</p>"
webView.loadHTMLString(htmlString, baseURL: nil)
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A local base URL may be specified. This is useful to reference images, stylesheets or scripts from the app bundle:

NSString *html = @"<!DOCTYPE html><html><head><link href="style.css' rel='stylesheet'
type="'text/css'></head><body>Hello World</body></html>";
[self loadHTMLString:html baseURL:[NSURL fileURLWithPath:[[NSBundle mainBundle] resourcePath]]];

In this case, style.css is loaded locally from the app's resource directory. Of course it's also possible to specify a
remote URL.

Section 41.4: Making a URL request

Load content in webview from the url

Swift

webview.loadRequest (NSURLRequest (URL: NSURL(string: "http://www.google.com")!))
Objective-C

[webview loadRequest:[NSURLRequest requestWithURL:[NSURL URLWithString:@"http://www.google.com"]]1];

Section 41.5: Load JavaScript

We can run custom JavaScript on a UIWebView using the method stringByEvaluatingJavaScriptFromString().This
method returns the result of running the JavaScript script passed in the script parameter, or nil if the script fails.

Swift

Load script from String
webview.stringByEvaluatingJavaScriptFromString("alert('This is JavaScript!');")
Load script from Local file

//Suppose you have javascript file named "JavaScript.js" in project.
let filePath = NSBundle.mainBundle().pathForResource("JavaScript", ofType:
do {
let jsContent = try String.init(contentsOfFile: filePath!, encoding:
NSUTF8StringEncoding)
webview.stringByEvaluatingJavaScriptFromString(jsContent)

js")

}

catch let error as NSError{
print(error.debugDescription)

}
Objective-C
Load script from String
[webview stringByEvaluatingJavaScriptFromString:@"alert('This is JavaScript!');"];
Load script from Local file

//Suppose you have javascript file named "JavaScript.js" in project.
NSString *filePath = [[NSBundle mainBundle] pathForResource:@"JavaScript" ofType:@"js"];

GoalKicker.com - iOS® Developer Notes for Professionals 246


https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

NSString *jsContent = [NSString stringWithContentsOfFile:filePath encoding:NSUTF8StringEncoding
error:nil];
[webview stringByEvaluatingJavaScriptFromString:jsContent];

Note The stringByEvaluatingJavaScriptFromString: method waits synchronously for JavaScript evaluation to
complete. If you load web content whose JavaScript code you have not vetted, invoking this method could hang
your app. Best practice is to adopt the WKWebView class and use its evaluateJavaScript:completionHandler:
method instead. But WKWebView is available from iOS 8.0 and later.

Section 41.6: Stop Loading Web Content

Method stopLoading() stops the current loading process of the webview.

Swift
webview.stoplLoading()
Objective-C

[webview stoplLoading];

Section 41.7: Reload Current Web Content
Swift

webview.reload()

Objective-C

[webview reload];

Section 41.8: Load Document files like .pdf, .txt, .doc etc

Instead of web pages, we can also load the document files into iOS WebView like .pdf, .txt, .doc etc.. loadData
method is used to load NSData into webview.

Swift

//Assuming there is a text file in the project named "home.txt".

let localFilePath = NSBundle.mainBundle().pathForResource("home", ofType:"txt");

let data = NSFileManager.defaultManager().contentsAtPath(localFilePath!);

webview.loadData(data!, MIMEType: "application/txt", textEncodingName:"UTF-8" , baseURL: NSURL())

Objective-C

//Assuming there is a text file in the project named "home.txt".

NSString *localFilePath = [[NSBundle mainBundle] pathForResource:@"home" ofType:@"txt"];

NSData *data = [[NSFileManager defaultManager] contentsAtPath:localFilePath];

[webview loadData:data MIMEType:@"application/txt" textEncodingName:@"UTF-8" baseURL:[NSURL new]];

Section 41.9: Load local HTML file in webView

First, add the HTML File to your Project (If you are asked to choose options for adding the file, select Copy items if
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needed)

The following line of code loads the content of the HTML file into the webView

webView.loadRequest (NSURLRequest (URL: NSURL(fileURLWithPath:
NSBundle.mainBundle().pathForResource("YOUR HTML FILE", ofType: "html")!'})

e If your HTML file is called index.html replace YOUR HTML FILE with index
* You can use this code either in viewDidLoad() or viewDidAppear() or any other function

Section 41.10: Make links That inside UlWebview clickable
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Invc.h

@interface vc : UIViewController<UIWebViewDelegate>

inve.m

- (BOOL)webView: (UIWebView *)webView shouldStartLoadWithRequest:(NSURLRequest *)request
navigationType:(UIWebViewNavigationType)navigationType{

if (navigationType == UIWebViewNavigationTypelLinkClicked){
//open it on browser if you want to open it in same web view remove return NO;
NSURL #*url = request.URL;
if ([[UIApplication sharedApplication] canOpenURL:url]) {
[[UIApplication sharedApplication] openURL:url];

}

return NO;
}
return YES;
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Chapter 42: UlActivityViewController

Parameter Name Description
Contains array of object to perform the activity. This array must not be nil and must contain at

activityltems least one object.

An array of UlActivity objects representing the custom services that your application supports.

applicationActivities This parameter can be nil.

Section 42.1: Initializing the Activity View Controller

Objective-C

NSString *textToShare = @"StackOverflow Documentation!! Together, we can do for Documentation what
we did for Q&A.";
NSURL *documentationURL

[NSURL URLWithString:@"http://stackoverflow.com/tour/documentation"];
NSArray *objectsToShare = @[textToShare, documentationURL];

UIActivityViewController xactivityVC = [[UIActivityViewController alloc]
initWithActivityItems:objectsToShare applicationActivities:nil];

[self presentViewController:activityVC animated:YES completion:nil];

Swift

let textToShare = "StackOverflow Documentation!! Together, we can do for Documentation what we did
for Q&A."
let documentationURL = NSURL(string:"http://stackoverflow.com/tour/documentation")

let objToShare : [AnyObject] = [textToShare, documentationURL!]

let activityVC = UIActivityViewController(activityItems: objToShare, applicationActivities: nil)
self.presentViewController(activityVC, animated: true, completion: nil)
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Chapter 43: UlControl - Event Handling
with Blocks

Section 43.1: Introduction

Typically, when using UIControl or UIButton, we add a selector as a callback action for when an event occurson a
button or control, such as the user pressing the button or touching the control.

For example, we would do the following:

import UIKit

class ViewController: UIViewController {
@IBOutlet weak var button: UIButton!

override func viewDidLoad()
super.viewDidLoad()

let button = UIButton(frame: CGRect(x: @, y: 0, width: 100, height: 44))
button.addTarget(self, action: #selector(self.onButtonPress(_:)), for: .touchUpInside)
self.view.addSubview(button)

}

override func didReceiveMemoryWarning() {
super.didReceiveMemoryWarning()

}

func onButtonPress(_ button: UIButton!) {
print("PRESSED")
}

When it comes to selector, the compiler only needs to know that it exists.. This can be done through a protocol
and not be implemented.

For example, the following would crash your application:

import UIKit

@objc
protocol ButtonEvent {

@objc optional func onButtonPress(_ button: UIButton)
}

class ViewController: UIViewController, ButtonEvent {
@IBOutlet weak var button: UIButton!

override func viewDidLoad()
super.viewDidLoad()

let button = UIButton(frame: CGRect(x: @, y: 0, width: 100, height: 44))

button.addTarget(self, action: #selector(ButtonEvent.onButtonPress(_:)), for:
.touchUpInside)

self.view.addSubview(button)

}

override func didReceiveMemoryWarning() {
super .didReceiveMemoryWarning()
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This is because your application does NOT implement the onButtonPress function.

Now what if you could do all of this alongside the initialization of the button? What if you didn't have to specify
callbacks and could instead specify blocks that can be added and removed at any time? Why worry about
implementing selectors?

Solution

import Foundation
import UIKit

protocol RemovableTarget {
func enable();
func disable();

}

extension UIControl {
func addEventHandler(event: UIControlEvents, runnable: (control: UIControl) -> Void) -»>
RemovableTarget {

class Target : RemovableTarget {
private var event: UIControlEvents
private weak var control: UIControl?
private var runnable: (control: UIControl) -> Void

private init(event: UIControlEvents, control: UIControl, runnable: (control: UIControl)
-> Void) {
self.event = event
self.control = control
self.runnable = runnable

}

@objc
private func run(_ control: UIControl) {
runnable(control: control)

}

private func enable() {
control?.addTarget(self, action: #selector(Target.run(_:)), for: event)
objc_setAssociatedObject(self, unsafeAddress(of: self), self,
.OBJC_ASSOCIATION_RETAIN)

}

private func disable() {
control?.removeTarget(self, action: #selector(Target.run(_:)), for: self.event)
objc_setAssociatedObject(self, unsafeAddress(of: self), nil,
.OBJC_ASSOCIATION_ASSIGN)
}
}

let target = Target(event: event, control: self, runnable: runnable)
target.enable()
return target

The above is a simple extension on UIControl. It adds an inner private class that has a callback func run(_
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control: UIControl) thatis used as the events' action.
Next we use object association to add and remove the target because it will not be retained by the UIControl.

The event handler function returns a Protocol in order to hide the inner workings of the Target class but also to
allow you to enable and disable the target at any given time.

Usage Example:

import Foundation
import UIKit

class ViewController: UIViewController {

override func viewDidLoad() ¢
super.viewDidlLoad()

//Create a button.
let button = UIButton(frame: CGRect(x: @, y: @, width: 100, height: 44))

//Add an event action block/listener -- Handles Button Press.
let target = button.addEventHandler(event: .touchUpInside) { (control) in
print("Pressed")

}

self.view.addSubview(button)

//Example of enabling/disabling the listener/event-action-block.
DispatchQueue.main.after(when: DispatchTime.now() + 5) {
target.disable() //Disable the listener.

DispatchQueue.main.after(when: DispatchTime.now() + 5) {
target.enable() //Enable the listener.

}
}

override func didReceiveMemoryWarning() {
super.didReceiveMemoryWarning()

¥
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Chapter 44: UISplitViewController

Section 44.1: Master and Detail View interaction using
Delegates in Objective C

UISplitViewController must be the rootViewController of your application.

AppDelegate.m

- (BOOL)application:(UIApplication #*)application didFinishLaunchingWithOptions:(NSDictionary
*)launchOptions

{

// Override point for customization after application launch.

self.window = [[UIWindow alloc] initWithFrame:[[UIScreen mainScreen] bounds]]
self.window.backgroundColor = [UIColor blackColor];

[self.window makeKeyAndVisible];

self.window.clipsToBounds = YES;

SplitViewController *spView = [[SplitViewController alloc]linit];
self.window.rootViewController = spView;

[self.window makeKeyAndVisible];

return YES;

}

Just create an object for the UISplitViewController and set that viewcontroller as the rootviewcontroller for your
application.

SplitViewController.h

#import <UIKit/UIKit.h>

#import "MasterViewController.h"

#import "DetailViewController.h"

@interface ViewController : UISplitViewController
{

DetailViewController *detailVC;
MasterViewController *masterVC;

NSMutableArray *array;

}
@end

MasterViewController is always on the left side of the device you can set the width in UISplitViewCOntroller
delegate methods and DetailViewController is on the Right side of the application

SplitViewController.m

#import "ViewController.h"
#define ANIMATION_LENGTH 0.3
@interface ViewController ()
@end

@implementation ViewController

- (void)viewDidLoad

{

[super viewDidLoad];

masterVC = [[MasterViewController alloc]init];

detailVC = [[DetailViewController alloc]linit];

[masterVC setDetailDelegate:(id)detailVC];

NSArray *vcArray = [NSArray arrayWithObjects:masterVC, detailVC, nil];
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self.preferredDisplayMode = UISplitViewControllerDisplayModeAutomatic;
self.viewControllers = vcArray;

self.delegate = (id)self;

self.presentsWithGesture = YES;

}

Created master and detail ViewControllers are added to an array which is set to self.viewControllersin
UISplitViewController.self.preferredDisplayMode is is the mode set for displaying of master and
DetailViewController .self.presentsWithGesture enables swipe gesture
for displaying MasterViewcontroller

MasterViewController.h

#import <UIKit/UIKit.h>

@protocol DetailViewDelegate <NSObject>

@required

- (void)sendSelectedNavController:(UIViewController *)viewController;
@end

@interface MasterViewController : UIViewController
{
UITableView *mainTableView;
NSMutableArray *viewControllerArray;
}
@property (nonatomic, retain) id<DetailViewDelegate> detailDelegate;
@end

Create a DetailViewDelegate delegate with sendSelectedNavController:(UIViewController x)viewController
method for sending the UIViewController to the DetailViewcontroller. Then in MasterViewController the
mainTableView is the tableview in the leftside. The viewControllerArray contains all the UIViewControllers that
needs to be displayed in DetailViewController

MasterViewController.m

#import "MasterViewController.h"

@implementation MasterViewController
@synthesize detailDelegate;

-(void)viewDidLoad
{

[super viewDidlLoad];

UIViewController *dashBoardVC = [[UIViewController alloc]init];

[dashBoardVC.view setBackgroundColor:[UIColor redColor]];

UIViewController *inventVC = [[UIViewController alloc]init];

[inventVC.view setBackgroundColor:[UIColor whiteColor]];

UIViewController *alarmVC = [[UIViewController alloclinit];

[alarmVC.view setBackgroundColor: [UIColor purpleColor]];

UIViewController #*scanDeviceVC = [[UIViewController alloclinit];

[scanDeviceVC.view setBackgroundColor:[UIColor cyanColor]];

UIViewController *serverDetailVC = [[UIViewController alloc]linit];
[serverDetailVC.view setBackgroundColor: [UIColor whiteColor]];

viewControllerArray = [[NSMutableArray
alloc]initWithObjects:dashBoardVC, inventVC,alarmVC, scanDeviceVC, serverDetailVC,nil];
mainTableView = [[UITableView alloc]initWithFrame:CGRectMake(@, 50,self.view.frame.size.width,
self.view.frame.size.height-50) style:UITableViewStylePlain];

[mainTableView setDelegate:(id)self];
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[mainTableView setDataSource:(id)self];

[mainTableView setSeparatorStyle:UITableViewCellSeparatorStyleNone];
[mainTableView setScrollsToTop:NO];

[self.view addSubview:mainTableView];

}

- (CGFloat)tableView:(UITableView *)tableView
heightForRowAtIndexPath:(NSIndexPath *)indexPath

{
return 100;
}
- (NSInteger)tableView:(UITableView *)tableView numberOfRowsInSection: (NSInteger)section
{
return [viewControllerArray count];
}
- (NSInteger)numberOfSectionsInTableView: (UITableView *)tableView
{
return 1; //count of section
}

(UITableViewCell *)tableView:(UITableView *)tableView
cellForRowAtIndexPath: (NSIndexPath *)indexPath

