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Vysvétlivky k pouzivanym symboliim

!

1

Privodce studiem - vstup autora do textu, specificky zpUsob,
kterym se studentem komunikuje, povzbuzuje jej, doplnuje
text o dalsi informace

Priklad - objasnéni nebo konkretizovani problematiky
na prikladu ze Zivota, z praxe, ze spolecenské reality, apod.

Pojmy k zapamatovani.

Shrnuti - shrnuti predchazejici latky, shrnuti kapitoly.

Literatura - pouzitd ve studijnim materidlu, pro doplnéni
a rozsifeni poznatkd.

Kontrolni otdzky a ukoly - provéruji, do jaké miry studujici
text a problematiku pochopil, zapamatoval si podstatné
a dllezité informace a zda je dokaze aplikovat pfi Fedeni
problémd.

Ukoly ktextu - je potfeba je splnit neprodlenég, nebot
pomahaji dobrému zvladnuti nasledujici l1atky.

Korespondencm ukoly - pfi jejich plnéni postupuje studUJ|C|
podle pokynU s notnou ddvkou vlastni iniciativy. Ukoly se
pribézné eviduji a hodnoti v pribé&hu celého kurzu.

Ukoly k zamysleni.

Cast pro zdjemce - piinasi latku a Ukoly rozsitujici urover
zakladniho kurzu. Pasaze a ukoly jsou dobrovolné.



Uvod

Tento ucéebni materidl slou?i pro vyuku zakladd tvorby
mobilnich aplikaci v opera¢nim systému i0S. Ctendr se sezndmi se
zadklady programovaciho jazyka Objective-C a naudi se ovladat
vyvojovy nastroj Xcode. Po absolvovani kurzu a precteni textu bude
¢tendf schopen vytvorit jednoduché aplikace pro iPhone nebo iPad.

Studijni text je zaméren na objasnéni tvorby aplikaci
pro mobilni zafizeni se systémem i0S. Zakladem je charakteristika
a moznosti vyuziti objektové orientovaného programovaciho jazyka
Objective-C.

Po absolvovani textu budete:
e znat zdklady programovaciho jazyka Objective-C
e znat zdklady objektové orientovaného programovani
e umét pracovat s vyvojovym nastrojem Xcode
e umét vytvaret jednoduché mobilni aplikace
» védét, jak spravné navrhovat architekturu mobilnich aplikaci

Ziskate:
e zdkladni znalosti a dovednosti pro tvorbu jednoduchych
mobilnich aplikaci pracujicich v opera¢nim systému iOS
e schopnost naprogramovat aplikace, které vyuzivaji ovladaci
prvky, které poskytuje Framework Cocoa Touch
e schopnost vyuzZivat ve svych mobilnich aplikaci dalsi
frameworky, jako je napfiklad MapKit



1. CHARAKTERISTIKA A STRUKTURA IOS

V této kapitole se dozvite:

cilem této lekce je ukazat zdkladni charakteristiku operacniho
systému iOS pro mobilni zarizeni.

Po absolvovani lekce budete:
e znat zakladni strukturu iOS
e umeét pracovat s pocitaci s operacnim systémem Mac 0OS X

Klicova slova této kapitoly:
Apple, iOS, Mac OS X, iPhone, iPad, sandboxing, push
notifikace, lokani notifikace

Cas ke studiu: 2 hodiny

Pro vyvoj nativnich aplikaci uréenych pro operacni systém iOS
je nejvhodné&jsi pouZivat nastroje firmy Apple. Proto je dlleZité se
sezndmit s ovlddanim pocitactd s operadnim systémem Mac 0OS X.
Tento systém ma v mnoha ohledech jinou filozofii ovladani nez
rozsirenéjsi systém MS Windows.

Velkou vyhodou poéitadl firmy Apple je skutecnost, Ze firma
vyrabi nejen software, ale hardware. Operacni systémy Mac OS X
ai0OS nejsou volné v prodeji. Systémy jsou instalovany jen
na zarizeni firmy Apple. Proto miZe byt software ptesné&ji vyladén
pro konkrétni hardwarové konfigurace a jsou vyuziti spravné
ovladace.

Firma Apple vyrabi napfiklad nasledujici hardwarové zafizeni:

e stolni pocitace iMac, Mac mini, Mac Pro
* notebooky MacBook Pro a MacBook Air

* iPad

* iPhone

* iPod

« Apple TV, Apple Airport Time Capsule, klavesnice, mysi,
monitory...

V oblasti software se mtZeme setkat s nasledujicimi produkty:

e operacni systém Mac 0OS X

e operacni systém iOS pro mobilni zarizeni

e aplikace pro desktop i mobilni zafizeni (iWork, Aperture, iPhoto,
iMovie, GarageBand, Safari, iTunes, iBooks...)
Pro vyvoj mobilnich aplikaci pro operacni systém iOS

potiebujeme nasledujici:

e pocita¢ s opera¢nim systémem Mac OS X

* vyvojové prostfedi Xcode s jazykem Objective-C

« pro Sifeni aplikaci je nutny developer ucet u firmy Apple




+ | & Apple Inc. @ developer.apple.com c

Register as an Apple Developer.

Register for free to access Apple developer tools and resources for creating iOS and Mac apps,
including Xcode, WWDC videos, sample code, and more

Sign In

Register with the same Apple ID you use for other Apple services, such as iTunes, m

iCloud, and the Apple Online Store.

Create Apple ID

Please create a new Apple ID if you are enrolled in the iOS Developer Enterprise Create Apple ID

Program, have an iTunes Connect account, or prefer to have an Apple ID dedicated
to your business transactions.

Forgot your Apple ID or Password?

& Developer Apple Developer Registration

Technologies Resources Programs Support
eveloper T 10! ente A A U 10S Deve i 05 De
F

Obrazek 1 - zfizeni developerského Uctu

Operacni systém Mac 0OS X

Operacni systém je Uzce spjat s pocitaci firmy Apple a je jim
plné pfizplsoben. Jeho jadro je odvozeno unixového jadra typu XNU.
Pfi jeho vyvoji byly rovnéz vyuzity vlastnosti a knihovny operacniho
systému Next Step. Novy uzivatel Mac OS X si musi zvyknout na
nékteré rozdilnosti oproti napfiklad MS Windows. Prostredi je
samoziejmé& grafické a umoZfuje praci i b&Znym uZivatelGm.
Na plochu si mdzeme umistit dokumenty, zastupce aplikaci a
podobné.

Ke spusdténi aplikaci miZeme vyuzit Dock, ktery umoZfiuje
animované zvétSovani ikon a ktery si mlzeme schovavat nebo jej
umistit do spodni nebo postranni ¢asti plochy. Které aplikace budou
v Docku vidét si mze uzivatel nastavit podle svych pozadavkd.

Aplikace mUZeme spoustét pfimo ze slozky Aplikace, do které
se obvykle nahravaji. VMac OS X nejsou registry (databdaze
nastaveni) jako u MS Windows. U mnoha aplikaci pfi odinstalaci
casto staci smazat pfislusnou aplikaci v adresafi.

Treti zplsob jak spoudtét aplikace je pfes vyhledavaci nastroj
Spotlight. Tento nastroj prohleddvd nejen nazvy aplikaci
a dokumentl, ale rovné? hledd zadané klicové slovo uvnitf
dokumentt. Diky spolehlivosti a rychlosti tohoto ndstroje si uzivatel
¢asto ani nemusi pamatovat, kde se dokumenty nachazeji.

Pro praci se soubory a adresafi se pouzivd souborovy
manager, ktery se jmenuje Finder. Ten umoznuje pracovat se
zdlozkami a do levé &asti si umistovat zastupce dileZitych a &asto
vyuzivanych slozek.

Zacateénikdim déla dasto obtize uvédomit si né&které rozdilnosti
v ovladani:



Pruh s menu (nabidkami aplikace) neni ukotven k oknu aplikace,
ale vzdy v horni Casti obrazovky. Je proto nutné davat pozor, se
kterou aplikaci pracujeme a zda nabidka patfi k dané aplikaci.
Klavesové zkratky pro kopirovani a podobné jsou jiné nez u MS
Windows. Kopirovani je Cmd+C, vyjmuti Cmd+X, vlozeni Cmd+V.
Klavesa Ctrl nama takové uplatnéni jako u MS Windows.

Ve Finderu se aplikace nebo dokument neotevie pouhym
oznacenim a stiskem kladvesy Enter (tato volba slouzi
k pfejmenovani soboru). Otevreni je nutné udélat klikem tlacitka
mysSi nebo kldvesovou zkratkou Cmd+0.

Barevna kolecka u jednotlivych oken znamenaji jiné akce nez
tlacitku o oken v MS Windows. Cervené kole¢ko zavird okno
aplikace, ale aplikace je obvykle dale spusténd. Zluté kolecko
minimalizuje okno. Zelené kolecko maximalizuje okno, ale ne pres
celou obrazovku, ale do velikosti, kterd je potfebnd k zobrazeni
celého obsahu okna. K maximalizaci pres celou obrazovku (vcéetné
prekryti pruhu menu) slouzi tlacitko v pravém hornim rohu okna.
Okno pak zabira celou samostatnou obrazovku.

