Intro to Making iPhone Apps

(and iPod Touch and iPad apps)

by Mr. Lynn Rosier
What do I Need?

· A Mac running OS 10.6.x with Snow Leopard or later
· The iOS SDK 5 (software development kit)

· Some good books on how to program

How do I get the iOS SDK?
You can get the iOS SDK from the Apple website.  It's free (well almost)!  It's free to install and develop apps that run in the simulator on the mac.  You will need to pay $99 plus tax per year if you want to run your apps on your iPhone/iPod Touch/iPad and/or sell your apps in the iTunes store.
Just google iOS dev center or enter into your browser:

http://developer.apple.com

The iOS development center also includes getting started videos, sample code, documentation, etc.

The iOS SDK includes everything you need:
The xCode development environment (with compiler, debugger, designer, etc.)

The iPhone Simulator (to run your apps on the mac)

(as well as other tools to help you build apps)

Here are some books that I recommend:
Programming in Objective C 2.0 (2nd Edition) by Stephen G. Kochan
The iPhone Developer's Cookbook by Erica Sadun (3.0 or later)  
Beginning iPhone 3 Development by David Mark

Sam's Teach Yourself iPhone Application Development in 24 Hours by 
Ray Johnson
Some Websites:
http://developer.apple.com
(this is where you can download the iOS SDK)

(you will need to register first)
www.iphoneexamples.com
http://ericasadun.com/category/books/
www.autowaredevelopment.com/iPhoneHelp
(this is my website that I will be updating regularly)
Below is the code to our convertTemperature method (function)

-(IBAction) convertTemperature:(id) field

{

// anything to the right of the // will be ignored by the build

// this is called a comment

// I have commented the lines below to describe what each command is

// doing


// send a message to the UITextField object to ask for the text

// in the box


// i.e. call the method (or function) text that is inside the

// object


// and we will get back the text in the object


// we will store the text in a local variable called fahBoxText


NSString *fahBoxText = [fahBox text];

// now convert the text in the box into a numerical value 

// and store


// it in a variable called f 


double f = [fahBoxText doubleValue];


// now find the celsius temperature


double c = 5/9.0 * (f - 32);

// next, build a new NSString variable that holds the

// celsius temperature


// we have to convert it from its double (numerical) format

// into an NSString


NSString *celsiusString = [NSString stringWithFormat:@"%f",c];


// finally display it in the label


[celsiusLabel setText:celsiusString];

}

Questions and Answers

1. What textbook, if any, is being used in your App Design classes?

   I have been mostly using Erica Sadun's The iPhone Developer's Cookbook (3.0) for myself.  I did not buy a class room set.  I have for the most part used my own notes, lab assignments, etc.  I create the apps first, and then I remove a bunch of the code, and then the students have to complete it.  I do not generally give them my project, but I do give them some skeleton code.  They have to create their own projects, and then are responsible for knowing where to put my code and then complete it.  As time goes by, I start giving them less and less.   

   http://ericasadun.com/  

Other good books that I have bought:

   Programming in Objective C 2.0 (2nd Edition) by Stephen G. Kochan  

   Beginning iPhone 3 Development by David Mark

   Sam's Teach Yourself iPhone Application Development in 24 Hours by Ray Johnson

2. How much does it cost to develop an app?

   The iPhone SDK (or iOS SDK as it is now called) is free from Apple for developing apps on a mac.  The SDK includes a development environment (XCode), screen designer (Interface Builder), debugger, and other utilities.  It also includes a simulator so that you can run your apps on the mac. 

   If you want to install your apps on your iPhone/iPod Touch/iPad, and/or upload apps to Apple for approval, then you will have to pay Apple $99 + tax per year.  This allows you to install apps on your device (up to 100 devices per year) for testing purposes only.  You have to get certificates from Apple which expire in three months (you can renew them after that) in order to install the app on your device(s).  You can also upload apps to Apple for testing and approval.  If approved by Apple, then Apple will put your app in the iTunes store.  However, you must be 18 or older to do this.

   I do not allow the students to upload to Apple.  Apple does not have any kind of program for k-12 schools.  They do have a program for Universities.  The students can only develop apps and run them on the simulator.  If they want to put the app on their iPhone and/or try to sell their app, they will need to have their parents pay the $99 plus tax, and have their parents be the owner of the account.   

   http://developer.apple.com

3. Do you have to have some sort of certification to teach an App Design course?

   No.  I have a computer science degree.  The course covers a lot of other material, so it is not just an iphone app course (see below).   Apple does not have any kind of support program for high schools.  Also, you would still need to follow the TEKS (at least in the state of Texas).  TEA does not have any code 
4. What class sequence do the students need to take?

   I teach it as part of Computer Science 2 Advanced (formerly Computer Science 2 AP).

   I still teach many of the Computer Science 2 AP topics so that we satisfy the TEKS, and so that the kids can learn more about computer science. I also teach an introduction to developing Android apps (the Android SDK is also free and we use Java).

   The language used to develop iPhone apps is Objective C.  Objective C is an object oriented wrapper around the C language, just as C++ is an object oriented wrapper.  You can use other languages, but there is not much help out there.  Much of the C syntax is the same as Java, so the learning curve goes fast for this part.

   Objective C is also similar to Java.  A slightly different syntax for object wrappers and parameter passing, but again, the same basic process.  Most of your time is spent in learning all of the Objective C classes, and the other iOS library routines, and where to put everything.

   When I give an assignment, I will cover any C methods that are required, as well as the Objective C classes and library methods that are required.  This allows the students to concentrate on the logic, rather than spending their time trying to figure out what classes and methods are needed.

5. How would a district go about getting this started?

   The first big obstacle is that you must have mac computers.  Apple is the only one that provides a total solution at this point in time.  The iPhone SDK runs only on a mac.

   Second, the person who would be teaching the course, would need to learn how to write iPhone apps.  This is a big committment of time.