{

NSString *cellld = [NSString
stringWithFormat:@"Cell%1i%1d", (long)indexPath.section, (long)indexPath.row];
UITableViewCell *cell =[tableView dequeueReusableCellWithIdentifier:cellld];

if (cell == nil)
{
cell = [[UITableViewCell alloc]initWithStyle:UITableViewCellStyleDefault

reuseIdentifier:cellld];

}
[cell.contentView setBackgroundColor:[UIColor redColor]];

cell.textlLabel.text =[NSString stringWithFormat:@"My VC at index %1d", (long)indexPath.row];
return cell;

}

- (void)tableView:(UITableView *)tableView
didSelectRowAtIndexPath:(NSIndexPath *)indexPath

{

[detailDelegate sendSelectedNavController:[viewControllerArray objectAtIndex:indexPath.row]];

}

@end

Create some UIViewControllers and added it to an array. The Table view is initialized then on
didSelectRowAtIndexPath method | send a UIViewController to the DetailViewController using detailDelegate
with the corresponding UIViewController in array as parameter

DetailViewController.h

#import <UIKit/UIKit.h>

@interface DetailViewController : UIViewController<UICollectionViewDelegate>

{

UIViewController #*tempNav;

}
@end
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DetailViewController.m

#import "DetailViewController.h"

@implementation DetailViewController

-(void)viewDidLoad
{

[super viewDidLoad];

[self.view setBackgroundColor:[UIColor whiteColor]];
}
-(void)sendSelectedNavController: (UIViewController *)navController
{

NSArray xviewsToRemove = [self.view subviews];

for (UIView *v in viewsToRemove) {

[v removeFromSuperview];

}

tempNav = navController;

[self.view addSubview:tempNav.view];
}
@end

sendSelectedNavController is declared here with removing all the views in the DetailViewController and adding
the passed UIViewController from the MasterViewController

Adding some screen shots of the application
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iPad Pro - iPad Pro [/ iOS 9.3 (13E230)

On launching the application we don't get MasterViewController since we gave the preferredDisplayMode as
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automatic on swiping the screen we get the MasterViewController as attached in the below image but in
Landscape mode we get both the MasterViewController and DetailViewController
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iPad Pro - iPad Pro / i0S 9.3 (13E230)

My VC at index 0

My VC at index 1

My VC at index 2

My VC at index 3

My VC at index 4

GoalKicker.com - iOS® Developer Notes for Professionals



https://i.stack.imgur.com/6LEuq.png
https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

My VC at index 0

My VC at index 1

My VC at index 2

My VC atindex 4

GoalKicker.com - iOS® Developer Notes for Professionals



https://i.stack.imgur.com/GFxe4.png
https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

on Landscape Orientiation

iPad Pro - iPad Pro /iOS 9.3 (13E230)
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Chapter 45: UlSlider
Section 45.1: UlSlider

Objective-C
Declare a slider property in the ViewController.h or in the interface of ViewController.m

@property (strong, nonatomic)UISlider xslider;

//Define frame of slider and add to view

CGRect frame = CGRectMake(0.0, 100.0, 320.0, 10.0);
UISlider #*slider = [[UISlider alloc] initWithFrame:framel;
[slider addTarget:self action:@selector(sliderAction:)
forControlEvents:UIControlEventValueChanged];

[self.slider setBackgroundColor:[UIColor clearColor]];
self.slider.minimumValue = 0.90;

self.slider.maximumValue = 50.0;

//sending a NO/False would update the value of slider only when the user is no longer touching the
screen. Hence sending only the final value
self.slider.continuous = YES;

self.slider.value = 25.0;

[self.view addSubview slider];

Handle the slider change event

- (IBAction)sliderAction:(id)sender {
NSLog(@"Slider Value %f", sender.value);

}

Section 45.2: SWIFT Example

let frame = CGRect(x: @, y: 100, width: 320, height: 10)

let slider = UISlider(frame: frame)

slider.addTarget(self, action: #selector(sliderAction), for: .valueChanged)
slider.backgroundColor = .clear

slider.minimumValue = 0.0

slider.maximumValue = 50.0

//sending a NO/False would update the value of slider only when the user is no longer touching the
screen. Hence sending only the final value

slider.isContinuous = true

slider.value = 25.0

view.addSubview(slider)

Handling the slider change event

func sliderAction(sender:UISlider!)

{

print("value--\(sender.value)")

}

Section 45.3: Adding a custom thumb image

To add a custom image for the thumb of the slider, simply call the setThumblmage method with your custom
image:
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Swift 3.1:

let slider = UISlider()
let thumbImage = UIImage
slider.setThumbImage(thumbImage, for: .normal)
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Chapter 46: UIStoryboard

A UlIStoryboard object encapsulates the view controller graph stored in an Interface Builder storyboard resource
file. This view controller graph represents the view controllers for all or part of your application’s user interface.

Section 46.1: Getting an instance of UIStoryboard
programmatically

SWIFT:

Getting an instance of UIStoryboard programmatically can be done as follows:
let storyboard = UIStoryboard(name: "Main", bundle: nil)

where:

¢ name => the name of the storyboard without the extension
¢ bundle => the bundle containing the storyboard file and its related resources. If you specify nil, this method
looks in the main bundle of the current application.

For example, you can use the instance created above to access a certain UlViewController instantiated within that
storyboard:

let viewController = storyboard.instantiateViewController(withIdentifier: "yourIdentifier")

OBJECTIVE-C:

Getting an instance of UIStoryboard in Objective-C can be done as follows:
UIStoryboard *storyboard = [UIStoryboard storyboardWithName:@"MainStoryboard" bundle:nil];
Example of accessing UIViewController instantiated within that storyboard:

MyViewController *myViewController = [storyboard
instantiateViewControllerWithIdentifier:@"MyViewControllerIdentifier"];

Section 46.2: Open another storyboard

let storyboard = UIStoryboard(name: "StoryboardName", bundle: nil)

let vc = storyboard.instantiateViewController(withIdentifier: "ViewControllerID") as
YourViewController

self.present(vc, animated: true, completion: nil)
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UlPageViewController provides users the ability to easily transition between several views by using a swipe gesture.
In order to create a UIPageViewController, you must implement the UIPageViewControllerDataSource methods.
These include methods to return both the UlIPageViewController before and after the current UlPageViewController
along with the presentationCount and presentationindex methods.

1. Init array of view controllers which will be managed by UlPageViewController. Add a base view controller
class which has property identifier which will be used to identify view controllers when working with
UlPageViewController data source methods. Let the view controllers to inherit from that base class.

UIViewController *firstVC = [[UIViewController alloc] init];

firstVC.identifier = ©

UIViewController *secondVC = [[UIViewController alloc] init];

secondVC.identifier = 1

NSArray xviewControllers = [[NSArray alloc] initWithObjects: firstVC, secondVC, nil];

2. Create UlPageViewController instance.

UIPageViewController xpageViewController = [[UIPageViewController alloc]
initWithTransitionStyle:UIPageViewControllerTransitionStyleScroll

navigationOrientation:UIPageViewControllerNavigationOrientationHorizontal
options:nil];
3. Data source is current class which must implement UIPageViewControllerDataSource protocol.

pageViewController.dataSource = self;

4. setViewControllers will add only first view controller, next will be added to the stack using data source
methods

if (viewControllers.count) {
[pageViewController setViewControllers:@[[viewControllers objectAtIndex:0]]
direction:UIPageViewControllerNavigationDirectionForward
animated:NO
completion:nil];

5. Add UlIPageViewController as a child view controller so it will receive from it's parent view controller
appearance and rotation events

[self addChildViewController :pageViewController];
pageViewController.view.frame = self.view.frame;
[self.view addSubview:pageViewController.view];
[pageViewController didMoveToParentViewController:self];

6. Implementing UlPageViewControllerDataSource methods

- (UIViewController #*)pageViewController:(UIPageViewController =*)pageViewController
viewControllerBeforeViewController:(UIViewController *)viewController

{

index = [(Your View Controler Base Class *)viewController identifier];


https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

index--;
return [self childViewControllerAtIndex:index];

(UIViewController *)pageViewController:(UIPageViewController *)pageViewController
viewControllerAfterViewController:(UIViewController *)viewController

{
index = [(Your View Controler Base Class *)viewController identifier];
index++;
return [self childViewControllerAtIndex:index];
}
- (NSInteger)presentationCountForPageViewController:(UIPageViewController *)pageViewController
{
return [viewControllers count];
}

- (NSInteger)presentationIndexForPageViewController:(UIPageViewController x)pageViewController

return index;

7. Utility method which returns a view controller using an index, if index is out of bounds it returns nil.

(UIviewController *)childViewControllerAtIndex:(NSInteger)index

{
if (index <= ([viewControllers count] - 1)) {
return [viewControllers objectAtIndex:index];
} else {
return nil;
}
}

Section 47.2: A simple way to create horizontal page view
controllers (infinite pages )

1. Let's create a new project, I'm choosing Single View Application for better demonstration
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[}

Choose a template for your new project:

Application

¥

watchOS wos macOSsS Cross-platform

1 ! ®00 TR
Single View Game Master-Detail Page-Based Tabbed
Application Application Application Application

86 O
|
Sticker Pack iMessage
Application Application
Framework & Library
N - -
| SN
Cocoa Touch Cocoa Touch Metal Library
Framework Static Library
_ Cancel ext

2. Drag a page view controller to the storyboard, there are 2 things you should change after that:
1. Set the page view controller as initial view controller

2. Change the transition style to scroll
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3. And you need to create a UlPageViewController class, then set it as custom class of the page view controller
on the storyboard

4. Paste this code into your UIPageViewController class, you should get a colorful infinite paged app :)

class PageViewController: UIPageViewController, UIPageViewControllerDataSource {

override func viewDidLoad() ¢
self.dataSource = self
let controller = createViewController()
self.setViewControllers([controller], direction: .forward, animated: false,
completion: nil)

}

func pageViewController(_ pageViewController: UIPageViewController, viewControllerBefore
viewController: UIViewController) -> UIViewController? {
let controller = createViewController()
return controller

func pageViewController(_ pageViewController: UIPageViewController, viewControllerAfter
viewController: UIViewController) -> UIViewController? {
let controller = createViewController()
return controller

func createViewController() -> UIViewController {
var randomColor: UIColor {
return UIColor(hue: CGFloat(arc4random_uniform(360))/360, saturation: 0.5,
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brightness: 0.8, alpha: 1)
}
let storyboard
let controller
Controller")
controller.view.backgroundColor = randomColor
return controller

UIStoryboard(name: "Main", bundle: nil)
storyboard.instantiateViewController(withIdentifier: "View

This is what the final project looks like, you get a view controller with different color with every scroll:
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Chapter 48: UISplitViewController

Section 48.1: Interacting Between Master and Detail View
using Delegates in Objective C

UISplitViewController needs to the root view controller of your app’s window

AppDelegate.m

- (BOOL)application:(UIApplication #*)application didFinishLaunchingWithOptions:(NSDictionary
*)1launchOptions

{

self.window = [[UIWindow alloc] initWithFrame:[[UIScreen mainScreen] bounds]]
self.window.backgroundColor = [UIColor blackColor];

[self.window makeKeyAndVisible];

self.window.clipsToBounds = YES;

SplitViewController *spView = [[SplitViewController alloc]linit];
self.window.rootViewController = spView;

[self.window makeKeyAndVisible];

return YES;

}

Just create an object for your UISplitVIewController and set it as the rootViewController for your application.

SplitViewController.h

#import <UIKit/UIKit.h>

#import "MasterViewController.h"

#import "DetailViewController.h"

@interface ViewController : UISplitViewController
{

DetailViewController *detailVC;
MasterViewController *masterVC;

NSMutableArray *array;

}
@end

MasterViewController is a UIViewController thatis set on the left side of the device you can set the width in
UISplitViewController using maximumPrimaryColumnWidth and DetailViewController is on the Right side

SplitViewController.m

#import "ViewController.h"
#define ANIMATION_LENGTH 6.3
@interface ViewController ()
@end

@implementation ViewController

- (void)viewDidLoad

{

[super viewDidLoad];

masterVC = [[MasterViewController alloc]init];

detailVC [[DetailViewController alloclinit];

[masterVC setDetailDelegate:(id)detailVC];

NSArray *vcArray = [NSArray arrayWithObjects:masterVC, detailVC, nil];
self.preferredDisplayMode = UISplitViewControllerDisplayModeAutomatic;
self.viewControllers = vcArray;

self.delegate = (id)self;

GoalKicker.com - iOS® Developer Notes for Professionals 272


https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

self.presentsWithGesture = YES;
}

The master and detail UIViewController's are added to an NSArray which is set to self.viewControllers.
self.preferredDisplayMode is is the mode set for displaying of MasterViewController and DetailViewController
.self.presentsWithGesture enables swipe gesture for displaying MasterViewController

MasterViewController.h

#import <UIKit/UIKit.h>

@protocol DetailViewDelegate <NSObject>

@required

- (void)sendSelectedNavController:(UIViewController *)viewController;
@end

@interface MasterViewController : UIViewController
{
UITableView *mainTableView;
NSMutableArray *viewControllerArray;
}
@property (nonatomic, retain) id<DetailViewDelegate> detailDelegate;
@end

Create a DetailViewDelegate Delegate with sendSelectedNavController method for sending the
UIViewControllers to the DetailViewController. Then in MasterViewController an UITableViewis created . The
ViewControllerArray contains all the UIViewControllers that needs to be displayed in DetailViewController

MasterViewController.m

#import "MasterViewController.h"

@implementation MasterViewController
@synthesize detailDelegate;

-(void)viewDidLoad

{

[super viewDidlLoad];

UIViewController *dashBoardVC = [[UIViewController alloclinit];

[dashBoardVC.view setBackgroundColor:[UIColor redColor]];

UIViewController *inventVC = [[UIViewController alloc]linit];

[inventVC.view setBackgroundColor:[UIColor whiteColor]];

UIViewController *alarmVC = [[UIViewController alloclinit];

[alarmVC.view setBackgroundColor: [UIColor purpleColor]];

UIViewController *scanDeviceVC = [[UIViewController alloc]init];

[scanDeviceVC.view setBackgroundColor:[UIColor cyanColor]];

UIViewController #*serverDetailVC = [[UIViewController alloclinit];
[serverDetailVC.view setBackgroundColor: [UIColor whiteColor]];

viewControllerArray = [[NSMutableArray
alloc]initWithObjects:dashBoardVC, inventVC,alarmVC, scanDeviceVC, serverDetailVC,nil];
mainTableView = [[UITableView alloc]initWithFrame:CGRectMake(8, 50,self.view.frame.size.width,
self.view.frame.size.height-50) style:UITableViewStylePlain];

[mainTableView setDelegate:(id)self];