@ Finder Soubor Upravy Zobrazeni Oteviit Okno Napovéda
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Obrazek 2 - plocha s Dockem na otevirani aplikaci




@ Finder Soubor Upravy Zobrazeni Oteviit Okno Napovéda

H = O ERERERENE Y

)
[ ____J
Toshiba_Zaloha

(2 PRIOS

(£ 2013 _granty
(£ Oddil_2013_14

# Aplikace
[ Dokumenty
© stahovani
E Filmy
J3 Hudba
Obrézky
(2] SkyDrive
(L] Disk Google
22 Dropbox
(5] Box Sync

B Natan
D Airbrop

"4 [E Plocha

| [ Knihovna

2 zarizeni
(2} Macintosh HD

Ostrava,
Moravsko
N (417

L Rostislav's MacBook Air

(©) Vzdileny disk

() Toshiba_Zaloha

|| Toshiiba_HDD
SDILENE

3 Vie...

Nizev

» [ Prace
» [ PRIOS_vyuka
[ PRIOS_2.doc
& PRIOS_2.pdf
[ PRIOS_1.doc
» [ Zezalohy
v [ zaloha
_ VyojMobAppMUNI.pages

Velikost ~ Druh

Veera 18:40 -~ Slozka

10. dubna 2014 17:29 Slozka Toshiiba_HDD

27. bfezna 2014 21:32

25. bfezna 2014 0:23
25. brezna 2014 0:14
Snimek
obrazo...07.png

19,3 M8
18,9 MB
19,3 MB
22. ledna 2014 21:09 -
22. ledna 2014 21:00 -
20. ledna 2014 18:31 340 kB

2 Macintosh HD » (1] Uzivatelé » 4 Natan » (1] Dokumenty » (-] Prace » (] Vyuka » (] PRIOS

Obrazek 3 - ubor

e

ovy manager Finder

Polozky: 8, zbyvd 16,61 GB

® Xcode File View Find Navigate Editor Product Debug Source Control Windo
® 00 Undo ®Z | ™3 Map1 — [h] ViewController.h
Redo {327

>l|ﬁmi

T Q o & Cu

pl: Succeeded | 25.03.14 at 14:39

=
#EX @ ViewController.h » m -zoomin:

v b Map1 Copy #C
2 targets, iOSSDK 7.1 Paste ®V ler.h
v (7] Mapl Special Paste Aw:4Y :

|E’ AppDelegate.h
[ﬂ AppDelegate.m
Main.storyboarg

Paste and Preserve Formatting X {3V

Duplicate

$%D
2@ Rostislav Fojtik on 27.11,

Delete
Siewcontrole c) 2013 Rostislav Fojtik.
[m| ViewController.  Select All A
Images.xcassets X
» || Supporting Files Filter > .
» [ | MaplTests Sort » UIKit.h>
» [ | Frameworks Format » /Ma pKlt .h>
» [ | Products
Refactor e Controller : UIViewContro’
Start Dictation... fn fn

Special Characters...

~%Space | nonatomic) IBOutlet MKM:

i

@5 — (IBAction)zoomIn:(id)sender;
@7 - (IBAction)changeMapType: (id)sender;
Obrazek 4 - zkratky pro editaci v textu



@ Finder Soubor Upravy Zobrazeni

Oteviit Okno Napovéda

[ Map1 — [h] ViewController.h

» A Mapl ) Phone Retina (4-inch 64-bi0)) 105 7.1 | Bulld Map: Succeeded | 25.02.14.2t 14:38 a2
Wma A = e s m e e PRIOS
Mapl 4 Slozka
vB | = =
v;.::m:,‘us‘ < = RERERNE: 810,1 MB, polozky: 8
apl . s
IR Aecoel Do M Naposledy zménéno 29. 4. 2014 18:40:13
m| AppDels Nizev

[ Main.st (53 2013 granty
5 4 ([CJ 0ddil_2013_14
m] ViewCor

» (i 1password Natan » Dokumenty » Prace » Vyuka

& 140430-0001.png

(23 prios &/ 140430-0002.png
[Eimages. A\ Aplikace > G Apps
L » Gl Camera Uploads
> (] Map1Testy . » (i Docentura
>;mezwm © Stahovini » G Erasmus
> (Products | B Filmy > G FIAT
7 Hudba » (i Hyundai
o 54 Journal.dayone
Obrazky > &3 Prace
{23 SkyDrive » Gl PRIOS
) & PRIOS_UkladaniDat. key
E DisicGoogle » (il RubiTrack
lasbbagesss > G Skaut
(£ Box Sync 2% Snimek obrazovky 2014-04-30 v 13.33.07.png
& Natan &= Snimek obrazovky 2014-04-30 v 13..
N &2 Snimek obrazovky 2014-04-30 v 13.
@ Airdrop » G Zmense
[ Plocha
(£ Knihovna
ZARIZENT

[Z) Macintosh HD.
[ Rostislav's MacBook Air
(©) Vzdaleny disk
(5| Toshiba_zaloha
[Z) Toshiiba_HDD
SDILENE

L Vie...

® Predvolby systému

® 00

»»

Obrazek 5 - hIedém’ pres nastroj Spotligh

[ <|> ] [ Zobrazit vie

J

{21 Macintosh HD » (] UZivatelé » 4 Natan » (g Dropbox

Polozky: 19, zbyvi 16,63 GB

Upravy Zobrazeni Okno Napovéda
Pfedvolby systému

Spotlight

Zobrazit vie ve Finderu
0 PRIOS - Vyuka

Nejeastéii

[ PRIOS.doc

Dokumenty

Slozky (@l PRIOS - Vyuka

{3 PRIOS - InovaceKontrola
i {3 PRIOS - Prace_2014

{33 PRIOS - Z_Dropboxu

{3 PRIOS - Dropbox

Prezentace

- PRIOS_UkladaniDat.key

Tabulky PRIOS_ucast_2014.numbers

PRIOS_ picker.pdf - PRIOS_vyuka
PRIOS_ picker.pdf - Prezentace

POF dokumenty | [&

%

PRIOS
PRIOS
) PRIOS
PRIOS

Udalosti

FERERER
2
5
)

Webové stranky () PRIOS_SpriteKit

Vyvojir [ PRIOSViewController.h

Jiné

=3

PRIOS.Zip
Webovi hledini @ Hledat ,PRIOS" na webu
@ Hiedat ,PRIOS" na Wikipedii

Predvolby pro Spotlight...

N
@
Obecné Plocha
a spofic
i -
Monitory Uspora
energie
iCloud Internetové
ucty

B @ o

k

UzZivatelé
a skupiny

|

Flash Player FUSE for OS X

\ \@ g@)

Rodicovsky
dohled

o

Distribution

Obrazek 6 - Predvolby systému

Operacni systém iOS

Operacni systém iOS je uréen pro mobilni zafizeni typu iPhone
nebo iPad. Pomoci mnoha sluzeb je Uzce spjat i s desktopovym
systémem Mac OS X, ale mlZe rovnéZ existovat na né&m zcela
nezavisle. Tento mobilni operac¢ni systém je castecné zalozen na

10
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UNIXu a jednd se zjednoduseny a odlehleny systém Mac OS X.
Systém je rozdifen o multidotykové ovladani. DdleZitou vrstvou
systému je Cocoa Touch.

DuleZitou vlastnosti systému je Sandboxing - prace
s dokumenty. Kazda aplikace ma svij vyhrazeny prostor, do kterého
si ukladéd veskeré dokumenty. Vyhodou je zvyseni bezpecnosti pfri
praci s dokumenty, ke kterym mdlZeme pfistupovat jen z uréené
aplikace. Ostatni aplikace do tohoto vyhrazeného prostoru nemaji
pristup. Pro bézné uzivatele je rovnéz vyhodou jednodussi hledani
soubord, které jsou jen u své aplikace. Systém iOS nenabizi piny
piistup k souborovému systému, coz ovéem mdze byt i urcitou
nevyhodou. Dalsi nevyhodou je, Zze (az na vyjimky, napf. Obrazky)
nelze jeden dokument prohlizet v rlznych aplikacich. Mame-li
naptiklad film, ktery budeme chtit poustét v rlznych video
prehravacich, musime jej nakopirovat do Sandboxu kazdé aplikace.

Ovladani aplikaci je pln& ptizplsobeno dotykovym gestim
a ovladani prsty. Aplikace vzdy zabira celou obrazovku a nelze mit na
obrazovce mobilniho zafizeni vice aplikaci najednou.

Systém i0OS podporuje multitasking. Oproti desktopovym
systémUim ma ovéem nékterd omezeni, kterd jsou vétsinou z divodul
Setfeni energie. Vé&tdina aplikaci nemlZe plnohodnotné béZet na
pozadi, ale muZe vyuZivat tzv. push notifikaci nebo lokdinich
notifikaci. Notifikace mohou uzivatele upozornit na urcité informace
aplikaci. Push notifikace jsou iniciovany servery vyrobce aplikace,
které nasledné komunikuji se servery firmy Apple. Lokalni notifikace
nevyZaduji zaddné pfipojeni k serverim a jsou uklddany do systému.
Pro vyvolani notifikaci nemusi pfislusné aplikace byt aktudlné
spustény.

Ke komunikaci s desktopovym systémem obvykle slouzi
aplikace iTunes, kterd zajistuje synchronizaci dat. Synchronizace se
muUzZe provadét na lokalni disk nebo Ize vyuZit iCloud.

11
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Kontrolni otazky
Co je to sandboxing a jaké ma vyhody a nevyhody?
Jaka mobilni zafizeni vyuzivaji operacni systém i0S?
Jak se jmenuje uloziété firmy Apple, které muZe slouzit k ukladani
a synchronizaci dat?
K ¢emu slouzi Spotlight v operacnim systému Mac OS X?

—
4

Shrnuti kapitoly

Operacni systém iOS je vyuzivan firmou Apple pro mobilni zafizeni
iPhone, iPad nebo iPod Touch. Na desktopovych pocitacich firma
pouziva operacni systém Mac OS X.

