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CHAPTER 1. INTRODUCTION

Chapter 1

INTRODUCTICON

Welcome to youguide to iOS 11 app development.

This compact book aims to teaapp development for iOS devicesing
SwiftE  programming language Yo u donot need
developmenexperienceo learn the concepts and projects presented in
this book.l 6 | | a s s u meno knowietige gngrogrameiageand
app development. 61 1 try to explain every
with plain words and will try to make things easyuderstandThis
book will takeyou asa beginnerand at the end of thieook;y o u 6 | |
able to create yourery own apps that are ready to runactualdevices
and als ready to be sold ahe App Storé. By t he way,
remindyou that a single book cannot neaitou an expert on a subject.
However, this bookwill t e ac h you a | ot and
background to learn moedterwards

As you might haveheard iOS appshave beendevelopedusing a
programming language called Objecti@e for a long time Howevey
Apple recently introduceda new programming language: Swifthey
announcedwift in the World Wide Developer Conferengg/WDC) in
2014. In that year,first version of Swift was released After some
important modifications, Swift 2nd Swift 3 came around and finally
Swift 4 is releasedn SeptembeR017. Swift was a proprietary project in
the beginnindut nowit is open sourcanda lotof developers contribute
to this promising language. Swift has a more active community
comparedo ObjectiveC by September 201thereforeyour investment
onlearning Swift is a good choice.
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As you f ol | owgothhiugkhe bolowirkg,stepg o u 6 1 |
1. Using Xcod€ integrated development environment

2. Coding inSwift programming language

3. Designing ser interface for your apps

4. Developingreal worldapps that will teach a lot in practic

5. Utilizing internal devicesike GPS in your own apps

I 61 | not introduce c o nm@aiyouurdergahd s ubj
the basicsbecauseit is very easy to get lost whilearning a new
programming languag&o u 6 | | n ot itkawnwitnthissbaok.h a s

I 61 | t rngw cbnoeptén ¢ha sirmplest way possible.| ease dond

forget that ¢arning a programming language ishanstop processit
never endsind this book wilhelp youto get startectasily.

Now, you know theaims and the method of this booke t §et up
Xcode 9integrateddevelopment environment on our Ma8y the way
it is worth noting that the development environme&etwill usecan only
be installecbn aMac.
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