[mainTableView setDataSource:(id)self];

[mainTableView setSeparatorStyle:UITableViewCellSeparatorStyleNone];

[mainTableView setScrollsToTop:NO]J;

[self.view addSubview:mainTableView];

}
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- (CGFloat)tableView:(UITableView *)tableView
heightForRowAtIndexPath:(NSIndexPath *)indexPath

{
return 100;
}
- (NSInteger)tableView:(UITableView *)tableView numberOfRowsInSection: (NSInteger)section
{
return [viewControllerArray count];
}
- (NSInteger)numberOfSectionsInTableView: (UITableView *)tableView
{
return 1; //count of section
}

(UITableViewCell x)tableView:(UITableView *)tableView
cellForRowAtIndexPath: (NSIndexPath *)indexPath

{
NSString *cellld = [NSString

stringWithFormat:@"Cell%1i%1d", (long)indexPath.section, (long)indexPath.row];
UITableViewCell *cell =[tableView dequeueReusableCellWithIdentifier:cellld];

if (cell == nil)
{

cell = [[UITableViewCell alloc]initWithStyle:UITableViewCellStyleDefault
reuseIdentifier:cellld];

}

[cell.contentView setBackgroundColor:[UIColor redColor]];

cell.textlLabel.text =[NSString stringWithFormat:@"My VC at index %1d", (long)indexPath.row];
return cell;

}

- (void)tableView: (UITableView *)tableView
didSelectRowAtIndexPath:(NSIndexPath *)indexPath
{

[detailDelegate sendSelectedNavController:[viewControllerArray objectAtIndex:indexPath.row]];

}

@end

Created some UIViewController and added it to an NSMutableArray. The UITableView is initialized then on
didselectrowatindexpath method | send a UIViewController to the DetailViewController using detailDelegate
delegate with the corresponding UIViewController in the NSMutableArray as a parameter

DetailViewController.h

#import <UIKit/UIKit.h>

@interface DetailViewController : UIViewController<UICollectionViewDelegate>

{

UIViewController *tempNav;

}
@end

DetailViewController.m

#import "DetailViewController.h"

@implementation DetailViewController
-(void)viewDidLoad
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[super viewDidLoad];
[self.view setBackgroundColor:[UIColor whiteColor]];

}
-(void)sendSelectedNavController: (UIViewController *)navController
{
NSArray *viewsToRemove = [self.view subviews];
for (UIView *v in viewsToRemove) {
[v removeFromSuperview];
}
tempNav = navController;
[self.view addSubview:tempNav.view];
}
@end

The sendSelectedNavController is declared here with removing all the UIView's in the DetailViewController and
adding the passed UIViewController from the MasterViewController.
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Chapter 49: UlFont

UlFont is a class that is used for getting and setting font-related information. It inherits from NSObject and
conforms to Hashable, Equatable, CVarArg and NSCopying.

Section 49.1: Declaring and initializing UIFont
You can declare a UIFont as follows:
var font: UIFont!

UIFont has more init() methods:

e UIFont.init(descriptor: UIFontDescriptor, size: CGFloat)
e UIFont.init(name: String, size: CGFloat)

Therefore, you can initialize a UIFont like this:
let font = UIFont(name: "Helvetica Neue", size: 15)
The default font is Systenm, size 17.
Section 49.2: Changing the font of a label
To change a label's text font, you need to access its font property:
label.font = UIFont(name:"Helvetica Neue", size: 15)

The code above will change the font of the label to Helvetica Neue, size 15. Beware that you must spell the font
name correctly, otherwise it will throw this error, because the initialized value above is an Optional, and thus can be
nil:

Unexpectedly found nil while unwrapping an Optional value

GoalKicker.com - iOS® Developer Notes for Professionals 276


https://developer.apple.com/reference/uikit/uifont
https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

Chapter 50: UlDevice

Property

name

Description

The name identifying the device.

systemName: String The name of the operating system running on the device represented by the receiver.

model: String

The model of the device.

systemVersion: String The current version of the operating system..

Section 50.1;: Get iOS device model name

Swift 2

import UIKit

extension UIDevice {

var modelName: String {

var systemInfo

utsname()

uname (&systemInfo)

let machineMirror =
let identifier
guard let value =

Mirror(reflecting: systemInfo.machine)
machineMirror.children.reduce(

"iPod
"iPod

“iPhone
"iPhone
"iPhone
"iPhone
"iPhone

) { identifier, element in
element.value as? Int8 where value != 0 else { return identifier }
return identifier + String(UnicodeScalar(UInt8(value)))

Touch 5"

Touch 6"
4"

4s"

5"

5¢"

5s"

"iPhone 6"

"iPhone
“iPhone
"iPhone
"iPhone
“iPhone
"iPhone

"iPad
"iPad
"iPad
"iPad
"iPad
“iPad
"iPad
"iPad
"iPad
"iPad

6 Plus"
6s"

6s Plus"
70

7 Plus"
SE"
o

3"

4"
Air"
Air 2"
Mini"
Mini 2
Mini 3"
Mini 4"
Pro"

}

switch identifier {

case "iPod5,1": return
case "iPod7,1": return
case "iPhone3,1", "iPhone3,2", "iPhone3,3": return
case "iPhone4,1": return
case "iPhone5,1", "iPhone5,2": return
case "iPhone5,3", "iPhone5,4": return
case "iPhone6,1", "iPhone6,2": return
case "iPhone7,2": return
case "iPhone7,1": return
case "iPhone8,1": return
case "iPhone8,2": return
case "iPhone9,1", "iPhone9,3": return
case "iPhone9,2", "iPhone9,4": return
case "iPhone8,4": return
case "iPad2,1", "iPad2,2", "iPad2,3", "iPad2,4":return
case "iPad3,1", "iPad3,2", "iPad3,3": return
case "iPad3,4", "iPad3,5", "iPad3,6": return
case "iPad4,1", "iPad4,2", "iPad4,3": return
case "iPad5,3", "iPad5,4": return
case "iPad2,5", "iPad2,6", "iPad2,7": return
case "iPad4,4", "iPad4,5", "iPad4,6": return
case "iPad4,7", "iPad4,8", "iPad4,9": return
case "iPad5,1", "iPad5,2": return
case "iPad6,3", "iPad6,4", "iPad6,7", "iPad6,8":return
case "AppleTV5,3": return
case "i386", "x86_64": return
default: return
}

}
}
if UIDevice.currentDevice().modelName == "iPhone 6 Plus" ({

"Apple TV"
"Simulator”
identifier
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// is an iPhone 6 Plus

Swift 3

import UIKit

public extension UIDevice {

var modelName: String {

var systemInfo =

utsname ()

uname (&systemInfo)

let machineMirror =
let identifier =

machineMirror.children.reduce(

Mirror(reflecting: systemInfo.machine)
) { identifier, element in

guard let value = element.value as? Int8 , value != 0 else { return identifier }
return identifier + String(UnicodeScalar(UInt8(value)))
}
switch identifier {
case "iPod5,1": return "iPod Touch 5"
case "iPod7,1": return "iPod Touch 6"
case "iPhone3,1", "iPhone3,2", "iPhone3,3": return "iPhone 4"
case "iPhone4,1": return "iPhone 4s"
case "iPhone5,1", "iPhone5,2": return "iPhone 5"
case "iPhone5,3", "iPhone5,4": return "iPhone 5c¢"
case "iPhone6,1", "iPhone6,2": return "iPhone 5s"
case "iPhone7,2": return "iPhone 6"
case "iPhone7,1": return "iPhone 6 Plus"
case "iPhone8,1": return "iPhone 6s"
case "iPhone8,2": return "iPhone 6s Plus"
case "iPhone9,1", "iPhone9,3": return "iPhone 7"
case "iPhone9,2", "iPhone9,4": return "iPhone 7 Plus"
case "iPhone8,4": return "iPhone SE"
case "iPad2,1", "iPad2,2", "iPad2,3", "iPad2,4":return "iPad 2"
case "iPad3,1", "iPad3,2", "iPad3,3": return "iPad 3"
case "iPad3,4", "iPad3,5", "iPad3,6": return "iPad 4"
case "iPad4,1", "iPad4,2", "iPad4,3": return "iPad Air"
case "iPad5,3", "iPad5,4": return "iPad Air 2"
case "iPad2,5", "iPad2,6", "iPad2,7": return "iPad Mini"
case "iPad4,4", "iPad4,5", "iPad4,6": return "iPad Mini 2"
case "iPad4,7", "iPad4,8", "iPad4,9": return "iPad Mini 3"
case "iPad5,1", "iPad5,2": return "iPad Mini 4"
case "iPad6,3", "iPad6,4", "iPad6,7", "iPad6,8":return "iPad Pro"
case "AppleTV5,3": return "Apple TV"
case "i386", "x86_64": return "Simulator”
default: return identifier
}
}
}
if UIDevice.current.modelName == "iPhone 7" {
// is an iPhone 7
}
Section 50.2: Identifying the Device and Operating
UIDevice #*deviceInfo = [UIDevice currentDevice];
NSLog(@"Device Name %@", deviceInfo.name);
//Ex: myIphonebs
NSLog(@"System Name %@", deviceInfo.systemName);
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//Device Name iPhone 0S

NSLog(@"System Version %@", deviceInfo.systemVersion);

//System Version 9.3

NSLog(@"Model %@", deviceInfo.model);

//Model iPhone

NSLog(@"Localized Model %@", deviceInfo.localizedModel);
//Localized Model iPhone

int device=deviceInfo.userInterfaceIdiom;
//UIUserInterfaceIdiomPhone=0

//UIUserInterfaceIdiomPad=1

//UIUserInterfaceIdiomTV=2

//UIUserInterfaceldiomCarPlay=3
//UIUserInterfaceIdiomUnspecified=-1

NSLog(@"identifierForVendor %@", deviceInfo.identifierForVendor);
//identifierForVendor <__NSConcreteUUID Ox7al10ae20> 556395DC-0EB4-4FD5-BC7E-B16F612ECC6D

Section 50.3: Getting the Device Orientation

UIDevice *deviceInfo = [UIDevice currentDevicel;
int d = devicelInfo.orientation;

deviceInfo.orientation returns an UlDeviceOrientation value which is shown as below:

UIDeviceOrientationUnknown ©
UIDeviceOrientationPortrait 1
UIDeviceOrientationPortraitUpsideDown 2
UIDeviceOrientationLandscapelLeft 3
UIDeviceOrientationLandscapeRight 4
UIDeviceOrientationFaceUp 5
UIDeviceOrientationFaceDown 6

Listening for device orientation changes in a View Controller:

- (void)viewWillAppear:(BOOL)animated

{
[super viewWillAppear:animated];
[[UIDevice currentDevice] beginGeneratingDeviceOrientationNotifications];
[[NSNotificationCenter defaultCenter] addObserver:self

selector:@selector(deviceOrientationDidChange)
name :UIDeviceOrientationDidChangeNotification
object:nil];
}

-(void)deviceOrientationDidChange
{
UIDeviceOrientation orientation = [[UIDevice currentDevice] orientation];
if (orientation == UIDeviceOrientationPortrait || orientation ==
UIDeviceOrientationPortraitUpsideDown) {
[self changedToPortrait];
} else if (orientation == UIDeviceOrientationLandscapelLeft || orientation ==
UIDeviceOrientationLandscapeRight) {
[self changedTolLandscape];

}
- (void)changedToPortrait
{

// Function Body
}

-(void)changedToLandscape
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// Function Body

To disable checking for any orientation change:

- (void)viewWillDisappear:(BOOL)animated {
[super viewWillDisappear:animated];

[[UIDevice currentDevice] endGeneratingDeviceOrientationNotifications];

Section 50.4: Getting the Device Battery State

//Get permission for Battery Monitoring
[[UIDevice currentDevice] setBatteryMonitoringEnabled:YES];
UIDevice *myDevice = [UIDevice currentDevice];

[myDevice setBatteryMonitoringEnabled:YES];
double batLeft = (float)[myDevice batterylLevel] * 100;
NSLog(@"%.f",batLeft);

int d = myDevice.batteryState;
//Returns an Integer Value
//UIDeviceBatteryStateUnknown @
//UIDeviceBatteryStateUnplugged 1
//UIDeviceBatteryStateCharging 2
//UIDeviceBatteryStateFull 3

//Using notifications for Battery Monitoring
-(void)startMonitoringForBatteryChanges

{

// Enable monitoring of battery status

[[UIDevice currentDevice] setBatteryMonitoringEnabled:YES];

// Request to be notified when battery charge or state changes

[[NSNotificationCenter defaultCenter] addObserver:self selector:@selector(checkBatteryStatus)

name :UIDeviceBatterylLevelDidChangeNotification object:nil];

[[NSNotificationCenter defaultCenter] addObserver:self selector:@selector(checkBatteryStatus)

name :UIDeviceBatteryStateDidChangeNotification object:nil];

}
-(void) checkBatteryStatus

{

NSLog (@"Battery Level is %.f",[[UIDevice currentDevice] batterylLevel]*100);

int d=[[UIDevice currentDevice] batteryState];

if (d==0)
{
NSLog(@"Unknown") ;
}
else if (d==1)
{
NSLog(@"Unplugged");
}
else if (d==2)
{
NSLog(@"Charging");
}
else if (d==3)
{
NSLog(@"Battery Full");
}
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Section 50.5: Using the Proximity Sensor

//Enabling the proximity Sensor
- (void)viewWillAppear:(BOOL)animated {

[super viewWillAppear:animated];

[[UIDevice currentDevice] setProximityMonitoringEnabled:YES];

[[NSNotificationCenter defaultCenter] addObserver:self selector:@selector(sensorStateMonitor:)
name :@"UIDeviceProximityStateDidChangeNotification" object:nil];

}
- (void)sensorStateMonitor:(NSNotificationCenter #*)notification
{
if ([[UIDevice currentDevice] proximityState] == YES)
{
NSLog(@"Device is close to user.");
}
else
{
NSLog(@"Device is not closer to user.");
}
}

Section 50.6: Getting Battery Status and Battery Level

override func viewDidLoad() ¢

super.viewDidLoad()

NotificationCenter.default.addObserver(self, selector: Selector(("batteryStateDidChange:"))
name: NSNotification.Name.UIDeviceBatteryStateDidChange, object: nil)

NotificationCenter.default.addObserver(self, selector: Selector(("batteryLevelDidChange:"))
name: NSNotification.Name.UIDeviceBatterylLevelDidChange, object: nil)

/] Stuff...
}

func batteryStateDidChange(notification: NSNotification){
// The stage did change: plugged, unplugged, full charge...
}

func batteryLevelDidChange(notification: NSNotification){

let batteryLevel = UIDevice.current.batterylLevel

if batterylLevel < 0.0 {
print(" -1.0 means battery state is UIDeviceBatteryStateUnknown")
return

}

print("Battery Level : \(batteryLevel * 100)%")
// The battery's level did change (98%, 99%, ...)
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Chapter 51:. Make selective UlView corners
rounded

Section 51.1: Objective C code to make selected corner of a
UiView rounde

Firstimport #import <QuartzCore/QuartzCore.h> into your ViewController class. Here is how | set my view in code

UIView *viewl=[[UIView alloclinit];

viewl.backgroundColor=[UIColor colorWithRed:255/255.8 green:193/255.0 blue:72/255.0 alpha:1.0];
CGRect viewlFrame = viewl.frame;

viewlFrame.size.width = SCREEN_WIDTH*0.97;

viewlFrame.size.height = SCREEN_HEIGHT*0.2158;

viewlFrame.origin.x = 0;

viewlFrame.origin.y = 0.1422*SCREEN_HEIGHT-10;

viewl.frame = viewlFrame;

[self setMaskTo:viewl byRoundingCorners:UIRectCornerBottomRight|UIRectCornerTopRight];
[self.view addSubview:view1];

Here is the function which does the heavy lifting and rounds off the selected edges which is the Bottom Right and
the Top Right edge in our case

- (void)setMaskTo: (UIView*)view byRoundingCorners:(UIRectCorner)corners

{
UIBezierPath #*rounded = [UIBezierPath bezierPathWithRoundedRect:view.bounds
byRoundingCorners:corners
cornerRadii:CGSizeMake(20.0, 20.0)];
CAShapelLayer xshape = [[CAShapelLayer alloc] init];
[shape setPath:rounded.CGPath];
view.layer.mask = shape;
}
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Chapter 52: Custom UlViews from XIB files

Section 52.1: Wiring elements
Create a XIB file

Xcode Menu Bar > File > New > File.
Select iOS, User Interface and then "View":

Choose a template for your new file:

ios e ‘_ ;

Source - |
L

User Interface
G Storyboard View Empty

Apple Watch
Resource
Other

watchOSs
Source
User Interface
Core Data
Resource

Other
twS

Launch Screen

Source View

User Interface An Interface Builder document for creating an i0S view.