14
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2. ZAKLADY PROGRAMOVACIHO JAZYKA
OBJECTIVE-C

V této kapitole se dozvite:

cilem této lekce je ukdzat zakladni charakteristiku objektové
orientovaného programovani a jeho implementace v programovacim
jazyku Objective-C.

Po absolvovani lekce budete:

« védét, co je to tfida a objekt

e umét wvytvorit tfidu a objekt v programovacim jazyku
Objective-C

e umeét vyuzivat architekturu Model-View-Controller

Klicova slova této kapitoly:

programovaci jazyk, vyvojovy nastroj, objektové orientované
programovani, trida, objekt, Objective-C, Model-View-
Controller

Cas ke studiu: 3 hodiny

Objektové orientované programovani vyuzivd pojem tfida
a objekt. TFidu miZeme chdapat jako obecny koncept a objekt jako
konkrétni instanci tfidy. Napriklad obecny koncept Osoba budeme
definovat jako tridu, kterd obsahuje metody (zpravy) a vlastnosti
obecné osoby. Konkrétni osobu chapeme jako objekt tfidy. Zakladem
objektové orientovaného programovani je tfida (class). Typ tfida se
podobd struktufe v jazyce C. Mize vdak navic obsahovat i funkce
nazyvané metodami (zpravami) - princip zapouzdfeni. Zapouzdreni
kromé spojeni ¢lenskych dat a clenskych funkci (metod) umoznuje
jasné odlisit vlastnosti dané tfidy, které mohou byt pouzivany i mimo
definici tfidy od rysu, které Ize vyuzivat jen uvnitf t¥idy - rozliSeni
pristupovych prav.

Jednotlivé objekty si zasilaji zpravy (volaji se metody) a mezi
sebou komunikuji.
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Obrazek 11 - objekty si posilaji zpravy

Programovaci jazyk Objective-C vznikl rozsifeni jazyka C
objektové orientované vlastnosti. Tvlrci jazyka Brad Cox a Tom Love
se nechali dost ovlivnit jazykem Smalltalk, coz je vidét rovnéz na
zpUsobu zapisu kédu.

Novou tfidu prostfedi Xcodou vytvofime v menu File - New -
File v Casti Cocoa Touche - Objective-C class.

Choose a template for your new file:

| ios N N -
Cocoa Touch h h
Cand C++ Obj-C Obj-C Proto
[
User Interface - o .
ective-C class jective- jective-C class jective-C protoco!
| e DAt Objective-C cl Objective-C Objective-C cl Objective-C protocol
R category extension
esource
Other R
: & osx
| Test
i
| Cand C++ Objective-C test
Jﬁ User Interface case class
Core Data
X Resource
= Other
.2‘;),
S
Objective-C class
Obj-C
',: An Objective-C class, with implementation and header files.
| ros
| Cancel | Previous | | Next |

Obrazek 12 - vytvoreni nové tridy

Trida v jazyku Objective-C je rozdélena do dvou soubord. Prvni
soubor ma pfiponu h a obsahuje interface tfidy:

//

// PRIOSViewController.h
// prvni

//

17



// Created by student on 03.10.13.

// Copyright (c) 2013 student. All rights reserved.
//

#import <UIKit/UIKit.h>

@interface PRIOSViewController : UIViewController
@property (weak, nonatomic) IBOutlet UIButton

*clickButton;
- (IBAction)touch: (id) sender;

@end

® Xcode File Edit View Find Navigate Editor Product Debug Source Control Window Help A % & @ €D [
® 006 ™ prvni.xcodeproj — [h] PRIOSViewController.h

’ D | ﬁ prvni ; iPhone  iOS 6.1 prvni: Ready | Today at 23:06 No Issues

W Q A & = » 8 |u| <4 » | pwni[]prvni) b PRIOSViewController.h ) No Selection
vB Zp:::;iets i0S SDK 7.0 " .

- // PRIOSViewController.h
v B prvni // prvni
[R] PRIOSAppDelegate.h 77

@] PRIOSAppDelegate.m

[B) MainStoryboard.storyboard // Created by student on 03.10.13.

[f] con h // Copyright (c) 2013 student. All rights reserved.
|m| PRIOSViewController.m /7
» [ | Supporting Files
» (] prvniTests #import <UIKit/UIKit.h>
» [ | Frameworks
» [ Products @interface PRIOSViewController : UIViewController
® @property (weak, nonatomic) IBOutlet UIButton *clickButton;
® - (IBAction)touch:(id)sender;
@end

Obrazek 13 - soubor obsahujici interface tridy

Implementace tfidy a vSech jejich metod (zprav) se nachazi
v souboru s priponou m. Oba soubory maji stejny nazev, ktery se
shoduje s nazvem tridy.

//

// PRIOSViewController.m
//  prvni

//

// Created by student on 03.10.13.

// Copyright (c) 2013 student. All rights reserved.
//

#import "PRIOSViewController.h"

@interface PRIOSViewController ()
@end
@implementation PRIOSViewController
- (void)viewDidLoad
{
[super viewDidLoad];
// Do any additional setup after loading the view,
// typically from a nib.
}

- (void)didReceiveMemoryWarning

{
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[super didReceiveMemoryWarning];
// Dispose of any resources that can be recreated.

- (IBAction)touch: (id) sender {

UIAlertView *alert = [[UIAlertView alloc]
initWithTitle:nil message:@"Ahoj, moje aplikace!"
delegate:self cancelButtonTitle:@"Cancel"
otherButtonTitles: nil];

[alert show];

@end
® Xcode File Edit View Find Navi Editor Product Debug Source Control Window Help A % & @ 0o @D + “
e 00 [ prvni.xcodeproj — [m| PRIOSViewController.m
P [T | /Apwni) iphone ) i056.1 prvni Ready | Today at 23:06 No Issues
WM ZTQ A & = » B W <4 » [pvni)[]prvni) [m PRIOSViewController.m ) No Selection
oy prvni 77
2 taraets, (050K 7.0 // PRIOSViewController.m

v (prvni
rvni
[R] PRIOSAppDelegate.h /7

/7
g:‘:‘:ﬁ?:::::ﬂt::wm // Created by student on 03.10.13.
[h] PRIOSViewController.h // Copyright (c) 2013 student. All rights reserved.
B PRIOSViewControlle /7
» [_]Supporting Files
» (] prvniTests #import "PRIOSViewController.h"
» (] Frameworks
» [ Products @interface PRIOSViewController ()
@end

@implementation PRIOSViewController
- (void)viewDidLoad
[super viewDidlLoad];
// Do any additional setup after loading the view, typically from a nib.
}
- (void)didReceiveMemoryWarning
[super didReceiveMemoryWarning];
// Dispose of any resources that can be recreated.
}
® - (IBAction)touch:(id)sender {

UIAlertView *alert = [[UIAlertView alloc] initWithTitle:nil message:@"Ahoj,
moje aplikace!" delegate:self cancelButtonTitle:@"Cancel"
otherButtonTitles: nill;

[alert showl;

}
@end

Obrazek 14 - soubor s implementaci tfidy

Priklad definovani tfidy Person. Nejprve se podivejme na
soubor Person.h, ktery obsahuje vlastnosti (atributy) tfidy a hlavicky
metod (zprav). V jazyku Objectvie-C je definovana trida NSObject,
ktera slouzi jako univerzalni predek pro nové tridy.

#import <Foundation/Foundation.h>

@interface Person : NSObject

{
NSString *name;
int age;
}
- (id) initwWithName: (NSString *)newName age: (int)newAge;
@end
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V souboru Person.m jsou definovany jednotlivé metody.
#import "Person.h"

@implementation Person
- (id) initwWithName: (NSString *)newName age: (int) newAge

{

self = [super init];
if (self != nil)
{
name = newName;
age = newAge;

}

return self;
}
//dalsi pripadné definice
@end

V hlavnim modulu miZeme definovat konkrétni objekt tfidy

Person.
#import <Foundation/Foundation.h>
#import "Person.h"

int main(int argc, const char * argvl])

{

@autoreleasepool {
Person * p = [[Person alloc] initWithName:@"Karel"
age:9];

}

return 0;
}
Zasilani
o
zpusobem:
//zprava bez argumentl

[object message];

zprav (volani metod) se provadi nasledujicim

//zprava s jednim argumentem
[object message : argument];

//zpradva se vice argumenty
[object message : argl agument?2 : arg2];

//zprava vraci hodnotu
int value = [object message];

20



NSObject

Person
-age :int
-name : NSString

Obrazek 15 - diagram trid, jednoducha dédi¢nost

Vlastnosti jazyka Objective-C:
* nerozliSuje public a private zpravy (metody)
e nerozliSuje mezi virtudlnimi a nevirtudlnimi  zpravami
(metodami)
* nepouziva destruktor
e nepouziva const u zprav
* NoOVy preprocesor
* symbol @ pro prvky jazyka Objective-C
» static binding, dynamic binding
* jazyk nepouziva reference, ale jen ukazatele
 nema Sablony, namespace

Protocol
Jazyk Objective-C vyuziva protokoly (Protocol), které jsou
vlastné seznamem metod sdilenych tfidami. Jednd se vlastné o
konstrukci interface vyuzivanych v jazyku Java.
Protocol obsahuje deklarace metod a vyuziva klicové slovo
@protocol. Metody mohou byt:
@require - povinné, je nutné je ve tridach implementovat
@optional - nepovinné
// FirstProtocol.h
#import <Foundation/Foundation.h>