Core Data

D mirmn

| Cancel |

Give your XIB a name (yes, we are doing a Pokemon example ??7?7?).
Remember to check your target and hit "Create".

Mext
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‘Save As: | Pokemon Jxib * | @

Tags: | |
< > n = = B View =il Q Search

E _ + [ Controller a3
..I {1e...lb.xcodepro] [ storyboard %
13} fernando [ Supporting Files "
A Applications d

ts [ A CustomUIViewFromXib

Design your view

To make things easier, set:

¢ Size: Freeform

e Status Bar: None
e Top Bar: None

e Bottom Bar: None
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Click on the Size Inspector and resize the view.
For this example we'll be using width 321 and height 256.
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Drop some elements into your XIB file like shown below.
Here we'll be adding an Image View (256x256) and a Switch.
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Add Auto-Layout constraints by clicking on "Resolve Auto Layout Issues" (bottom-right) and selecting "Add Missing
Constraints" under "All Views".
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Preview the changes you made by clicking on "Show the Assistant Editor" (top-right), then "Preview".
You can add iPhone screens by clicking on the "Plus" button.
The preview should look like this:
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Subclass UlView

Create the class that is going to manage the XIB file.
Xcode Menu Bar > File > New > File.
Select iOS / Source / Cocoa Touch Class. Hit "Next".
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Choose a template for your new file:

ios
Source
User Interface
Core Data
Apple Watch
Resource
Other
watchOS
Source
User Interface
Core Data
Resource
Other
tv0S
Source
User Interface

Core Data

D mi ieemens

|
o

Cocoa Touch
Class

LI Test Case
Class

- m
Swift File Ohjective-C File
Cr+ AN

C++ File Metal File

Unit Test Case
Class

h

Header File

Playground

C

C File

Cocoa Touch Class

A Cocoa Touch class.

Cancel

Next

Give the class a name, which must be the same name as the XIB file (Pokemon).
Select UlView as the subclass type, then hit "Next".
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Choose options for your new file:

Class: | Pokemon [
Subclass of: @Jl‘l.l’iaw n
Language: Swift
| Cancel | Previous | Next

On the next window, select your target and hit "Create".
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Connect Pokemon.xib to Pokemon.swift via "File’s Owner" attribute

Click on the Pokemon.xib file in Xcode.
Click on the "File's Owner" outlet.

On the "ldentity inspector" (top-right), set the Class to our recently created Pokemon.swift file.
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POKEMONS!!

Pokemon:

Yes! Drag and drop some Pokemons into your project to finish up our "infrastructure".

Here we are adding two PGN files, 256x256, transparent.
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Untversal

Show me code already.

All right, all right.
Time to add some code to our Pokemon.swift class.

It's actually pretty simple:

. Implement required initializers

. Load the XIB file

. Configure the view that will display the XIB file
. Show the above view

A W N -

Add the following code to the Pokemon.swift class:

import UIKit
class Pokemon: UIView {
// MARK: - Initializers

override init(frame: CGRect) {
super.init(frame: frame)
setupView()

}

required init?(coder aDecoder: NSCoder) {
super.init(coder: aDecoder)
setupView()

// MARK: - Private Helper Methods

// Performs the initial setup.
private func setupView() {
let view = viewFromNibForClass()
view.frame = bounds

// Auto-layout stuff.

view.autoresizingMask = [
UIViewAutoresizing.flexibleWidth,
UIViewAutoresizing.flexibleHeight

// Show the view.
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addSubview(view)

}

// Loads a XIB file into a view and returns this view.
private func viewFromNibForClass() -> UIView {

let bundle = Bundle(for: type(of: self))
let nib = UINib(nibName: String(describing: type(of: self)), bundle: bundle)
let view = nib.instantiate(withOwner: self, options: nil).first as! UIView

/* Usage for swift < 3.x
let bundle = NSBundle(forClass: self.dynamicType)
let nib = UINib(nibName: String(self.dynamicType), bundle: bundle)

let view = nib.instantiateWithOwner(self, options: nil)[@] as! UIView
*/

return view

@IBDesignable and @IBInspectable

By adding @IBDesignable to your class, you make possible for it to live-render in Interface Builder.
By adding @IBInspectable to the properties of your class, you can see your custom views changing in Interface
Builder as soon as you modify those properties.

Let's make the Image View of our custom view "Inspectable”.

First, hook up the Image View from the Pokemon.xib file to the Pokemon.swift class.

4 Neode Fl EdU View Fisd  heegss  Eden  Wedeet Debup  Souwrce Centel  Window  aln

(T By Dot St ) Foora B Py

Call the outlet imageView and then add the following code (notice the @IBDesignable before the class name):

@IBDesignable class Pokemon: UIView {
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// MARK: - Properties
@IBOutlet weak var imageView: UIImageView!

@IBInspectable var image: UIImage? {
get {
return imageView.image
}
set(image) {
imageView.image = image
}
}

// MARK: - Initializers

Using your Custom Views

Got to your Main storyboard file, drag a UlView into it.
Resize the view to, say 200x200. Centralize.
Go to the Identity inspector (top-right) and set the Class to Pokemon.

(=] sy e e e

To select a Pokemon, go to the Attribute Inspector (top-right) and select one of the Pokemon images you previously
added using the awesome @IBInspectable image property.
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Now duplicate your custom Pokemon view.
Give it a different size, say 150x150.
Choose another Pokemon image, observe:
ot i Mirmtrormie | B Funkowd i watiey B8 Smvmanbesd | 1430 = [ B} .. !‘
AN
L d
v
< \)
W
- = g . e ;

Now we are going to add more logic to that self-containing custom Ul element.
The button will allow Pokemons to be enabled/disabled.

Create an IBAction from the Switch button to the Pokemon.swift class.
Call the action something like switchTapped.
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Add the following code to it:

// MARK: - Actions
@IBAction func switchTapped(sender: UISwitch)

imageView.alpha = sender.on ? 1.0 : 0.2

}

// MARK: - Initializers

Final result:
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You are done!

Now you can create complex custom views and reuse them anywhere you want.
This will increase productivity while isolating code into self-contained Ul elements.

The final project can be cloned in Github.
(Updated to Swift 3.1)

Section 52.2: How to make custom reusable UlView using XIB

Following example shows steps involved in initializing a view from XIB.

This is not a complex operation but exact steps need to be followed in order to do it right way first time, avoiding

exceptions.

How does loadNibNamed Works

Main steps are:

Create XIB

Create class .h.and .m

Define outlets in .h

Connect outlets between .h and XIB

pPwnN -

See attached screenshot:

B_abef € My Label
o ¥ Outlet Collections

gestureRecognizers
¥ Referencing Outlets

myLabel # File's Dwner
MNew Referencing Outlet

¥ Referencing Outlet Collections
New Referencing Outlet Collection

/f

// View.h

// TripManager
/1

// Created by Admin on 7/23/16.

// Copyright ® 2016 Nirav Bhatt. ALl rights
reserved.

//

#import <UIKit/UIKit.h>
@interface View : UIView

® @property (weak, nonatomic) IBOutlet UILabel *
myLabel;

@end

| wAny ARy

E3 12 tof taf

5. Invoke loadNibNamed inside initWithCoder function of .m file. This is needed to ensure you can directly place
UlView object into storyboard / Parent UlView XIB file and define it as your custom view. No other
initialization code is needed once you load the storyboard / parent XIB. Your custom view can be added to
other views just like other built-in Objective C view objects given in XCode.
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This example shows the process from designing the shape you want to drawing it on a view. A specific shap is used
but the concepts you learn can be applied to any shape.

How to draw a in a custom view
These are the main steps:

Design the outline of the shape you want.

Divide the outline path into segments of lines, arcs, and curves.
Build that path programmatically.

Draw the path either in drawRect or using a CAShapeLayer.

AwnN =

Design shape outline

You could do anything, but as an example | have chosen the shape below. It could be a popup key on a keyboard.

4 3

Divide the path into segments

Look back at your shape design and break it down into simpler elements of lines (for straight lines), arcs (for circles
and round corners), and curves (for anything else).

Here is what our example design would look like:


https://developer.apple.com/library/ios/documentation/2DDrawing/Conceptual/DrawingPrintingiOS/BezierPaths/BezierPaths.html
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http://i.stack.imgur.com/geckR.png
https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

10 (10, 26)

oo o — i

¢ Black are line segments

e Light blue are arc segments

¢ Red are curves

¢ Orange dots are the control points for the curves

e Green dots are the points between path segments

¢ Dotted lines show the bounding rectangle

¢ Dark blue numbers are the segments in the order that they will be added programmatically

Build the path programmatically

We'll arbitrarily start in the bottom left corner and work clockwise. I'll use the grid in the image to get the x and y
values for the points. I'll hardcode everything here, but of course you wouldn't do that in a real project.

The basic process is:

1. Create a new UIBezierPath
2. Choose a starting point on the path with moveToPoint
3. Add segments to the path

¢ line: addLineToPoint
e arc: addArcWithCenter
e curve: addCurveToPoint

4. Close the path with closePath
Here is the code to make the path in the image above.

func createBezierPath() -> UIBezierPath

// create a new path
let path = UIBezierPath()
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// starting point for the path (bottom left)
path.moveToPoint(CGPoint(x: 2, y: 26))

[ ] kkkkkkkkhkkkhhkkkhhkkhhk

/] **xx%% Left side **x*x*x*
] ] kkkkkkkkkkkkkkkhkhkrk

// segment 1: line
path.addLineToPoint(CGPoint(x: 2, y: 15))

// segment 2: curve

path.addCurveToPoint (CGPoint(x: @, y: 12), // ending point
controlPoint1: CGPoint(x: 2, y: 14),
controlPoint2: CGPoint(x: @, y: 14))

// segment 3: line
path.addLineToPoint(CGPoint(x: @, y: 2))

[/ *kkkkkkkhkkkhhkkhkkhkhk

/] ***%xx Top side *x*x*
[/ *kkkkkkkkkkkhhhhhhhkk

// segment 4: arc

path.addArcWithCenter(CGPoint(x: 2, y: 2), // center point of circle
radius: 2, // this will make it meet our path line
startAngle: CGFloat(M_PI), // m radians = 180 degrees = straight left
endAngle: CGFloat(3*M_PI_2), // 3m/2 radians = 270 degrees = straight up
clockwise: true) // startAngle to endAngle goes in a clockwise direction

// segment 5: line
path.addLineToPoint(CGPoint(x: 8, y: 0))

// segment 6: arc

path.addArcWithCenter(CGPoint(x: 8, y: 2),
radius: 2,
startAngle: CGFloat(3*M_PI_2), // straight up
endAngle: CGFloat(®), // © radians = straight right
clockwise: true)

[ ] *hkkkkkkhkkkhhkkhhhkhhx

/] **%%%x Right side **x*xx
[ ] Fkkkkkkkkkkkkkkkkkkhk

// segment 7: line
path.addLineToPoint(CGPoint(x: 18, y: 12))

// segment 8: curve

path.addCurveToPoint(CGPoint(x: 8, y: 15), // ending point
controlPoint1: CGPoint(x: 1@, y: 14),
controlPoint2: CGPoint(x: 8, y: 14))

// segment 9: line
path.addLineToPoint(CGPoint(x: 8, y: 26))

[ ] kkkkkkkkkkhkhkkhkhkkk

// **%% Bottom side *x*x*
// B R R R R R R R R R R S L R S T

// segment 10: line
path.closePath() // draws the final line to close the path
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return path

Note: Some of the above code can be reduced by adding a line and an arc in a single command (since the arc has
an implied starting point). See here for more details.

Draw the path
We can draw the path either in a layer or in drawRect.
Method 1: Draw path in a layer

Our custom class looks like this. We add our Bezier path to a new CAShapeLayer when the view is initialized.

import UIKit
class MyCustomView: UIView {

override init(frame: CGRect) {
super.init(frame: frame)
setup()

}

required init?(coder aDecoder: NSCoder) {
super.init(coder: aDecoder)
setup()

}

func setup() {

// Create a CAShapelayer
let shapelLayer = CAShapelLayer()

// The Bezier path that we made needs to be converted to
// a CGPath before it can be used on a layer.
shapelLayer.path = createBezierPath().CGPath

// apply other properties related to the path
shapelLayer.strokeColor = UIColor.blueColor().CGColor
shapelLayer.fillColor = UIColor.whiteColor().CGColor
shapelLayer.lineWidth = 1.0

shapelLayer.position = CGPoint(x: 10, y: 10)

// add the new layer to our custom view
self.layer.addSublayer (shapelLayer)
}

func createBezierPath() -> UIBezierPath {

// see previous code for creating the Bezier path

And creating our view in the View Controller like this

override func viewDidLoad() {
super.viewDidLoad()

// create a new UIView and add it to the view controller
let myView = MyCustomView()
myView.frame = CGRect(x: 100, y: 100, width: 50, height: 50)

GoalKicker.com - iOS® Developer Notes for Professionals 301


http://ronnqvi.st/thinking-like-a-bzier-path/
https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

myView.backgroundColor = UIColor.yellowColor()
view.addSubview(myView)

We get...