@protocol FirstProtocol <NSObject>
- (NSString *) methodFirstProtocol;
@end

// SecondProtocol.h
#import <Foundation/Foundation.h>

@protocol SecondProtocol <NSObject>
- (NSString *) methodSecondProtocol;
@end

// MyClass.h

21



#import <Foundation/Foundation.h>
#import "FirstProtocol.h"
#import "SecondProtocol.h"

@interface MyClass : NSObject <FirstProtocol,
SecondProtocol>

/]

@end

// MyClass.m
#import "MyClass.h"

@implementation MyClass

- (NSString *) methodFirstProtocol
{

return (@"methodFirstProtocol");

- (NSString *) methodSecondProtocol

return @"methodSecondProtocol";

}
@end

#import "MyClass.h"

@implementation MyClass Method 'methodSecondProtocol' in protocol not implemented
- (NSString x) methodFirstProtocol
{

return (@'methodFirstProtocol");

}

@end

Obrazek 16 - chybéjici definice metody z protokolu vyvold upozornéni

Pro vytvareni mobilnich aplikaci pro iOS nabizi firma Apple
framework Cocoa Touch, ktery nabizi prostfedky pro jednodussi
tvorbu. Framework zdroven podporuje implementaci vhodné
architektury programu. Jako prvni se jedna o architekturu nazvanou
Model - View - Controller (MVC), kterd rozdéluje aplikaci na tfi
relativné samostatné casti:

1. Model - popisuje datovou ¢ast aplikace

2. View - Cast uzivatelského rozhrani (vzhledu aplikace)

3. Controller - se zabyva fidici logikou aplikace

Z&kladni divody rozdéleni aplikace na tyto tfi samostatné ¢asti
jsou:

» vétsi pfehlednost a logictéjsi usporadani kédu,

e moznost nahradit jednu dcast aplikace, aniz bychom museli
upravovat dalsi ¢asti (napriklad mozZnost ménit vzhled aplikace
bez nutnosti zasahovat do fidici logiky a datového modelu),

e jednodussi prace v tymech.

Na nasledujicim obrazku je ukazka usporadani jednoduché
aplikace podle MVC. Program simuluje jednoduchou databazi
zamé&stnancl. V ¢asti Model je definovana tfida MYEmployee, kterd
popisuje zakladni vlastnosti a schopnosti zaméstnance. V ¢asti View
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je pouze definovan vzhled aplikace. Popisuje, ze kterych oken se
aplikace skladd a jaké ovladaci prvky obsahuje. Cast Controller
obsahuje fridici logiku ve tfidé NSArrayController, ve které je
nadefinovano, jak se pracuje s jednotlivymi objekty (zaméstnanci).

MYEmployee

Controller

v

NSArrayController

Obrazek 17 - Architektura Model - View - Controler

Kontrolni otazky
Jaké soubory je potfeba vytvofit pfi sestavovni nové tridy v jazyce
Objective-C?

Shrnuti kapitoly

Objetive-C patfi mezi objektové orientované programovaci jazyky.
Trida vyjadfuje obecny koncept. Objekt je jiz konkrétni jev, instance
dané tridy.

Zakladni architektura aplikace by méla vychazet z navrhu Model -
View - Controller.
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3. XCODE A PRVNI APLIKACE

V této kapitole se dozvite:
cilem této lekce vytvorfit prvni aplikaci a seznamit se
S vyvojovymi nastroji.

Po absolvovani lekce budete:
e umét pracovat s vyvojovym nastrojem Xcode,
» umét vytvaret jednoduché aplikace.

Klicova slova této kapitoly:
akce, Objective-C, outlet, program, Xcode

Cas ke studiu: 3 hodiny

K vyvoji mobilnich aplikaci pro operacni systém iOS je potfeba
zvolit vhodny programovaci jazyk a vyvojovy nastroj. Firma Apple
pro vyvojare nabizi vyvojové prostiredi Xcode a prislusné SDK, které
Ize zdarma stadhnout z App Storu. Prostfedi Ize nainstalovat pouze na
pocitace s operac¢nim systémem Mac OS X.

7‘ App Store Upravy Obchod Okno Napovéda

oo = =
<> - A AW, ) (Gxose  ©
[ J Featured Top Charts  Categories  Purchases  Updates .
Search Results for “XCode” Sort By: Relevance

25 4, Xcode Templates for XCode LT Tutorial for Xcode Lite Docs for Xcode
A v ev Developer Tc
ﬁé CSImp cEp \ B D cEp
Tutorial for XCode Apps Source Code - Xcod )\ Project Analyzer for Xcod Templates for Xcode
X =
Developer 0 e NN eveloper Developer To
\_\ [2199€ v 263€| % \ 359€| v (1799 €|+ ]
0 O
/‘T Project Statistics for Xcode "= Training for Xcode Project Duplicator for Xc App Academy: Xcode Editi
uw €&xiD @ 595¢|%) 359¢|v) 359¢| 7]

Obrézel%>1'8“-lvyvojové prostfedi Xcode v App Store

Vyvojové prostfedi obsahuje preklada¢ jazyka C/C++
a objektové orientovaného programovaciho jazyka Objective-C.
Prostfedi Xcode miZeme spustit napfiklad pfes Spotlight.
BALARE LG D i T 0 b 105G &19.9. 16:49
spotlight (@800
Nejdastéli v/ Xcode.app
@ Xcode.app

h Xcode

Verze 5.0

Copyright © 1999-2013 Apple Inc. All rights reserved

4.37GB k Y PRIOS_Uvod.key-tef

Naposiedy zménéno 14. 8. 2013 1:34:45 PRIOS_SDKO1.key-tef
PRIOS_XCode.key-tef

Xcode - obr

Yrada - Navalanar

Obrazek 19 - Spusténi Xcode
K testovdni vytvofenych aplikaci muUZeme pouzivat redlnd

mobilni zafizeni (vyzaduje developer Ucet) nebo softwarovy
simulator.
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h) pokus_josAppDe: qu:}
m pokus_losAppDeiegal
= MainStory.. storyboarn
h) pokus_jos..ontroller.

100 Vypoéet
nfoPlist strings.
= main.m
h Pokus-Prefix pch
« Defauit.png
« Defauh@2x.ong
« Defauit-S68h@2xd
> [ Frameworks
Products

Vypocet

Ml Fie Template Library

Objective-C class - An Objectve-C
class with 2 header for Cocoa Touch

uamaammu R e
€ protocol for Cocoa Touch
S Q L= Objective-C test case class - An
Objective-C class containing an OCUnit
test case with a header for Cocoa Touch

, ,
o I pe—

C’ C File - AC file

8 ® =8 L e+ Class-AC+s class

Co+ implementation wih header

YY1 = n t v J 4

Obrazek 20 - sp étén;'/ simulator iPhonu (starsi verze)

Po spusténi Xcode se objevi dialogové okno, ve kterém si
vybereme, zda chceme vytvofit novou aplikaci nebo chceme otevrit
jiz existujici projekt.

"‘M prezentace02

nty/2012_granty/Inovace/PRGiOS/Priklady

M5 prezentace0l
nty/2012_granty/Inovace/PRGiOS/Priklady

L]
h [, Prevodnik
L nty/2012_granty/Inovace/PRGiOS/Priklady
t
J "ﬂﬂ ipad01 )
L} nty/2012_granty/Inovace/PRGiOS/Priklady
d W I X “ﬂq Protokoly01
e come O co e L nty/2012_granty/Inovace/PRGiOS/Priklady
t
Version 5.0 (5A1412) [, Kategorie01
| nty/2012_granty/Inovace/PRGiOS/Priklady
M xx
[4 L nty/2012_granty/Inovace/PRGiOS/Priklady
A Create a new Xcode project
Start building a new iPhone, iPad or Mac application.
L 73 Check out an existing project

Pall| Start working on something from an SCM repository.

! @ Open Other...

C
Obrazek 21 - Otevreni Xcode
Nasleduje vybér typu aplikace. Pro tvorbu mobilnich aplikaci je

potifeba vytvorit projekt pro iOS a nejprve vytvorime aplikaci typu
Single View Application.
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oo >
> m Loading EBFE | [
W 2QASE=E®R & <> D8

Choose a template for your new project
aos
= ) 1
Framework & Ubrary
Other
Master-Detail OpenCL Came Page-Based Single View
& 0sx Application Agplication Application
Aoplication
Framework & Ubrary 3 4
Application Plug-in — X Lg F
System Plug-in
Other Tabbed Application  Unilay Application  Empty Application Spriteiit Came
7 single View Application
= This template provides a starting point for an application that uses a single view. &t provides a
=1 view controller 1o manage the view, and a storyboard or nib file that contains the view.
Cancel Previous Next
Dl o=

action
message 10 a target odject when it

Gradient Button - Wntercests
mouse-down events and sends an
action message to a target object

Rounded Rect Button - Intercepts
mouse-don events and sends an
action message to a target object

Obrazek 22 - vybér typu projektu

Dale je potfeba vyplnit nazev projektu, pfipadné nazev
organizace a prefix tfid.

0006
> | | Loading
B TQAS=®8 = <>

Ed7 | Dl
[N

Choose options for your new project:

|\

Product Name [PrvniApp

Organization Name |RF
% Company dentfier R
| sunde wenser 75 proin
Class Prefix | PRIOS R
Devices | iPnone '

Cancel Previous Next

Do =

Push Button - Intercepts mouse-
down events and sends an action
message to a target object when it.