Hmm, that's a little small because | hardcoded all the numbers in. | can scale the path size up, though, like this:

let path = createBezierPath()

let scale = CGAffineTransformMakeScale(2, 2)
path.applyTransform(scale)

shapelLayer.path = path.CGPath

Method 2: Draw path in drawRect
Using drawRect is slower than drawing to the layer, so this is not the recommended method if you don't need it.

Here is the revised code for our custom view:

import UIKit
class MyCustomView: UIView {

override func drawRect(rect: CGRect) {

// create path (see previous code)
let path = createBezierPath()

// fill
let fillColor = UIColor.whiteColor()
fillColor.setFill()

// stroke
path.lineWidth = 1.0
let strokeColor = UIColor.blueColor()
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strokeColor.setStroke()

// Move the path to a new location
path.applyTransform(CGAffineTransformMakeTranslation(10, 10))

// fill and stroke the path (always do these last)
path.fill()
path.stroke()

}

func createBezierPath() -> UIBezierPath {

// see previous code for creating the Bezier path

which gives us the same result...

Further study
Excellent articles for understanding Bezier paths.

e Thinking like a Bézier path (Everything I've ever read from this author is good and the inspiration for my
example above came from here.)

e Coding Math: Episode 19 - Bezier Curves (entertaining and good visual illustrations)

e Bezier Curves (how they are used in graphics applications)

e Bezier Curves (good description of how the mathematical formulas are derived)

Notes

e This example originally comes from this Stack Overflow answer.
¢ In your actual projects you probably shouldn't use hard coded numbers, but rather get the sizes from your
view's bounds.

Section 53.2: How to apply corner radius to rectangles drawn
by UlBezierPath

Corner radius for all 4 edges:
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UIBezierPath* rectanglePath = [UIBezierPath bezierPathWithRoundedRect:
CGRectMake(x,y,width, height) cornerRadius: 11];

[UIColor.grayColor setFilll];

[rectanglePath fill];

Corner radius for top-left edge:

UIBezierPath* rectanglePath = [UIBezierPath bezierPathWithRoundedRect:

CGRectMake(x,y,width, height) byRoundingCorners: UIRectCornerTopLeft cornerRadii: CGSizeMake(11,
1M)1;

[rectanglePath closePath];
[UIColor.grayColor setFill];
[rectanglePath fill];

Corner radius for top-right edge:

UIBezierPath* rectanglePath = [UIBezierPath bezierPathWithRoundedRect: CGRectMake(x,y,width, height)
byRoundingCorners: UIRectCornerTopRight cornerRadii: CGSizeMake(11, 11)];
[rectanglePath closePath];

[UIColor.grayColor setFilll];
[rectanglePath fill];

corner radius for bottom-left edge:

UIBezierPath* rectanglePath = [UIBezierPath bezierPathWithRoundedRect: CGRectMake(x,y,width, height)
byRoundingCorners: UIRectCornerBottomLeft cornerRadii: CGSizeMake(11, 11)];
[rectanglePath closePath];

[UIColor.grayColor setFill];
[rectanglePath fill];

corner radius for bottom-right edge:
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UIBezierPath* rectanglePath = [UIBezierPath bezierPathWithRoundedRect:

CGRectMake(x,y,width, height) byRoundingCorners: UIRectCornerBottomRight cornerRadii: CGSizeMake(11,
1)1

[rectanglePath closePath];
[UIColor.grayColor setFill];
[rectanglePath fill];

corner radius for bottom edges:

UIBezierPath* rectanglePath = [UIBezierPath bezierPathWithRoundedRect: CGRectMake(x,y,width, height)
byRoundingCorners: UIRectCornerBottomLeft | UIRectCornerBottomRight cornerRadii: CGSizeMake(11,

1)1

[rectanglePath closePath];
[UIColor.grayColor setFill];
[rectanglePath fill];

corner radius for top edges:

UIBezierPath* rectanglePath = [UIBezierPath bezierPathWithRoundedRect: CGRectMake(x,y,width, height)

byRoundingCorners: UIRectCornerTopLeft | UIRectCornerTopRight cornerRadii: CGSizeMake(11, 11)];
[rectanglePath closePath];

[UIColor.grayColor setFill];
[rectanglePath fill];

Section 53.3: How to apply shadows to UlBezierPath

Consider a simple rectangle that is drawn by the bezier path.
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UIBezierPath* rectanglePath = [UIBezierPath bezierPathWithRect: CGRectMake(x,y,width,height)];

[UIColor.grayColor setFill];
[rectanglePath fill];

Basic Outer-fill shadow:

CGContextRef context = UIGraphicsGetCurrentContext();

NSShadow* shadow = [[NSShadow alloc] init];
[shadow setShadowColor: UIColor.blackColor];
[shadow setShadowOffset: CGSizeMake(7.1, 5.1)];
[shadow setShadowBlurRadius: 5];

UIBezierPath* rectanglePath = [UIBezierPath bezierPathWithRect: CGRectMake(x,y,width,height)];

CGContextSaveGState(context);

CGContextSetShadowWithColor (context, shadow.shadowOffset, shadow.shadowBlurRadius,

[shadow.shadowColor CGColor]);
[UIColor.grayColor setFill];
[rectanglePath fill];
CGContextRestoreGState(context);

Basic Inner fill shadow:

CGContextRef context = UIGraphicsGetCurrentContext();

NSShadow* shadow = [[NSShadow alloc] init];
[shadow setShadowColor: UIColor.blackColor];
[shadow setShadowOffset: CGSizeMake(9.1, -7.1)1;
[shadow setShadowBlurRadius: 6];
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UIBezierPath* rectanglePath = [UIBezierPath bezierPathWithRect: CGRectMake(x,y,width,height)];

[UIColor.grayColor setFill];
[rectanglePath fill];

CGContextSaveGState(context) ;
UIRectClip(rectanglePath.bounds);
CGContextSetShadowWithColor(context, CGSizeZero, ©, NULL);

CGContextSetAlpha(context, CGColorGetAlpha([shadow.shadowColor CGColor]));
CGContextBeginTransparencylLayer(context, NULL);

{
UIColor* opaqueShadow = [shadow.shadowColor colorWithAlphaComponent: 1];
CGContextSetShadowWithColor (context, shadow.shadowOffset, shadow.shadowBlurRadius,
[opaqueShadow CGColor]);
CGContextSetBlendMode(context, kCGBlendModeSourceOut);
CGContextBeginTransparencylLayer(context, NULL);

[opaqueShadow setFill];
[rectanglePath fill];

CGContextEndTransparencylLayer(context);

}
CGContextEndTransparencylLayer(context);
CGContextRestoreGState(context);

Section 53.4: How to create a simple shapes using
UlBezierPath

For a simple circle:

UIBezierPath* ovalPath = [UIBezierPath bezierPathWithOvalInRect: CGRectMake(©,0,50,50)];
[UIColor.grayColor setFill];
[ovalPath fill];

Swift:

let ovalPath = UIBezierPath(ovalInRect: CGRect(x: @, y: @, width: 50, height: 50))
UIColor.grayColor().setFill()
ovalPath.fill()

For a simple Rectangle:
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UIBezierPath* rectanglePath = [UIBezierPath bezierPathWithRect: CGRectMake(©,0,50,50)];

[UIColor.grayColor setFill];
[rectanglePath fill];

Swift:

let rectanglePath =
UIColor.grayColor().setFill()
rectanglePath.fill()

For a simple Line:

UIBezierPath* bezierPath = [UIBezierPath bezierPath];

[bezierPath moveToPoint: CGPointMake(x1,y1)];
[bezierPath addLineToPoint: CGPointMake(x2,y2)];
[UIColor.blackColor setStroke];
bezierPath.lineWidth = 1;

[bezierPath stroke];

Swift:

let bezierPath = UIBezierPath()
bezierPath.moveToPoint (CGPoint(x: x1, y: y1))
bezierPath.addLineToPoint(CGPoint(x: x2, y: y2))
UIColor.blackColor().setStroke()
bezierPath.lineWidth = 1

bezierPath.stroke()

For a half circle:

CGRect ovalRect = CGRectMake(x,y,width, height);
UIBezierPath* ovalPath = [UIBezierPath bezierPath];

UIBezierPath(rect: CGRect(x: 0, y: 0, width:

50, height: 50))

[ovalPath addArcWithCenter: CGPointMake(®, ©) radius: CGRectGetWidth(ovalRect) / 2 startAngle: 180

* M_PI/180 endAngle: © * M_PI/180 clockwise: YES];
[ovalPath addLineToPoint: CGPointMake(@, 0)];
[ovalPath closePath];

CGAffineTransform ovalTransform = CGAffineTransformMakeTranslation(CGRectGetMidX(ovalRect),

CGRectGetMidY(ovalRect));

ovalTransform = CGAffineTransformScale(ovalTransform, 1, CGRectGetHeight(ovalRect) /

CGRectGetWidth(ovalRect));
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[ovalPath applyTransform: ovalTransform];

[UIColor.grayColor setFill];
[ovalPath fill];

Swift:

let ovalRect = CGRect(x: @, y: @, width: 50, height: 50)

let ovalPath = UIBezierPath()

ovalPath.addArcWithCenter (CGPoint.zero, radius: ovalRect.width / 2, startAngle: 180 *
CGFloat(M_PI)/180, endAngle: @ * CGFloat(M_PI)/180, clockwise: true)

ovalPath.addLineToPoint(CGPoint.zero)
ovalPath.closePath()

var ovalTransform = CGAffineTransformMakeTranslation(CGRectGetMidX(ovalRect),

CGRectGetMidY(ovalRect))

ovalTransform = CGAffineTransformScale(ovalTransform, 1, ovalRect.height / ovalRect.width)

ovalPath.applyTransform(ovalTransform)

UIColor.grayColor().setFill()
ovalPath.fill()

For a simple triangle:

UIBezierPath* polygonPath = [UIBezierPath bezierPath];

[polygonPath moveToPoint: CGPointMake(x1, y1)];

[polygonPath addLineToPoint: CGPointMake(x2, y2)];
[polygonPath addLineToPoint: CGPointMake(x3, y2)];

[polygonPath closePath];
[UIColor.grayColor setFilll];
[polygonPath fill];

Swift:

let polygonPath = UIBezierPath()
polygonPath.moveToPoint(CGPoint(x: x1, y: y1))
polygonPath.addLineToPoint (CGPoint(x: x2, y: y2))
polygonPath.addLineToPoint (CGPoint(x: x3, y: y3))
polygonPath.closePath()
UIColor.grayColor().setFill()

polygonPath.fill()

Section 53.5: UlBezierPath + AutoLayout

For bezier path to get resized based on the view frame, override the drawRect of view that you are drawing the

bezier path :

- (void)drawRect:(CGRect)frame
{

UIBezierPath* rectanglePath = [UIBezierPath bezierPathWithRect:
CGRectMake (CGRectGetMinX(frame), CGRectGetMinY(frame), CGRectGetWidth(frame),

CGRectGetHeight(frame))];
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[UIColor.grayColor setFill];
[rectanglePath fill];

Section 53.6: pie view & column view with UlBezierPath

® pie view

- (void)drawRect: (CGRect)rect
NSArray *data = @[@30, @15, @5, @17, @3, @10, @20];

// 1. context
CGContextRef cxtRef = UIGraphicsGetCurrentContext();

CGPoint center = CGPointMake(150, 150);

CGFloat radius = 150;

__block CGFloat startAngle = 9;

[data enumerateObjectsUsingBlock:*(NSNumber * _Nonnull obj, NSUInteger idx, BOOL * _Nonnull

stop) {

// 2. create path

CGFloat endAngle = obj.floatValue / 100 * M_PI * 2 + startAngle;

UIBezierPath *circlePath = [UIBezierPath bezierPathWithArcCenter:center radius:radius
startAngle:startAngle endAngle:endAngle clockwise:YES];

[circlePath addLineToPoint:center];

// 3. add path
CGContextAddPath(cxtRef, circlePath.CGPath);

// set color

[[UIColor colorWithRed:((float)arc4random_uniform(256) / 255.0)
green:((float)arc4random_uniform(256) / 255.8) blue:((float)arc4random_uniform(256) / 255.0)
alpha:1.0] setFill];

// 4. render
CGContextDrawPath(cxtRef, kCGPathFill);

// reset angle
startAngle = endAngle;

H;

override func draw(_ rect: CGRect) {
// define data to create pie chart
let data: [Int] = [3@, 15, 5, 17, 3, 10, 20]

// 1. find center of draw rect
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let center: CGPoint = CGPoint(x: rect.midX, y: rect.midY)

// 2. calculate radius of pie
let radius = min(rect.width, rect.height) / 2.0

var startAngle: CGFloat = 0.0
for value in data {

// 3. calculate end angle for slice
let endAngle = CGFloat(value) / 100.0 * CGFloat.pi * 2.0 + startAngle

// 4. create UIBezierPath for slide
let circlePath = UIBezierPath(arcCenter: center, radius: radius, startAngle: startAngle,

endAngle: endAngle, clockwise: true)

// 5. add line to center to close path
circlePath.addLine(to: center)

// 6. set fill color for current slice
UIColor(red: (CGFloat(arc4random_uniform(256)) / 255.0), green:
(CGFloat(arc4random_uniform(256)) / 255.0), blue: (CGFloat(arc4random_uniform(256)) / 255.0),

alpha: 1.0).setFill()

// 7. fill slice path
circlePath.fill()

// 8. set end angle as start angle for next slice
startAngle = endAngle

e column view

- (void)drawRect:(CGRect)rect {

NSArray *data = @[@300, @150.65, @55.3, @507.7, @95.8, @700, @650.65];

/1 1.
CGContextRef cxtRef = UIGraphicsGetCurrentContext();

NSInteger columnCount = 7;
CGFloat width = self.bounds.size.width / (columnCount + columnCount - 1);

for (NSInteger i = @; i < columnCount; i++) {

/1 2.

CGFloat height = [data[i] floatValue] / 1000 * self.bounds.size.height; // floatValue
CGFloat x = @ + width * (2 * i);

CGFloat y = self.bounds.size.height - height;

UIBezierPath xrectPath = [UIBezierPath bezierPathWithRect:CGRectMake(x, y, width, height)];
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CGContextAddPath(cxtRef, rectPath.CGPath);

/1 3.