Gradient Button - Intercepts
mause-down events and sends an
action message to a target object

Rounded Rect Button - Intercepts
mouse-down events and sends an
action message to a target object

Obrazek 23 - vyplnéni nazvu projektu

V hlavnim nastaveni aplikace je potfeba zvolit zafizeni,
ve kterém aplikace ma pracovat (iPhone nebo iPad).
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e00 [ PrvniApp.xcodepro) 3

&
P 1 Arniapp ) [} Natan iPhone 5 PrvniApp: Ready | Today at 11:49 N | EEDS D=0
B 2TQAS=Em® e = <> Rewia DB

5 A PrvniApp & General Capabilities. Info Build Settings Build Phases Build Rules Quick Help
2 targets, i0S SOK 7.0
v [ Prvniapp v dentity

Bundle Identifier RF.Prv

h] PRIOSViewController. Version (1.0
m PRIOSViewControlier.m
(0 Images. xcassets
» [ Supporting Files
» | PrvniAppTests
» [ frameworks
» Products ¥ Deployment Info

suild 1.0

Team | Rostislav Fojtik (rostistav.fojtik .. &

Deployment Target (7.0 v

Devices | iPhone
Main Interface Main v

Device Orientation # Portrait
Upside Down
o Landscape Left
 Landscape Right
Status Bar Style | Defauk

Hide during application launch
¥ App lcons.

Source (Apwicon Jo
“ DUeom

Push Button - Intercepts mouse-
down events and sends an action
message 1o a target object when its.

¥ Launch Images

Source | Launchimage o
Gradient Button - Intercepts
mouse-down events and sends an

¥ Linked Frameworks and Libraries action message to 3 target object

i Rounded Rect Button - Intercepts
5 CoreCraphics framework Required $ mouse-down events and sends an

action message to 3 target object
& Uit framework Required 3

) Foundation.framework Required bt s
+ ema@ =6

Obrazek 24 - nastaveni projektu

Grafickd ¢ast aplikace se vytvari v ¢asti storyboard.

e 0o 5 PrvniApp.xcodeproj — (& Main.storyboard >

%
P 1 Avewniagp ) [ Natan iPhone s ProniApp: Ready | Today at 11:49 N B D=0
"2 Q A Q== 8 = <> Bewiag PrvniApp | 5 Main storyboard | Main.storyboard (Base) ) No Selection DE 8% O

B “

2 targets, 105 SDK 7.0

v (] PrvmiApp

h) PRIOSAppDelegate h
Im PRIOSAppDelegate. m

h! PRIOSViewController.h

m PRIOSViewControlier.m -
() mages xcassets
» [ Supporting Files
» (] PrvniAppTests
» | Frameworks
» (] Products oy
D} o=
‘ooyects ana controners not airecty
avaiable in Interface Buikder.
Button
Button
Usutton Label Label - Avariaby sized amount of
static text.
Implements 2 button that intercepts touch events and sends an
action message to 3 target object when It’s tapped. You can set
the ue, image, and other appearance propertes of a button. Button - Intercepts touch events and
In addition, you can specify a different appearance for each Button sends an action message to a target
button state. « obiect when It's tapped.

‘Segmented Control - Dsplays
) e S
P

= Do Text Field - Displays editable text
View Controll€f Text  and sends an action message to 3
target object when Retum is tapped.

+em@e > B B)(E e @) (@ = a) |, =

Obrazek 25 - Xcode storyboard

V seznamu grafickych komponent si vybereme tlacitko
a umistime jej do prostiedi aplikace. Pomoci my$i miZeme upravit
velikost a umisténi tlacitka.
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eno 2 PrvniApp.xcodeproj — = Main.storyboard

EEE D=0

P [ | Avpwniapp ) [ Natan iPhone s PryniApp: Ready | To.

B TQ A S =®» B = « ) Prwniapp PrvniApp ) = Main.storyboard | & Main.storybo . [ View Controll View Controller View Button - Button DEeE 8 % 0O
+ I PrvniApp Triggered Segues

22 targers, i0s sok 7.0 xton

v [ Prvniapp
h) PRIOSAppDelegate h
m) PRIOSADpOEi€gate.m

h) PRIOSViewController.h
m) PRIOSViewController.m -
i Images.xcassets
» [ Supporting Files
» (] PrvniAppTests
> [ Frameworks
» [ Products

DO e =

Object - Provides a template for
objects and co t directly
available in lnt v

Label - A variably sized amount of
Label Static text.

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

— Segmented Control - Displays
=2 .

Toxt | Te2Field - Dispas dtabetex
5] B2 siter @(a = & fext  and sends an acticn message to 3
+ ea@® 3G

Obrazek 26 - Vlozeni ovladaciho prvku do prostfedi aplikace

V pravém hornim rohu Xcode si nechte zobrazit Attributes
inspectors, ve kterém mdlZeme nastavit vlastnosti konkrétni
komponenty. Napriklad popis tladitka.

X X) B PrvniApp.xcodeproj — = Main.storyboard

P 1 Arveiapp) [ Natan iphone s PrvniApp: Ready | Today at 11:49 u EAS D20
" IQAS=E®B = o« I Prvniapp ) (L] Prvnidpp ) (5 Main.storybo... ) & Main.storybo... ) [ View Control. View Controlier ) |__ View ) |__ Button - Kiikni zde DE B %« 0
+ I PrvmiAgp Button
82 argens. 05 50¢ 7.
Type | System
» ¥ yste
h PRIOSAgpDeiegate h State Conflg | Default
= PRIOSApOelegate.m Titke [ Plain
= Klikni 2de
h PRIOSViewCortroller.h
= PRIOSViewController.m - t System 15.0
Images xcassets oS- Defauit
> __ Supporting Files Shadow Color Default
PrvmiAppTests
mage
Frameworis
> Gl Prodects Sackground
Shadow Offset (X8 o0lf:
with Height
o o a
c Kiikni zde a Reverses On Highlight
o o o Drawing (| Shows Touch On Highlight
 Highlighted Adjusts Image
™ Disabled Adjusts Image
Une Break [ Truncate Middie
€dge [ Content
Inset ol :
Top sottom
8 ol
D o=
Object - Provides a template for
objects a ers not directly
ider.
Label - A variably sized amount of
Label Static text.
Button - Intercepts touch events and
BUMON sends an action message to 3 &
object when it tapped.
| Segmented Control - Dsplays
. functions as a discrete bu
. 1 (=3
Te Text Field - Dsplays editable text
= - [ext  and sends an action message 1o 3
z = Hitei B |[Q = Q
+ ea® L] @

Obrazek 27 - nastaveni vlastnosti tlacitka

V pravé horni Casti kliknéte na ikonku Show the Assistant
Editor. Prostiedni ¢ast Xcode se rozdéli na dvé Casti. V levé jeji Casti
je stale vidét vzhled budouci aplikace (storyboard) a v pravé se
objevi zdrojovy kéd. Zobrazte si kdéd souboru ViewController.h.
Najedte mysSi na tlacitko ve vytvarené aplikaci. Zmacknéte pravé
tlacitko mysi a presunte se do Casti s kédem. Objevi se modra vodici
Use¢ka. Stejného efektu muZete dosahnout pomoci levého tladitka
mysi a souc¢asného drzeni tlacitka Ctrl.
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® Xcode File [Edit View Find Navigate Editor Product Source Control =
eoo B ukayzkal.xcodeproj — = Main.storyboard -
P M A skayzkal ) [ Phone Retina (3.5-inch) skayzkal: Ready | Today at 19:14 B D=0 |
"N QAQ=®0 = «> B =208 v Sutton - Kliknizde 2 <« » [ W P [@ @nterface PRIOSViewController <4 2 » O O DE 8w+ O
o I shayzkal 1/ Buton
e // PRIOSViewController.h Type | System
v (] veayzkal
// ukayzkal
h PROSADDDelegate h 1/ State Contg  Default
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Obrazek 28 - spojeni ovladaciho prvku s kédem

Nejprve vytvofime outlet,
s kédem. Doplnime nazev outletu. Outlet

tedy

spojeni ovladaciho prvku
je instan¢ni proménna,

kterad je deklarovana pomoci klicCového slova IBOutlet. Tato instancni
proménna se spoji s objektem ve storyboardu.
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Obrézek 29 - vytvoreni outletu a jeho pojmenovani

Outlety zajistuj

k tfidé IBOutlet.
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@property (nonatomic, retain) IBOutlet UIButton
*pbtnClickHere;

ProtoZze tlacCitko bude provadét a vyvolavat néjakou cinnost
(v nasem prikladu spusti alert - upozornéni), je potfeba vytvorit akci.
Opét pomoci drzeni pravého tlac¢itka mysi spojime nas ovladaci prvek
s kédem. Misto volby Outlet vybereme Action a akci pojmenujeme.

Pozor! Viechny nazvy outletl i akci definujte tak, aby jste se
v nich i po delsi dobé vyznali a védéli k cemu maji slouzit.
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Obrazek 30 - vytvoreni akce
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Obrazek 32 - pojmenovani konkrétni akce

Akce jsou metody (zpravy), které jsou soucasti tridy Fizeni.
Odvozuji se ze tridy IBAction.
- (IBAction)clicker: (id) sender;
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Obrazek 33 - outlet a akce v kddu

Dal&i obrazky ukazuji jiny zplsob spojeni ovladacich prvkil
s kédem.
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Obrazek 35 - spojeni ovladacich prvku s kédem
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Obrazek 37 - kontrola spojeni ovladaciho prvku s kédem

Abychom si mohli zkontrolovat, jak se bude vytvorena aplikace
chovat, obsahuje vyvojové prostiredi rovnéz simulator zafizeni iPhone
nebo iPad. Pokud mé& programator zaplaceny vyvojafsky Gcet, mlze
své aplikace pfimo zkouset na konkrétnich fyzickych mobilnich
zarizenich.
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Obrazek 38 - vybér realného zafizeni nebo typu simulatoru
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Obrazek 40 - spustena aplikace v simulatoru
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Kontrolni otazka
K ¢emu slouzi outlet?

>

Shrnuti kapitoly

Programovaci jazyk Objetive-C slouzi k vyvoji aplikaci pro iOS.
Zakladni architektura aplikace by méla vychazet z navrhu Model -
View - Controller.

Grafické rozhrani aplikace se vytvari ve storyboardu.

Outlet slouzi k propojeni instan¢ni proménné s komponentou
v grafické c¢asti aplikace.

Akce je metoda (zprava) je soudasti tfidy fizeni.
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4. UVOD DO COCOA TOUCH

V této kapitole se dozvite:
Zakladni informace o frameworku Coca Touch.
Po absolvovani lekce budete:
e znat strukturu a zakladni ¢asti frameworku Cocoa Touch,
« umét vytvaret jednoduché aplikace.

Klicova slova této kapitoly:
framework, Cocoa, Cocoa Touch

Cas ke studiu: 2 hodiny

Pro vyvoj aplikaci je potfeba vyuzit prislusné SDK a frameworky.
Zatimco pro operacni systém Mac OS X se vyuziva pro podporu
vyvoje aplikaci Cocoa, tak pro systém iOS je to Cocoa Touch.
Cocoa spojuje frameworky:

* Foundation

* Application Kit (AppKit)
Cocoa Touch obsahuje:

* Foundation

e UIKit (misto AppKit)

+]

(I

Harc[ware

)
—

Obrazek 41 - architektura

* Core Animation
o OpenGL ES
Core Image
Resolution Independent
Quartz 2D
AirPrint
o Photo Library
* Core Audio
o Video Playback and Capture
o AirPlay
o Media Library

o
o
o
o

3

()]




o Core Audio and OpenAL
* Core Data
o SAQLite

o Sdileni dat mezi aplikacemi
o PFistup ke kontaktiim a fotografiim
o Pristup ke kalendari
o XML
o HTML5
Controller
=
g =

Model e
| \
| :\ \

|| \&?a ‘{\\\‘

Interface Builder

View

@

Obrazek 42 - Cocoa a Model-View-Controller

Pro vyvoj aplikaci pro i0S mizeme vyuZivat napfiklad ndsledujici
frameworky a knihovny:
Cocoa Touch Layer

* UIKit.framework

* MapKit.framework

* Push Notification Service
* MessageUI.framework

e AddressUI.framework

*  GameKit.framework

e jAd.framework

* EventKit.framework

e Accounts.framework

* Social.framework

iOS Media Layer

* CoreVideo.framework

* CoreText.framework

* ImagelO.framework

* AssetslLibrary.framework
e CoreGraphics.framework
* Corelmage.framework

* OpenGLES.framework

* GLKit.framework

* NewsstandKit.framework
* iOS Audio Support

* AVFoundation.framework
* Core Audio Frameworks
* Open Audio Library
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* MediaPlayer.framework

e CoreMIDI.framework

iOS Core Services Layer
 AddressBook.framework

e CFNetwork.framework

e« CoreData.framework

e CoreFoundation.framework

e CoreMedia.framework

* CoreTelephony.framework
 EvenKit.framework

* Foundation.framework

e CorelLocation.framework
 MobileCoreServices.framework
e StoreKit.framework

e SQLite library

* SystemConfiguration.framework
* QuickLook.framework

iOS Core OS Layer

e Accelerate.framework

» ExternalAccessory.framework
e Security.framework

* System

Prace s pameéti

Aplikace v operacnim systému iOS nevyuzivaji pfi alokaci a
uvolnovani paméti Garbage Collection, ale tzv. pocitani referenci ARC
(Automatic Reference Counting). Je to z ddvodd mensi naro&nosti,
které Setfi vykon mobilniho zafizeni a tim také energie z baterii.

Developer Gcet

Vyvojar, ktery chce své aplikace dale Sifit, si  musi
zaregistrovat na strance https://developer.apple.com vyvojarsky
ucet, ktery stoji $99 rocné.
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iOS Developer Program - Apple Developer
|| | 2| | + & Appleinc.@ developer.apple.com/programs/ios/ ¢

Google Slovnik Pogitate ¥ Noviny ¥ Skaut¥ Kolo¥ Hory¥ Music¥ Daldiv Pricev ObjectiveC¥ Programovani v Vyména bate...pleParts.cz

i0S Developer Program - Apple Developer

‘ Developer Technologies Resources Programs Support Member Center Q
B 0w

iOS Developer Program

The fastest path from code to customer.

@CGEP 599/ vear

1. Develop 2. Test 3. Distribute

Develop your application with the Test and debug your code on iPad, Distribute your apps on the App Store
iOS SDK and a wealth of technical iPhone and iPod touch to finalize your and reach millions of iPad, iPhone,
resources in the iOS Dev Center. applications. and iPod touch users.

Learn more > Learn more > Learn more >

Obrazek 43 - stranky pro vyvojare iOS aplikaci

® Safari Soubor Upravy Zob i
e 006

Technologies Resources Programs Support Member Center Q

iOS Dev Center

Hi, Rostislav Fojtik My Profile Sign out

[CRESTY i0S 7.1 beta iOS Developer Program
Resources for iOS 7 Featured Content Certificates, Identifiers & Profiles ©
! Downloads Create Apps for i0S 7 iTunes Connect ©

Download the late:
What's New in i0S 7 Apple Developer Forums ©
E iOS Developer Library 64-Bit Transition Guide for Cocoa Touch Developer Support Center P
o GettingStarted  + Sample Code Passbook for Developers
¢ Guides « Technical Notes ICloud for Developers
* Reference * Technical Q&As @ App Store Resource Center

Release Notes

. Development Videos

Game Center for Developers Prepare for App Submission

w

w

-

L

-

W Newsstand for Developers
L

W In-App Purchase for Developers
L
-
L

Push Notifications for Developers 0 App Store Approval Process
« i0S Development « WWDC Videos Using 1A In Your 0S Apps
App States and Multitasking /A Managing Apps
ﬂ iAd JS Developer Library -
Get technical documentation on developing
with 1Ad JS ‘ Marketing Resources
ei. Apple Developer Forums
Discuss I0S development with other News & Announcements

developers and Apple engineers
IAd Workbench Expands to New
Countries
Downloads November 12, 2013
<~  Xcode 5.0.2 (_Download Xcode 5 )
This is the complete X(ode. Manage Game Center Leaderboard
developer toolset for Mac, iPhone, Posted Date: Nov 11, 2013

Obrazek 44 - prihlaseni do vyvojarského centra
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[-NaNs) Certificates, Identifiers & Profiles - Apple Developer ¥
& Apple Inc. @ developer.apple.com/account/overview.action

‘ Developer Technologies Resources Programs Support Member Center Q Search Developer D
Certificates, Identifiers & Profiles Rostislav Fojtik v
Gty 0 Rot i st exnsns
- Certificates - Certificates Join the Safari Developer Program
Create a signing certificate for your
i Identifiers i Identifiers Safari extensions.
. Devices - Devices
- Provisioning Profiles - Provisioning Profiles
Learn More Learn More
’:‘ App Distribution Guide D App Distribution Guide
| Learn more | Join now
Copyright © 2013 Apple Inc. All rights reserved.  Terms of Use Privacy Policy

Obrazek 45 - certifikace

Safari  Soubor Upray

00 i0S Certificates (Production) - Apple Developer >
W Apple Inc. @ developer.apple.com/account/ios/certificate/certificatelist.action?type=distribution [ M
‘ Developer Technologies Resources Programs  Support  Member Center  (Q Search Developer
Certificates, Identifiers & Profiles Rostislav Fojtik v
i0S Apps v iOS Certificates (Production) [a]
o Certificates
= Al Name Type Expires
© Pending Rostislav Fojtik i0S Distribution Nov 06, 2014
= Development
* Production

o/ Identifiers
= App IDs
= Pass Type IDs

© Website Push IDs

[J Devices
oAl

) Provisioning Profiles
Al
= Development

= Distribution

Copyright © 2013 Apple Inc. All rights reserved.  Terms of Use Privacy Policy

Obrazek 46 - pripojeni testovacich zafizeni
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@ Safari Soubor Upravy Zobrazeni Historie Zilozky Okno Nipovéda === B A SED L O6 0@ O i &
iOS Devices - Apple Developer

®006

4 | & Apple Inc. & developer.apple.com/account/|os/dev

ce/deviceList.action

& Developer

Certificates, Identifiers & Profiles

iOS Apps v

¥ Certificates |

Pending

Name
Development I

Natan iPad Air
Production

Natan iPad mini

10 identifiers

Natan iPhone 5

App 1Ds

Pass Type IDs

Website Push IDs

[ Devices
Al

1 Provisioning Profiles
All
Development

Distribution

uDID
SIVLURRIUIG S BuocaTe
. - - — 2
T T TME02.8402641602 2 -—
Copyright © 2013 Apple Inc. All rights reserved.  Terms of Use Privacy Policy

Technologies

Resources Programs Support

iOS Devices

Reset your device list before adding any new devices.