[[UIColor colorWithRed:((float)arc4random_uniform(256) / 255.0)
green:((float)arc4random_uniform(256) / 255.8) blue:((float)arc4random_uniform(256) / 255.0)
alpha:1.0] setFill];

CGContextDrawPath(cxtRef, kCGPathFill);

}
}

override func draw(_ rect: CGRect) {
// define data for chart
let data: [CGFloat] = [300, 150.65, 55.3, 507.7, 95.8, 700, 650.65]

// 1. calculate number of columns
let columnCount = data.count

// 2. calculate column width
let columnWidth = rect.width / CGFloat(columnCount + columnCount - 1)

for (columnIndex, value) in data.enumerated() {
// 3. calculate column height
let columnHeight = value / 1000.0 * rect.height

// 4. calculate column origin
let columnOrigin = CGPoint(x: (columnWidth * 2.0 * CGFloat(columnIndex)), y: (rect.height -
columnHeight))

// 5. create path for column
let columnPath = UIBezierPath(rect: CGRect(origin: columnOrigin, size: CGSize(width:
columnWidth, height: columnHeight)))

// 6. set fill color for current column

UIColor(red: (CGFloat(arc4random_uniform(256)) / 255.8), green:
(CGFloat(arc4random_uniform(256)) / 255.08), blue: (CGFloat(arc4random_uniform(256)) / 255.9),
alpha: 1.0).setFill()

// 7. fill column path
columnPath.fill()
}
}
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Chapter 54: UlPickerView

Section 54.1: Basic example

Swift

class PickerViewExampleViewController : UIViewController, UIPickerViewDelegate,
UIPickerViewDataSource {
@IBOutlet weak var btnFolder: UIButton!
let pickerView = UIPickerView()
let pickerViewRows = ["First row,", "Secound row,","Third row, ", "Fourth row"]
override func viewDidLoad() ¢
super.viewDidlLoad()
self.btnFolder.addTarget(self, action: #selector(CreatelListVC.btnFolderPress),
forControlEvents: UIControlEvents.TouchUpInside)

Y

@objc private func btnFolderPress()
self.pickerView.delegate = self
self.pickerView.dataSource = self
self.view.addSubview(self.pickerView)

}

//MARK: UIPickerViewDelegate

func pickerView(pickerView: UIPickerView, titleForRow row: Int, forComponent component: Int) ->
String? {
return self.pickerViewRows|[row]

Y

//MARK: UIPickerViewDataSource

func numberOfComponentsInPickerView(pickerView: UIPickerView) -> Int {
return 1

}

func pickerView(pickerView: UIPickerView, numberOfRowsInComponent component: Int) -> Int {
return self.pickerViewRows.count

Y

}
Objective-C

@property (nonatomic,strong) UIPickerView *countryPicker;
@property (nonatomic,strong) NSArray *countryNames;

- (void)viewDidLoad {
[super viewDidLoad];
_countryNames = @[@"Australia (AUD)", @"China (CNY)",
@"France (EUR)", @"Great Britain (GBP)", @"Japan (JPY)",@"INDIA
(IN)",@"AUSTRALIA (AUS)",@"NEW YORK (NW)"];

[self pickcountry];

}

-(void)pickcountry {
_countryPicker = [[UIPickerView alloc]init];

_countryPicker.delegate = self;
_countryPicker.dataSource = self;
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[[UIPickerView appearance] setBackgroundColor:[UIColor colorWithRed:21/255.08 green:17/255.0
blue:50/255.0 alpha:1.0]];
}

#pragma mark- pickerView Delegates And datasource

(NSInteger)numberOfComponentsInPickerView: (UIPickerView *)pickerView {
return 1;

(NSInteger)pickerView: (UIPickerView *)pickerView numberOfRowsInComponent:(NSInteger)component {
return _countryNames.count;

(NSString *)pickerView: (UIPickerView x)pickerView
titleForRow: (NSInteger)row
forComponent : (NSInteger)component {
return _countryNames[row];

(void)pickerView: (UIPickerView *)pickerView didSelectRow:(NSInteger)row
inComponent: (NSInteger)component {
NSString *pickedCountryName = _countryNames[row];

¥

Selction 54.2: Changing pickerView Background Color and text
color

Objective-C

//Displays the country pickerView with black background and white text
[self. countryPicker setValue:[UIColor whiteColor] forKey:@"textColor"];
[self. countryPicker setValue:[UIColor blackColor] forKey:@"backgroundColor"];

Swift

let color1 = UIColor(colorLiteralRed: 1, green: 1, blue: 1, alpha: 1)
let color2 = UIColor(colorLiteralRed: @, green: @, blue: @, alpha: 1)
pickerView2.setValue(color1, forKey: "textColor")
pickerView2.setValue(color2, forKey: "backgroundColor")
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Chapter 55: UlIFeedbackGenerator

UIFeedbackGenerator and its subclasses offers a public interface to the Taptic Engine® found on iOS devices
starting with iPhone 7. Haptics, branded Taptics, provide tactile feedback for on-screen events. While many system
controls provide haptics out-of-the-box, developers can use UIFeedbackGenerator subclasses to add haptics to
custom controls and other events. UIFeedbackGenerator is an abstract class that should not be used directly,
rather developers use one of its subclasses.

Section 55.1: Trigger Impact Haptic

Example shows how to trigger an impact haptic using UIImpactFeedbackGenerator after a button press.

Swift

class ViewController: UIViewController
{
lazy var button: UIButton =
{
let button = UIButton()
button.translatesAutoresizingMaskIntoConstraints = false
self.view.addSubview(button)
button.centerXAnchor.constraint(equalTo: self.view.centerXAnchor).isActive
button.centerYAnchor.constraint(equalTo: self.view.centerYAnchor).isActive
button.setTitle("Impact", for: .normal)
button.setTitleColor(UIColor.gray, for: .normal)
return button

true
true

+(0)

// Choose between heavy, medium, and light for style
let impactFeedbackGenerator = UIImpactFeedbackGenerator(style: .heavy)

override func viewDidLoad()
{
super.viewDidLoad()
button.addTarget(self, action: #selector(self.didPressButton(sender:)), for:
.touchUpInside)

// Primes feedback generator for upcoming events and reduces latency
impactFeedbackGenerator.prepare()

}
func didPressButton(sender: UIButton)
{
// Triggers haptic
impactFeedbackGenerator.impactOccurred()
}
}
Objective-C

@interface ViewController ()

@property (nonatomic, strong) UIImpactFeedbackGenerator *impactFeedbackGenerator;
@property (nonatomic, strong) UIButton *button;

@end

@implementation ViewController

- (void)viewDidLoad

{

GoalKicker.com - iOS® Developer Notes for Professionals 315


https://goalkicker.com/
https://goalkicker.com/
https://goalkicker.com/

[super viewDidLoad];
[self.button addTarget:self action:@selector(didPressButton:)
forControlEvents:UIControlEventTouchUpInside];

// Choose between heavy, medium, and light for style
self.impactFeedbackGenerator = [[UIImpactFeedbackGenerator alloc]
initWithStyle:UIImpactFeedbackStyleHeavy];

// Primes feedback generator for upcoming events and reduces latency
[self.impactFeedbackGenerator preparel;

}
- (void)didPressButton:(UIButton *)sender
{
// Triggers haptic
[self.impactFeedbackGenerator impactOccurred];
}

#pragma mark - Lazy Init
- (UIButton #*)button

{
if (!_button)
{
_button = [[UIButton alloc]init];
_button.translatesAutoresizingMaskIntoConstraints = NO;
[self.view addSubview:_button];
[_button.centerXAnchor constraintEqualToAnchor:self.view.centerXAnchor].active
[_button.centerYAnchor constraintEqualToAnchor:self.view.centerYAnchor].active
[_button setTitle:@"Impact" forState:UIControlStateNormal];
[_button setTitleColor:[UIColor grayColor] forState:UIControlStateNormall];
}
return _button;
}
@end

YES;
YES;
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Chapter 56: UlAppearance

Section 56.1: Set appearance of all instances of the class
To customize appearance of all instances of a class, access appearance proxy of the desired class. For example:
Set UlButton tint color
Swift:
UIButton.appearance().tintColor = UIColor.greenColor()

Objective-C:

[UIButton appearance].tintColor [UIColor greenColor];

Set UlButton background color

Swift;

UIButton.appearance().backgroundColor = UIColor.blueColor()

Objective-C:

[UIButton appearance].backgroundColor [UIColor blueColor];

Set UlLabel text color
Swift:
UILabel.appearance().textColor = UIColor.redColor()

Objective-C:

[UILabel appearance].textColor [UIColor redColor];

Set UlLabel background color

Swift:

UILabel.appearance().backgroundColor = UIColor.greenColor()
Objective-C:

[UILabel appearance].backgroundColor = [UIColor greenColor];
Set UINavigationBar tint color

Swift:

UINavigationBar .appearance().tintColor = UIColor.cyanColor()

Objective-C:
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[UINavigationBar appearance].tintColor = [UIColor cyanColor];

Set UINavigationBar background color

Swift:

UINavigationBar.appearance().backgroundColor = UIColor.redColor()
Objective-C:

[UINavigationBar appearance].backgroundColor = [UIColor redColor];

Section 56.2: Appearance for class when contained in
container class

Use appearanceWhenContainedInInstancesOfClasses: to customize the appearance for instance of a class when
contained within an instance of container class. For example customization of UILabel's textColor and
backgroundColor within ViewController class will look like this:

Set UlLabel text color
Swift:

UILabel.appearanceWhenContainedInInstancesOfClasses([ViewController.self]).textColor =
UIColor.whiteColor()

Objective-C:

[UILabel appearanceWhenContainedInInstancesOfClasses:@[[ViewController class]]].textColor =
[UIColor whiteColor];

Set UlLabel background color
Swift:

UILabel.appearanceWhenContainedInInstancesOfClasses([ViewController.self]).backgroundColor =
UIColor.blueColor()

Objective-C:

[UILabel appearanceWhenContainedInInstancesOfClasses:@[[ViewController class]]].backgroundColor =
[UIColor blueColor];
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Chapter 57: UIKit Dynamics with

UlCollectionView

UIKit Dynamics is a physics engine integrated into UIKit. UIKit Dynamics offers a set of API that offers
interoperability with a UICollectionView and UICollectionViewLayout

Section 57.1: Creating a Custom Dragging Behavior with

UIDynamicAnimator

This example shows how to create a custom dragging behavior by Subclassing UIDynamicBehavior and subclassing
UICollectionViewFlowlLayout. In the example, we have UICollectionView that allows for the selection of multiple

items. Then with a long press gesture those items can be dragged in an elastic, "springy" animation driven by a

UIDynamicAnimator.

Carrier =

—
2
)
=)
p
=
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The dragging behavior is produced by combining a low-level behavior that adds a UTAttachmentBehavior to the for

corners of a UIDynamicItem and a high-level behavior that manages the low-level behavior for a number of

UIDynamicItems
We can begin by creating this low-level behavior, we'll call RectangleAttachmentBehavior

Swift

final class RectangleAttachmentBehavior: UIDynamicBehavior

{
init(item: UIDynamicItem, point: CGPoint)
{

// Higher frequency more "ridged" formation
let frequency: CGFloat = 8.0

// Lower damping longer animation takes to come to rest
let damping: CGFloat = 0.6

super.init()

// Attachment points are four corners of item
let points = self.attachmentPoints(for: point)

let attachmentBehaviors: [UIAttachmentBehavior] = points.map

{

let attachmentBehavior = UIAttachmentBehavior(item: item, attachedToAnchor:

attachmentBehavior.frequency = frequency
attachmentBehavior.damping = damping
return attachmentBehavior

}

attachmentBehaviors.forEach
{
addChildBehavior($0)
}
}

func updateAttachmentLocation(with point: CGPoint)
{

// Update anchor points to new attachment points
let points = self.attachmentPoints(for: point)

let attachments = self.childBehaviors.flatMap { $0 as? UIAttachmentBehavior }

let pairs = zip(points, attachments)
pairs.forEach { $6.1.anchorPoint = $0.0 }

}

func attachmentPoints(for point: CGPoint) -> [CGPoint]
{

// Width and height should be close to the width and height of the item

let width: CGFloat = 40.0
let height: CGFloat = 40.0

let topLeft = CGPoint(x: point.x - width * ©8.5, y: point.y - height * 0.5)

let topRight = CGPoint(x: point.x + width * 0.5, y: point.y - height * 0.5)
let bottomLeft = CGPoint(x: point.x - width * 8.5, y: point.y + height * 0.5)
let bottomRight = CGPoint(x: point.x + width * ©8.5, y: point.y + height * 0.5)

let points = [topLeft, topRight, bottomLeft, bottomRight]
return points

$0)
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Objective-C

@implementation RectangleAttachmentBehavior

- (instancetype)initWithItem:(id<UIDynamicItem>)item point:(CGPoint)point
{
CGFloat frequency
CGFloat damping =
self = [super init
if (self)
{

8.0f;
6

0.6f;
l;

NSArray <NSValue *> *pointValues = [self attachmentPointValuesForPoint:point];
for (NSValue *value in pointValues)
{
UIAttachmentBehavior *attachment = [[UIAttachmentBehavior alloc]linitWithItem:item
attachedToAnchor :[value CGPointValue]];
attachment.frequency = frequency;
attachment.damping = damping;
[self addChildBehavior :attachment];
}
}

return self;

}

- (void)updateAttachmentLocationWithPoint: (CGPoint)point
{
NSArray <NSValue %> *pointValues = [self attachmentPointValuesForPoint:point];
for (NSInteger i = 0; i < pointValues.count; i++)
{
NSValue #*pointValue = pointValues[i];
UIAttachmentBehavior *attachment = self.childBehaviors[i];
attachment.anchorPoint = [pointValue CGPointValue];

}

- (NSArray <NSValue *> x)attachmentPointValuesForPoint:(CGPoint)point

{
CGFloat width = 40.0f;
CGFloat height = 40.0f;

CGPoint topLeft = CGPointMake(point.x - width * 0.5, point.y - height * 0.5);
CGPoint topRight = CGPointMake(point.x + width * ©0.5, point.y - height * 0.5);
CGPoint bottomLeft = CGPointMake(point.x - width * 0.5, point.y + height * 0.5);
CGPoint bottomRight = CGPointMake(point.x + width * 0.5, point.y + height * 0.5);

NSArray <NSValue *> *pointValues = @[[NSValue valueWithCGPoint:topLeft], [NSValue
valueWithCGPoint:topRight], [NSValue valueWithCGPoint:bottomLeft], [NSValue
valueWithCGPoint :bottomRight]];

return pointValues;

}

@end

Next we can create the high-level behavior that will combine a number of RectangleAttachmentBehavior.

Swift

final class DragBehavior: UIDynamicBehavior
{
init(items: [UIDynamicItem], point: CGPoint)
{
super.init()
items.forEach
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let rectAttachment = RectangleAttachmentBehavior(item: $0, point: point)
self.addChildBehavior(rectAttachment)

}

func updateDraglLocation(with point: CGPoint)
{

// Tell low-level behaviors location has changed
self.childBehaviors.flatMap { $0 as? RectangleAttachmentBehavior }.forEach {
$0.updateAttachmentlLocation(with: point) }
}
}

Objective-C

@implementation DragBehavior

- (instancetype)initWithItems:(NSArray <id<UIDynamicItem>> x)items point: (CGPoint)point
{
self = [super init];
if (self)
{
for (id<UIDynamicItem> item in items)
{
RectangleAttachmentBehavior *rectAttachment = [[RectangleAttachmentBehavior
alloc]initWithItem:item point:point];
[self addChildBehavior:rectAttachment];

}
}
return self;
}
- (void)updateDragLocationWithPoint:(CGPoint)point
{
for (RectangleAttachmentBehavior *rectAttachment in self.childBehaviors)
{
[rectAttachment updateAttachmentLocationWithPoint:point];
}
}
@end

Now with our behaviors in place, the next step is to add them to our collection view when. Because normally we
want a standard grid layout we can subclass UICollectionViewFlowlLayout and only change attributes when
dragging. We do this mainly through overriding layoutAttributesForElementsInRect and using the
UIDynamicAnimator's convenience method itemsInRect

Swift

final class DraggablelLayout: UICollectionViewFlowlLayout

{
// Array that holds dragged index paths

var indexPathsForDraggingElements: [IndexPath]?

// The dynamic animator that will animate drag behavior
var animator: UIDynamicAnimator?

// Custom high-level behavior that dictates drag animation
var dragBehavior: DragBehavior?
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// Where dragging starts so can return there once dragging ends
var startDragPoint = CGPoint.zero

// Bool to keep track if dragging has ended
var isFinishedDragging = false

// Method to inform layout that dragging has started
func startDragging(indexPaths selectedIndexPaths: [IndexPath], from point: CGPoint)
{

indexPathsForDraggingElements = selectedIndexPaths

animator = UIDynamicAnimator(collectionViewlLayout: self)

animator?.delegate = self

// Get all of the draggable attributes but change zIndex so above other cells

let draggableAttributes: [UICollectionViewlLayoutAttributes] = selectedIndexPaths.flatMap {
let attribute = super.layoutAttributesForItem(at: $0)
attribute?.zIndex = 1
return attribute

startDragPoint = point

// Add them to high-level behavior
dragBehavior = DragBehavior(items: draggableAttributes, point: point)

// Add high-level behavior to animator
animator?.addBehavior(dragBehavior!)

}
func updateDraglLocation(_ point: CGPoint)
{
// Tell high-level behavior that point has updated
dragBehavior?.updateDraglLocation(with: point)
}
func endDragging()
{
isFinishedDragging = true
// Return high-level behavior to starting point
dragBehavior?.updateDraglLocation(with: startDragPoint)
}
func clearDraggedIndexPaths()
{
// Reset state for next drag event
animator = nil
indexPathsForDraggingElements = nil
isFinishedDragging = false
}

override func layoutAttributesForElements(in rect: CGRect) ->
[UICollectionViewLayoutAttributes]?
{
let existingAttributes: [UICollectionViewLayoutAttributes] =
super.layoutAttributesForElements(in: rect) ?? []
var allAttributes = [UICollectionViewLayoutAttributes]()

// Get normal flow layout attributes for non-drag items
for attributes in existingAttributes

{
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if (indexPathsForDraggingElements?.contains(attributes.indexPath) ?? false) == false
{
allAttributes.append(attributes)
}
}

// Add dragged item attributes by asking animator for them
if let animator = self.animator
{
let animatorAttributes: [UICollectionViewlLayoutAttributes] = animator.items(in:
rect).flatMap { $0 as? UICollectionViewlLayoutAttributes }
allAttributes.append(contentsOf: animatorAttributes)

}
return allAttributes
}
}
extension DraggablelLayout: UIDynamicAnimatorDelegate
{
func dynamicAnimatorDidPause(_ animator: UIDynamicAnimator)
{
// Animator has paused and done dragging; reset state
guard isFinishedDragging else { return }
clearDraggedIndexPaths()
}
}
Objective-C

@interface DraggablelLayout (
@property (nonatomic, strong
@property (nonatomic, strong
@property (nonatomic, assign
@property (nonatomic, assign
@property (nonatomic, strong
@end

<UIDynamicAnimatorDelegate>

NSArray <NSIndexPath #*> *indexPathsForDraggingElements;
UIDynamicAnimator #*animator;

CGPoint startDragPoint;

BOOL finishedDragging;

DragBehavior *dragBehavior;

)
)
)
)
)
)

@implementation Draggablelayout

- (void)startDraggingWithIndexPaths:(NSArray <NSIndexPath *> *)selectedIndexPaths
fromPoint:(CGPoint)point
{
self.indexPathsForDraggingElements = selectedIndexPaths;
self.animator = [[UIDynamicAnimator alloc]initWithCollectionViewLayout:self];
self.animator.delegate = self;
NSMutableArray *draggableAttributes = [[NSMutableArray
alloc]initWithCapacity:selectedIndexPaths.count];
for (NSIndexPath *indexPath in selectedIndexPaths)
{
UICollectionViewlLayoutAttributes *attributes = [super
layoutAttributesForItemAtIndexPath:indexPath];
attributes.zIndex = 1;
[draggableAttributes addObject:attributes];
}
self.startDragPoint = point;
self.dragBehavior = [[DragBehavior alloc]initWithItems:draggableAttributes point:point];
[self.animator addBehavior:self.dragBehavior];

}
- (void)updateDragLoactionWithPoint:(CGPoint)point
{
[self.dragBehavior updateDraglLocationWithPoint:point];
}
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(void)endDragging

{
self.finishedDragging = YES;
[self.dragBehavior updateDragLocationWithPoint:self.startDragPoint];
}
- (void)clearDraggedIndexPath
{
self.animator = nil;
self.indexPathsForDraggingElements = nil;
self.finishedDragging = NO;
}
- (void)dynamicAnimatorDidPause: (UIDynamicAnimator *)animator
{
if (self.finishedDragging)
{
[self clearDraggedIndexPath];
}
}

(NSArray<UICollectionViewLayoutAttributes *> *)layoutAttributesForElementsInRect:(CGRect)rect

NSArray *existingAttributes = [super layoutAttributesForElementsInRect:rect];
NSMutableArray *allAttributes = [[NSMutableArray
alloc]initWithCapacity:existingAttributes.count];
for (UICollectionViewLayoutAttributes *attributes in existingAttributes)
{
if (![self.indexPathsForDraggingElements containsObject:attributes.indexPath])
{
[allAttributes addObject:attributes];
}
}

[allAttributes addObjectsFromArray:[self.animator itemsInRect:rect]];
return allAttributes;

}

@end

Finally, we'll create a view controller that will create our UICollectionView and handle our long press gesture.

Swift

final class ViewController: UIViewController
{
// Collection view that displays cells
lazy var collectionView: UICollectionView =
{
let collectionView = UICollectionView(frame: .zero, collectionViewLayout:
Draggablelayout())
collectionView.backgroundColor = .white
collectionView.translatesAutoresizingMaskIntoConstraints = false
self.view.addSubview(collectionView)
collectionView.topAnchor.constraint(equalTo: self.toplLayoutGuide.bottomAnchor).isActive =

true
collectionView.leadingAnchor.constraint(equalTo: self.view.leadingAnchor).isActive = true
collectionView.trailingAnchor.constraint(equalTo: self.view.trailingAnchor).isActive = true
collectionView.bottomAnchor.constraint(equalTo: self.bottomLayoutGuide.topAnchor).isActive
= true

return collectionView

+0)
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// Gesture that drives dragging
lazy var longPress: UILongPressGestureRecognizer =
{
let longPress = UILongPressGestureRecognizer(target: self, action:
#selector(self.handleLongPress(sender:)))
return longPress

+0)

// Array that holds selected index paths
var selectedIndexPaths = [IndexPath]()

override func viewDidLoad()

{
super.viewDidlLoad()
collectionView.delegate = self
collectionView.dataSource = self
collectionView.register(UICollectionViewCell.self, forCellWithReuseIdentifier: "Cell")
collectionView.addGestureRecognizer (longPress)
}

func handlelLongPress(sender: UILongPressGestureRecognizer)
{
guard let draggablelLayout = collectionView.collectionViewlLayout as? DraggablelLayout else {
return }
let location = sender.location(in: collectionView)
switch sender.state
{
case .began:
draggablelLayout.startDragging(indexPaths: selectedIndexPaths, from: location)
case .changed:
draggablelayout.updateDraglLocation(location)
case .ended, .failed, .cancelled:
draggablelayout.endDragging()
case .possible:
break
}
}
}
extension ViewController: UICollectionViewDelegate, UICollectionViewDataSource
{
func collectionView(_ collectionView: UICollectionView, numberOfItemsInSection section: Int) ->
Int
{
return 1000

}

func collectionView(_ collectionView: UICollectionView, cellForItemAt indexPath: IndexPath) ->
UICollectionViewCell
{
let cell = collectionView.dequeueReusableCell(withReuseIdentifier: "Cell", for: indexPath)
cell.backgroundColor = .gray
if selectedIndexPaths.contains(indexPath) == true
{
cell.backgroundColor = .red
}

return cell

}

func collectionView(_ collectionView: UICollectionView, didSelectItemAt indexPath: IndexPath)

{

// Bool that determines if cell is being selected or unselected
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let isSelected = !selectedIndexPaths.contains(indexPath)
let cell = collectionView.cellForItem(at: indexPath)

cell?.backgroundColor = isSelected ? .red : .gray
if isSelected
{
selectedIndexPaths.append(indexPath)
}
else
{
selectedIndexPaths.remove(at: selectedIndexPaths.index(of: indexPath)!)
}
}
}
Objective-C

@interface ViewController () <UICollectionViewDelegate, UICollectionViewDataSource>
@property (nonatomic, strong) UICollectionView *collectionView;

@property (nonatomic, strong) UILongPressGestureRecognizer *longPress;

@property (nonatomic, strong) NSMutableArray <NSIndexPath *> xselectedIndexPaths;
@end

@implementation ViewController

- (void)viewDidLoad
{
[super viewDidLoad];
self.collectionView.delegate = self;
self.collectionView.dataSource = self;
[self.collectionView registerClass:[UICollectionViewCell class]
forCellWithReuseIdentifier:@"Cell"];
[self.collectionView addGestureRecognizer:self.longPress];
self.selectedIndexPaths = [[NSMutableArray alloc]init];

}

- (UICollectionView *)collectionView
{
if (!_collectionView)
{
_collectionView = [[UICollectionView alloc]initWithFrame:CGRectZero
collectionViewLayout:[[DraggablelLayout alloc]init]];
_collectionView.backgroundColor = [UIColor whiteColor];
_collectionView.translatesAutoresizingMaskIntoConstraints = NO;
[self.view addSubview:_collectionView];
[_collectionView.topAnchor constraintEqualToAnchor:self.toplLayoutGuide.bottomAnchor].active

= YES;

[_collectionView.leadingAnchor constraintEqualToAnchor:self.view.leadingAnchor].active =
YES;

[_collectionView.trailingAnchor constraintEqualToAnchor:self.view.trailingAnchor].active =
YES;

[_collectionView.bottomAnchor
constraintEqualToAnchor :self.bottomLayoutGuide.topAnchor].active = YES;

}

return _collectionView;

}

- (UILongPressGestureRecognizer *)longPress

{
if (!_longPress)
{
_longPress = [[UILongPressGestureRecognizer alloc]initWithTarget:self
action:@selector(handleLongPress:)];
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}

return _longPress;

}

- (void)handlelLongPress:(UILongPressGestureRecognizer *)sender
{
DraggablelLayout *draggablelLayout = (DraggablelLayout *)self.collectionView.collectionViewlLayout;
CGPoint location = [sender locationInView:self.collectionView];
if (sender.state == UIGestureRecognizerStateBegan)
{
[draggableLayout startDraggingWithIndexPaths:self.selectedIndexPaths fromPoint:location];
}
else if(sender.state == UIGestureRecognizerStateChanged)
{
[draggablelLayout updateDraglLoactionWithPoint:location];
}
else if(sender.state == UIGestureRecognizerStateEnded || sender.state ==
UIGestureRecognizerStateCancelled || sender.state == UIGestureRecognizerStateFailed)
{
[draggableLayout endDragging];
}
}

- (NSInteger)collectionView:(UICollectionView *)collectionView
numberOfItemsInSection:(NSInteger)section
{

return 1000;

}

- (UICollectionViewCell *)collectionView:(UICollectionView *)collectionView
cellForItemAtIndexPath:(NSIndexPath *)indexPath
{

UICollectionViewCell *cell = [collectionView dequeueReusableCellWithReuseIdentifier:@"Cell"
forIndexPath:indexPath];
cell.backgroundColor = [UIColor grayColor];
if ([self.selectedIndexPaths containsObject:indexPath])
{
cell.backgroundColor = [UIColor redColor];
}

return cell;

}

- (void)collectionView: (UICollectionView *)collectionView didSelectItemAtIndexPath:(NSIndexPath
*)indexPath

{
BOOL isSelected = ![self.selectedIndexPaths containsObject:indexPath];

UICollectionViewCell *cell = [collectionView cellForItemAtIndexPath:indexPath];
if (isSelected)

{
cell.backgroundColor = [UIColor redColor];
[self.selectedIndexPaths addObject:indexPath];
}

else

{
cell.backgroundColor = [UIColor grayColor];
[self.selectedIndexPaths removeObject:indexPath];

}

@end

For more information
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Chapter 58. UIPheonix - easy, flexible,
dynamic & highly scalable Ul framework

Inspired by game development UIPheonix is a super easy, flexible, dynamic and highly scalable Ul framework +
concept for building reusable component/control-driven apps for macOS, iOS and tvOS. The same APl apply for
cross platform development! Think of it as using Lego blocks, you can use similar ones and move them around easy

as pie.

https://github.com/MKGitHub/UIPheonix

Section 58.1: Example Ul Components
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Section 58.2: Example Usage

// init
mUIPheonix = UIPheonix(with:myCollectionView)
mUIPheonix = UIPheonix(with:myTableView)

// connect model-view
mUIPheonix.setModelViewRelationships([MyModel.nameOfClass:MyView.nameOfClass])

// add models for the UI
models.append(SimpleButtonModel(id:1, title:"Hello World!"))

// render, update UI
mUIPheonix.setDisplayModels(models)
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Chapter 59: UIKit Dynamics

UIKit Dynamics is a full real-world physics engine integrated into UIKit. It allows you to create interfaces that feel
real by adding behaviors such as gravity, attachments, collision and forces. You define the physical traits that you
would like your interface elements to adopt, and the dynamics engine takes care of the rest.

Section 59.1: Flick View Based on Gesture Velocity

This example shows how to have a view track a pan gesture and depart in a physics-based manner.