Member Center

Q se

Rostislav Fojtik v

Obrazek 47 - seznam testovacich zafizeni

00

LIBRARY
. Device Logs
Screenshots
! DEVICES

My Mac
a 10.8.5 (12F37)

v Natan iPad mini
7.0 (11A465)

B Provisioning Profiles
A Applications
B Console

| Device Logs
Screenshots

Natan iPhone 5

7.0 (11A465)

| Device Logs

E Screenshots

Organizer - Devices

Natan iPad mini

Capacity 30,14 GB
Model iPad mini (Model A1432)
Serial Number =2 namimans
ECID eSS

Identifier

Software Version 7.0 (11A465)
| Restore using iTunes...

Provisioning No provisioning profiles ©

Applications No developed applications ©
70 FairPlay-encrypted applications

Device Logs ©

Screenshots No screenshots ©

Add to Member Center

Remove

Obrézek 48 - pripojené testovacich zarizeni

Shrnuti kapitoly

Pro vyvoj aplikaci v iOS je pfipraven Framework Cocoa Touch.
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5. APLIKACE PREVODNIK

V této kapitole se dozvite:

cilem této lekce vytvorit jednoduchou aplikaci pro prevod
jednotek rychlosti a seznamit se s vyvojovymi nastroji.

Po absolvovani lekce budete:
e umét pracovat s vyvojovym nastrojem Xcode
e umét vytvaret jednoduché aplikace

Klicova slova této kapitoly:
akce, Objective-C, outlet, program, Xcode

Cas ke studiu: 3 hodiny

Zadani prikladu:

Vytvoirme jednoduchou aplikaci pro iPhone, kterd bude slouzit
k pfevodu jednotek rychlosti. UzZivatel pomoci softwarové klavesnice
zadd do editacniho pole rychlost v km/h a po stisknuti tlacitka,
aplikace vypise danou rychlost v milich a metrech za hodinu. Pfi
dotyku mimo editacni pole se softwarova klavesnice skryje.

:supe iOS Simulator - iPhone Retina (4-inch) / iOS 7...

/ DO| operator = 10:43 mm g the v:

n

Zadej rychlost v km/h
yid)d
360]
[supe
'/ D3 o B recreai
Preved jednotky

3Actd mi/h
foubll m/h
1ileP / 1.60¢
ISStr ringWithf

m
1ilel
foubll
etre Q WE R T Z U | O P el x100;
Isstl — — — — — — — — — — EringWitt

m
1etre A S D F G H \J K I_
3Acti o

‘¢ Y XCVBNM " @
lippgd
123 & Mezernik Enter
N

Obrazek 49 - aplikace spusténa v simulatoru
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[supe, oS Simulator - iPhone Retina (4-inch) / iOS 7...
'/ DO, operator = 10:46 mm 10 the v:
n

Zadej rychlost v km/h

yid)d
360

[supe

'/ Di . ) B recreafl
Preved jednotky

JActdl 223.741 ml/h

foubl 10.000 m/h

1ileP / 1.60¢
1SStr ringWithi

m
1ilel

foubl
etre le] x100;
IsSt EringWitt

etre
JActi

[inpu

Obrazek 50 - prevedeni jednotek a skryti kldavesnice v aplikaci

Vytvorme novy projekt jako Single View Application. Pomoci
storyboardu vytvorme vzhled aplikace. Na plochu aplikace umistime
tfi prvky typu Label, které budou slouzit k vypisu informaci. DalSim
vizualnim prvkem bude Text Field, ktery bude slouzit k zadavani
hodnoty rychlosti v km/h. Poslednim prvkem bude Button, pomoci
kterého vyvolame prevod jednotek. Umisténi a velikost jednotlivych
prvkd muUZeme nastavit graficky pomoci mys$i nebo textové
v Attributes ispector a Size ispector.
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Xcode File Edit View Find Navigate Editor Product Debug Source Control Window Help REPABBO © D P T b 90%(

pNs] [ prvniApp.xcodeproj — [B Main.storyboard "
» [ | 7\ prvniAop ) [ iPhone Retina (4-inch) Build prvniApp: Succeeded | 28.11.13 at 15:21 No Issues ENe NN mi=Nn |
QA AS&=m>8 %< » | pvniapp) []prvniApp ) [E Main.storybo...) [E Main.storybo.. View Control...» [ View Controller ) _| Control DE B ¥« ©
[exzitee v [B] View Controller Scene View
2 targets, i0S SDK 7.0
(] prvniApp v (@ View Controller Mode [ Scale To Fill
[h] AppDelegate.h =1/ Top Layout Guide - Tag of:
=] Bottom Layout Guide
m| AppDelegate.m | 4 Interaction (¥ User Interaction Enabled
tain.storyboard ¥ || Control | Multiple Touch
. (
h] ViewController.h Label - Zade] rychlost v km/h Zadej rychlost v km/h ML
[®) ViewController.m | Round Style Text Field Alpha 1
(2] Images.xcassets Button - Preved jednotky Background | C—1 | White Color
» (] Supporting Files b :ze: - '"'/’: Tint @ | Default
(] prvniAppTests el -m - .
(] Frameworks @ First Responder Preved jednotky Drawing @ Opaque () Hidden
i Prodie Exit  Clears Graphics Context
mih () Clip Subviews
 Autoresize Subviews
Stretching )5 ol
m/h R T
1 13
Width Height
0D o =
View Controller - A controller that
supports the fundamental view-
= management model in iPhone O5.
N BIIENR 9
Q) N
‘ ‘ Table View Controller - A
© ® m 2 & 2 |NoSelection controller that manages a table view.
Collection View Controller - A
controller that manages a collection
view.
ea@® )| Aol @ @ - All Output + o oDm 26>

Obrazek 51 - uzivatelské rozhrani aplikace

Ddle je potreba vytvofit outlety pro ovladaci prvky, které se
budou béhem aplikace ménit nebo na které se potfebujeme v kdédu
odkazovat.

@property (weak, nonatomic) IBOutlet UITextField
*inputText;

@property (weak, nonatomic) IBOutlet UILabel *milelLabel;
@property (weak, nonatomic) IBOutlet UILabel *metrelabel;

V aplikaci je potieba definovat dvé akce. Prvni pfi kliknuti na

tlacitko, druha pfi kliknuti na plochu aplikace pro skryti kldvesnice.
- (IBAction)conversionSpeed: (id) sender;
- (IBAction)backgroundTap: (id) sender;

Pokud jsme postupovali spravné, jsou vedle hlavi¢ek outletl

a akci vyplnéna kolecka, ktera potvrzuji spojeni s kédem projektu.
® Xcode File Edit View Find Navigate Editor Product Debug Source Control Window Help "

® 00 ™ prvniApp.xcodeproj — |h| ViewController.h
> D | A prvniApp » [J§ iPhone Retina (4-inch) Finished running prvniApp.app on iPhone Retina (4-inch) No Issues
M2 QAS©=m®>08 | % < » [ pvispp ) []prvniapp ) [h] ViewController.h ) No Selection
v : prvniApp
eSS DR #import <UIKit/UIKit.h>
v || prvniApp
[h) AppDelegate.n @interface ViewController : UIViewController

@ AppDelegate.m
[&) Main.storyboard
ﬂ Contro h
@ ViewController.m
(%] Images.xcassets
» || Supporting Files

» [ | prvniAppTests

» || Frameworks

» || Products

@property (weak, nonatomic) IBOutlet UITextField xinputText;
@property (weak, nonatomic) IBOutlet UILabel *mileLabel;
@property (weak, nonatomic) IBOutlet UILabel xmetrelLabel;

- (IBAction)conversionSpeed: (id)sender;

- (IBAction)backgroundTap: (id)sender;

@end

Obrazek 52 - outlety a akce v souboru ViewController.h
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Daldi kontrolu spravného spojeni mizeme vidét v ¢&asti
Connection inspector.

® Xcode File Edit View Find Navigate Editor Product Debug Source Control Window Help a =
® 00 [ prvniApp.xcodeproj — [Ej Main.storyboard e
P 71 | /A orniAop ) [ iPhone Retina (4-inch) Finished running prvniApp.app on iPhone Retina (4-inch) No Issues \ BoyE DEO
BT QAS=m® B W <« > pwniapp ) ] prni & Main.... > & Main.... ) B View... » @ View... » | Control » _ Round Style Text Field DB B % ¢ O
N v [ View Controller Scene ) Triggered Segues
e action
v (5] prvniApp v © View Controler e
[R] AppDelegate.h Top Layout Guide . delegate o)
m| AppDelegate.m =) Bottom Layout Guide Zadej rychlost v km/h Outlet Collections
T DT o v | Control g
h] ViewController.h 1 (1] Labe! - Zadej rychlost v km/h Q (s bt On £t o
&) ViewController.m M |__|Round Style Text Field Editing Changed e}
i images xcassers | Button - Preved jednotky Editing Did Begin o
» (] Supporting Files || Label - mi/h Preved jednotky Editing Did End Ie)
_ Touch Cance! o
» (] prvniAppTests @ 7Rm‘°' . m/h —— o
» (] Frameworks rst Responder mi/h Touch Down Repeat o
» (] Products Exit Touch Drag Enter o
Touch Drag Exit fe)
m/h Touch Drag Inside fe)
Touch Drag Outside o
Touch Up Inside e}
| Touch Up Outside e}
Value Changed o
Referencing Outlets
(inputText (% View Controller @
New Referencing Outlet o
Referencing Outlet Collections
New Referencing Outlet Collection o
Received Actions

Obrazek 53 - Connection ispector

V souboru ViewController.m je potfeba dopsat kdéd jednotlivych
akci. Nejprve doplfite kéd, ktery zajisti pfimy pFistup k outletiim:
@synthesize inputText, metrelabel, milelabel;

Nasledné je potreba dopsat koéd, ktery bude provadén
po stisknuti tlacitka v aplikaci a pak i kéd pro skryti klavesnice.