(=R =TT -
Swift

class ViewController: UIViewController
{

// Adjust to change speed of view from flick
let magnitudeMultiplier: CGFloat = 0.0008

lazy var dynamicAnimator: UIDynamicAnimator =

{

let dynamicAnimator = UIDynamicAnimator(referenceView: self.view)
return dynamicAnimator

+(0)

lazy var gravity: UIGravityBehavior =

{
let gravity = UIGravityBehavior(items: [self.orangeView])
return gravity

+(0)

lazy var collision: UICollisionBehavior =

{

let collision = UICollisionBehavior(items: [self.orangeView])
collision.translatesReferenceBoundsIntoBoundary = true
return collision

+(0)

lazy var orangeView: UIView =
{
let widthHeight: CGFloat = 40.0
let orangeView = UIView(frame: CGRect(x: 0.0, y: 0.0, width: widthHeight, height:
widthHeight))
orangeView.backgroundColor = UIColor.orange
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self.view.addSubview(orangeView)
return orangeView

+(0)

lazy var panGesture: UIPanGestureRecognizer =
{
let panGesture = UIPanGestureRecognizer(target: self, action:
#selector(self.handlePan(sender:)))
return panGesture

+0)

lazy var attachment: UIAttachmentBehavior =

{
let attachment = UIAttachmentBehavior(item: self.orangeView, attachedToAnchor: .zero)
return attachment

+(0)

override func viewDidLoad()

{
super.viewDidLoad()
dynamicAnimator.addBehavior(gravity)
dynamicAnimator.addBehavior(collision)
orangeView.addGestureRecognizer (panGesture)

}

override func viewDidLayoutSubviews()

{
super.viewDidLayoutSubviews()
orangeView.center = view.center
dynamicAnimator.updateltem(usingCurrentState: orangeView)

}

func handlePan(sender: UIPanGestureRecognizer)
{
let location = sender.location(in: view)
let velocity = sender.velocity(in: view)
let magnitude = sqrt((velocity.x * velocity.x) + (velocity.y * velocity.y))
switch sender.state
{
case .began:
attachment.anchorPoint = location
dynamicAnimator.addBehavior (attachment)
case .changed:
attachment.anchorPoint = location
case .cancelled, .ended, .failed, .possible:
let push = UIPushBehavior(items: [self.orangeView], mode: .instantaneous)
push.pushDirection = CGVector(dx: velocity.x, dy: velocity.y)
push.magnitude = magnitude * magnitudeMultiplier
dynamicAnimator.removeBehavior (attachment)
dynamicAnimator.addBehavior(push)

Objective-C

@interface ViewController ()

@property (nonatomic, assign) CGFloat magnitudeMultiplier;
@property (nonatomic, strong) UIDynamicAnimator *dynamicAnimator;
@property (nonatomic, strong) UIGravityBehavior #*gravity;
@property (nonatomic, strong) UICollisionBehavior *collision;
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@property (nonatomic, strong) UIView *orangeView;
@property (nonatomic, strong) UIPanGestureRecognizer *panGesture;
@property (nonatomic, strong) UIAttachmentBehavior xattachment;

@end
@implementation ViewController

- (void)viewDidLoad

{
[super viewDidLoad];
[self.dynamicAnimator addBehavior:self.gravity];
[self.dynamicAnimator addBehavior:self.collision];
[self.orangeView addGestureRecognizer:self.panGesture];
// Adjust to change speed of view from flick
self.magnitudeMultiplier = 0.0008f;

}

- (void)viewDidLayoutSubviews

{
[super viewDidLayoutSubviews];
self.orangeView.center = self.view.center;

[self.dynamicAnimator updateItemUsingCurrentState:self.orangeView];

}

- (void)handlePan: (UIPanGestureRecognizer #*)sender

{
CGPoint location = [sender locationInView:self.view];
CGPoint velocity = [sender velocityInView:self.view];

CGFloat magnitude = sqrt((velocity.x * velocity.x) + (velocity.y * velocity.y));

if (sender.state == UIGestureRecognizerStateBegan)

{

self.attachment.anchorPoint = location;
[self.dynamicAnimator addBehavior:self.attachment];

}

else if (sender.state == UIGestureRecognizerStateChanged)

{

self.attachment.anchorPoint = location;

}

else if (sender.state == UIGestureRecognizerStateCancelled ||
sender.state == UIGestureRecognizerStateEnded ||
sender.state == UIGestureRecognizerStateFailed ||
sender.state == UIGestureRecognizerStatePossible)

{

UIPushBehavior *push = [[UIPushBehavior alloc] initWithItems:@[self.orangeView]

mode :UIPushBehaviorModeInstantaneous];

push.pushDirection = CGVectorMake(velocity.x, velocity.y);

push.magnitude = magnitude * self.magnitudeMultiplier;
[self.dynamicAnimator removeBehavior:self.attachment];
[self.dynamicAnimator addBehavior:push];

}

#pragma mark - Lazy Init
- (UIDynamicAnimator *)dynamicAnimator

{
if (!_dynamicAnimator)
{
_dynamicAnimator = [[UIDynamicAnimator alloc]initWithReferenceView:self.view];
}
return _dynamicAnimator;
}
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- (UIGravityBehavior *)gravity

{
if (!_gravity)
{
_gravity = [[UIGravityBehavior alloc]initWithItems:@[self.orangeView]];
}
return _gravity;
}
- (UICollisionBehavior *)collision
{
if (!_collision)
{
_collision = [[UICollisionBehavior alloc]initWithItems:@[self.orangeView]];
_collision.translatesReferenceBoundsIntoBoundary = YES;
}
return _collision;
}
- (UIView *)orangeView
{
if (!_orangeView)
{
CGFloat widthHeight = 40.0f;
_orangeView = [[UIView alloc]initWithFrame:CGRectMake (0.0, 0.0, widthHeight, widthHeight)];
_orangeView.backgroundColor = [UIColor orangeColor];
[self.view addSubview:_orangeView];
}
return _orangeView;
}
- (UIPanGestureRecognizer *)panGesture
{

if (!_panGesture)

{

_panGesture = [[UIPanGestureRecognizer alloc]initWithTarget:self
action:@selector(handlePan:)];

}

return _panGesture;

}

- (UIAttachmentBehavior =*)attachment

{
if (!_attachment)

{

_attachment = [[UIAttachmentBehavior alloc]initWithItem:self.orangeView
attachedToAnchor :CGPointZero];

}

return _attachment;

}

@end

Section 59.2: ""Sticky Corners'" Effect Using UlFieldBehaviors

This example shows how to achieve an effect similar to FaceTime were a view is attracted to point once it enters a
particular region, in this case two regions a top and bottom.
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Swift

class ViewController: UIViewController
{
lazy var dynamicAnimator: UIDynamicAnimator =
{
let dynamicAnimator = UIDynamicAnimator(referenceView: self.view)
return dynamicAnimator

+(0)

lazy var collision: UICollisionBehavior =

{
let collision = UICollisionBehavior(items: [self.orangeView])
collision.translatesReferenceBoundsIntoBoundary = true
return collision

+(0)

lazy var fieldBehaviors: [UIFieldBehavior] =

{
var fieldBehaviors = [UIFieldBehavior]()
for _ in @ ..< 2

{
let field = UIFieldBehavior.springField()
field.addItem(self.orangeView)
fieldBehaviors.append(field)

}

return fieldBehaviors

+0)

lazy var itemBehavior: UIDynamicItemBehavior =
{
let itemBehavior = UIDynamicItemBehavior(items: [self.orangeView])
// Adjust these values to change the "stickiness" of the view
itemBehavior.density = 0.01
itemBehavior.resistance = 10
itemBehavior.friction = 0.0
itemBehavior.allowsRotation = false
return itemBehavior

+(0)

lazy var orangeView: UIView =

{
let widthHeight: CGFloat = 40.0

let orangeView = UIView(frame: CGRect(x: 0.0, y: 0.0, width: widthHeight, height:
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widthHeight))

+(0)

orangeView.backgroundColor = UIColor.orange
self.view.addSubview(orangeView)
return orangeView

lazy var panGesture: UIPanGestureRecognizer =

{

let panGesture = UIPanGestureRecognizer(target: self, action:

#selector(self.handlePan(sender:)))

+(0)

return panGesture

lazy var attachment: UIAttachmentBehavior =

{

+0)

let attachment = UIAttachmentBehavior(item: self.orangeView, attachedToAnchor: .zero)

return attachment

override func viewDidLoad()

{

}

super.viewDidlLoad()
dynamicAnimator.addBehavior(collision)
dynamicAnimator.addBehavior(itemBehavior)
for field in fieldBehaviors
{

dynamicAnimator.addBehavior (field)

}

orangeView.addGestureRecognizer (panGesture)

override func viewDidLayoutSubviews()

{

super.viewDidLayoutSubviews()

orangeView.center = view.center
dynamicAnimator.updateltem(usingCurrentState: orangeView)

for (index, field) in fieldBehaviors.enumerated()

{

field.position = CGPoint(x: view.bounds
.midX, y: view.bounds.height * (0.25 + 0.5 * CGFloat(index)))
field.region = UIRegion(size: CGSize(width: view.bounds.width, height:

view.bounds.height * 8.5))

}

}

func handlePan(sender: UIPanGestureRecognizer)

{

let location = sender.location(in: view)

let velocity = sender.velocity(in: view)

switch sender.state

{

case .began:
attachment.anchorPoint = location
dynamicAnimator.addBehavior(attachment)

case .changed:
attachment.anchorPoint = location

case .cancelled, .ended, .failed, .possible:
itemBehavior.addLinearVelocity(velocity, for: self.orangeView)
dynamicAnimator.removeBehavior (attachment)
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Objective-C

@interface ViewController ()
@property (nonatomic, strong) UIDynamicAnimator *dynamicAnimator;
@property (nonatomic, strong) UICollisionBehavior *collision;

@property (nonatomic, strong) UIAttachmentBehavior xattachment;

@property (nonatomic, strong) UIDynamicItemBehavior *itemBehavior;
@property (nonatomic, strong) NSArray <UIFieldBehavior #*> *fieldBehaviors;
@property (nonatomic, strong) UIView *orangeView;

@property (nonatomic, strong) UIPanGestureRecognizer *panGesture;

@end

@implementation ViewController

- (void)viewDidLoad
{
[super viewDidLoad];
[self.dynamicAnimator addBehavior:self.collision];
[self.dynamicAnimator addBehavior:self.itemBehavior];
for (UIFieldBehavior *field in self.fieldBehaviors)
{
[self.dynamicAnimator addBehavior:field];
}
[self.orangeView addGestureRecognizer:self.panGesture];
}

- (void)viewDidLayoutSubviews
{
[super viewDidLayoutSubviews];
self.orangeView.center = self.view.center;
[self.dynamicAnimator updateItemUsingCurrentState:self.orangeView];

for (NSInteger i = @8; i < self.fieldBehaviors.count; i++)
{
UIFieldBehavior *field = self.fieldBehaviors[i];
field.position = CGPointMake(CGRectGetMidX(self.view.bounds),
CGRectGetHeight(self.view.bounds) * (0.25f + 0.5f * i));
field.region = [[UIRegion alloclinitWithSize:CGSizeMake(CGRectGetWidth(self.view.bounds),
CGRectGetHeight(self.view.bounds) * @8.5)];
}
}

- (void)handlePan: (UIPanGestureRecognizer #*)sender

{

CGPoint location [sender locationInView:self.view];
CGPoint velocity = [sender velocityInView:self.view];
if (sender.state == UIGestureRecognizerStateBegan)
{
self.attachment.anchorPoint = location;
[self.dynamicAnimator addBehavior:self.attachment];

}
else if (sender.state == UIGestureRecognizerStateChanged)
{
self.attachment.anchorPoint = location;
}
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else if (sender.state == UIGestureRecognizerStateCancelled ||

sender.state == UIGestureRecognizerStateEnded ||
sender.state == UIGestureRecognizerStateFailed ||
sender.state == UIGestureRecognizerStatePossible)
{
[self.itemBehavior addLinearVelocity:velocity forItem:self.orangeView];
[self.dynamicAnimator removeBehavior:self.attachment];
}

}

#pragma mark - Lazy Init
- (UIDynamicAnimator *)dynamicAnimator

{
if (!_dynamicAnimator)
{
_dynamicAnimator = [[UIDynamicAnimator alloc]initWithReferenceView:self.view];
}
return _dynamicAnimator ;
}
- (UICollisionBehavior *)collision
{
if (!_collision)
{
_collision = [[UICollisionBehavior alloc]initWithItems:@[self.orangeView]];
_collision.translatesReferenceBoundsIntoBoundary = YES;
}
return _collision;
}
- (NSArray <UIFieldBehavior *> x)fieldBehaviors
{
if (!_fieldBehaviors)
{
NSMutableArray *fields = [[NSMutableArray alloc]linit];
for (NSInteger i = ©; i < 2; i++)
{
UIFieldBehavior *field = [UIFieldBehavior springField];
[field addItem:self.orangeView];
[fields addObject:field];
}
_fieldBehaviors = fields;
}
return _fieldBehaviors;
}
- (UIDynamicItemBehavior *)itemBehavior
{
if (!_itemBehavior)
{
_itemBehavior = [[UIDynamicItemBehavior alloc]initWithItems:@[self.orangeView]];
// Adjust these values to change the "stickiness" of the view
_itemBehavior.density = 0.01;
_itemBehavior.resistance = 10;
_itemBehavior.friction = 0.0;
_itemBehavior.allowsRotation = NO;
}
return _itemBehavior;
}

- (UIView *)orangeView

{
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if (!_orangeView)

{
CGFloat widthHeight = 40.0f;
_orangeView = [[UIView alloc]initWithFrame:CGRectMake(0.0, 0.0, widthHeight, widthHeight)];
_orangeView.backgroundColor = [UIColor orangeColor];
[self.view addSubview:_orangeView];
}

return _orangeView;

}

- (UIPanGestureRecognizer *)panGesture

{
if (!_panGesture)
{
_panGesture = [[UIPanGestureRecognizer alloc]initWithTarget:self
action:@selector(handlePan:)];

}

return _panGesture;

}

- (UIAttachmentBehavior =*)attachment

{
if (!_attachment)

{

_attachment = [[UIAttachmentBehavior alloc]initWithItem:self.orangeView
attachedToAnchor :CGPointZero];

}

return _attachment;

}

@end

For more information about UIFieldBehaviors you can see the 2015 WWDC Session "What's New in UIKit
Dynamics and Visual Effects” and accompanying sample code.

Section 59.3: UIDynamicBehavior Driven Custom Transition

Cariey W 258 Pl -

This example shows how to create a custom presentation transition that is driven by a composite
UIDynamicBehavior. We can start by creating a presenting view controller that will present a modal.

Swift

class PresentingViewController: UIViewController
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