® Xcode File Edit View Find Navig Editor Product Debug Source Control Window Help DR ‘g!‘l 49

8006 [ prvniApp.xcodeproj — [m) ViewController.m
» [Tl | /A prvniApp ) [ iPhone Retina (4-inch) \ Build prvniApp: Succeeded | 28.11.13 at 15:21 No Issues |
MIZTQAS=m®> 8| <« » | pvniAop ) (] prvniApp ) [m| ViewController.m ) No Selection
rvniA . .
vB 5(3,99::05 SDK 7.0 #import "ViewController.h"
¥ (] prvniApp
k] AppDelegate.h @interface ViewController ()
&] AppDelegate.m
[E) Main.storyboard w1 @end
[h] ViewController.h 1
View( er.m @implementation ViewController
&) 1mages.xcassets @synthesize inputText, metrelLabel, milelabel;
» (| Supporting Files
> EprvniappTests - (void)viewDidLoad
» (] Frameworks
» [ ] Products

[super viewDidLoad];
// Do any additional setup after loading the view, typically from a nib.
}

- (void)didReceiveMemoryWarning

{
[super didReceiveMemoryWarning];
// Dispose of any resources that can be recreated.

}

® - (IBAction)conversionSpeed: (id)sender

{
double milePerH = 0;
milePerH = [inputText.text doubleValue] / 1.609;
NSString xspeedTextMile = [NSString stringWithFormat:@"%.31f ml/h", milePerH];
milelLabel.text = speedTextMile;
double metrePerH = 0;
metrePerH = ([inputText.text doubleValuel %*100) / 3600;

NSString *speedTextMetre = [NSString stringWithFormat:@"%.31f m/h", metrePerH];
metreLabel.text = speedTextMetre;

E ® nm 2 % 2% |NoSelection

Obrazek 54 - kdéd akci v souboru ViewController.m

#import "ViewController.h"
@interface ViewController ()

@end

45



@implementation ViewController
@synthesize inputText, metrelabel, milelabel;

- (void)viewDidLoad
{
[super viewDidLoad];
// Do any additional setup after loading the view,
// typically from a nib.

}

- (void)didReceiveMemoryWarning

{
[super didReceiveMemoryWarning];
// Dispose of any resources that can be recreated.

}

// akce po stiknuti tlac¢itka - prevod jednotek
- (IBAction)conversionSpeed: (id) sender

{
double milePerH = 0O;

milePerH = [inputText.text doubleValue] / 1.609;
NSString *speedTextMile = [NSString

stringWithFormat:@"%.31f ml/h", milePerH];
mileLabel.text = speedTextMile;

double metrePerH = 0;

metrePerH = ([inputText.text doubleValue]*100) / 3600;

NSString *speedTextMetre = [NSString
stringWithFormat:@"%.31f m/h", metrePerH];

metrelLabel.text = speedTextMetre;

}

// akce po kliknuti na plochu aplikace - skryti klavesnice
- (IBAction)backgroundTap: (id) sender
{

[inputText resignFirstResponder];

@end

V&imnéte si, ze tato jednoduchd aplikace nedodrzuje ddsledné
architekturu MVC. Data jsou vlastné jen Cisla a vypocty prevodu
natolik jednoduché, Ze jsme je zapsali pfimo do akce pfi stisknuti
tladitka. Priklad je jen ukdzkovy a slouzi hlavné k seznameni
s prostfedim Xcode. U skutecnych aplikaci vSak tento pfistup neni
vhodny, nebot znesnadni dalsi Upravu a rozsifeni kodu.

Shrnuti kapitoly

Aplikace se obvykle vyviji v prostfedi Xcode a pomoci jazyka
Objectvie-C. Aplikace jsou postaveny na architektufe Model-View-
Controller.
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6. PICKER

V této kapitole se dozvite:

Cilem této lekce je seznamit se ovladacim prvkem Picker
a zakladnimi moZnostmi spravy zdroji dat pro aplikaci.

Po absolvovani lekce budete:
e umeét pracovat s ovladacim prvkem Picker
e umeét vytvorit a vyuzivat property list pro spravu dat aplikace
e védét k ¢emu slouzi delegat a zdroj dat

Klicova slova této kapitoly:
Delegat, Data Picker, Picker View, Property list

Cas ke studiu: 3 hodiny

Picker je ovladaci prvek vhodny pro vybér. V desktopovych
systémech na PC se pouzivd k podobnym uGé&ellm prvek zvany
Combo Box. Ten vsak neni priliS vhodny pro ovladani prsty
na dotykovém displeji.

iOS Simulator - iPhone Retina (4-inch) / iOS 7... | | ®®®*¢ o T-Mobile CZ & 20:34 © 92 % W) | | eecee T-Mobile CZ & 20:32 0 92 % .
carter = %27 PM = | Zrusit Upravit budik Ulozit | | zrusit Upravit Hotovo
PRIOS
banan.jpg 7 00 A316
Cely den
BANAN Zagatek 24. Fijna 2013  7:30
Opakovat Nikdy
Popis Budik
- - - ¢t24.10. 7 30
Zvuk zv01Drean eaterSoliter
Odlozit ()
Smazat budik Konec 9:05

Obrazek 55 - rizné podoby vyuZiti prvku Picker

Zadani prikladu:

Vytvorte program, ktery pomoci prvku Picker bude zobrazovat
vybrany obrdzek ze sady preddefinovanych obrazka.

Nejprve vytvorme novy projekt na zakladé Sablony Single View
Application. Picker je otoény rédmec pro vybér. Mize mit dvoiji
podobu. Prvni je preddefinovana pro vybér ¢asovych informaci (Data
Picker), druha je obecna (Picker View).
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0D {} & MW

- - - N

Date Picker - Displays multiple )
s~ v w0 rotating wheels to allow users to
select dates and times.

Picker View - Displays a spinning-
e | Wheel or slot-machine motif of
values. '

Obrazek 56 - Data Picker a Picker View

Nejprve vytvorme vzhled budouci aplikace. Do prostredi
vlozme prvky Picker View a Image View. Vytvofme outlety pro oba
ovladaci prvky.

@ Xcode File Edit View Find Navigate Editor Product Debug Source Control Window Help @3 A @B @BE) 4 O | T ¢ bu 60%@ET st8.1. 1
e 00 [ picker01.xcodeproj — [E] Main.storyboard =
P B | /A picker0l ) [ iPhone Retina (4-inch) Running picker01.app on iPhone Retina (4-inch) No EASA  DE0

MO Q A& = » B8 || <4 » [ pickeol) (]pickerol ) [ Mainstory... ) = Main.story. [ View Contr... ) & View Contr... ) | View ) [ Image View DE 8 @« O
v ;’i“a‘r‘;:“yus o0 v [ View Controller Scene ° ion:
ef utlets
v (] picker01 v (@ View Controller — ®
] AppDelegate.h =/ Top Layout Guide C cing Outlet o
m] AppDelegate.m £ Bottom Layout Guide Refe g Outlet Collections
v [ View New Referencing Outlet Collection o
[h] ViewController.h Picker
m| ViewController.m [Blimage\View
@) First Responder
B xit L
Cupertino
« arep.jpg
& hrozny.jpg
4 hruska.jog
« jablko.jpg =
4 jahoda jpg
«| maliny.jpg
| mandarinka jpg
4] ovoce.jpg

« pomeranc.jpg

& svestka.jpg

«| tresne.jpg
5] Images.xcassets
[} ovoce.plist
» (] Supporting Files
» (] picker01Tests
» (] Frameworks
» (] Products

iew - Displays a single
‘animation described by

— Y = ‘Text View - Displays multiple lines
o} (8] t+ites @[[a =@ 5 | of editable text and sends an action
R —_— - | message to a target object when.

Obrazek 57 - tvorba vzhledu aplikace

Pro spravnou funkci oto¢ného ramce je potfeba stanovit
delegdta a zdroj dat. Picker prfenechavd svému delegatu
(UIPickerViewDelegate) provadéni Ukold. Zdroj dat
(UIPickerViewDataSource) predava Pickeru informaci, se kterymi
komponentami bude pracovat. UIPickerViewDelegate
a UIPickerViewDataSource patfi mezi protokoly, coz jsou vlastné
seznamy metod (zprav), které ma tfida vyuzivat. Je nutné je pripojit
v Casti interface k ndzvu tridy:

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

@interface PRIOSViewController : UIViewController
<UIPickerViewDelegate, UIPickerViewDataSource>

{
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NSArray *images,

*texts;

NSString *selectedItem;

@property (weak, nonatomic) IBOutlet UIPickerView
*pickerViewImg;

@Qproperty (weak, nonatomic) IBOutlet UIImageView
*imageView;

@end

Nejprve do aplikace naimportuje predem pripravené obrazky.

@ Finder Soubor

200

P [ | A pickerol ) @ iPhone Retina (4-inch)

Z Finderu staci pretahnout pfipraveny adresar s obrazky.
Upravy C &

Stahovéni

QA Q== B8
. P picker0O1

2 targets, i0S SDK 7.0 v (vB “_' Contrcs (£] 2013_granty Dnes

v [ ] picker01 v (@ View Controll £ 0ddil_2013_14 (] picker01-2
[R] AppDelegate.h (1 collection01
|m| AppDelegate.m (3 PrIOS (] picker03
Main.storyboard M ﬁ Aplikace E Picker02
[h] ViewController.h M picker01
m] ViewController.m M B Dokumenty [ apzos_hodnotenie_2013.xlsx

Images.xcassets
|:] Ovoce.plist
» (] Supporting Files
» [ ] picker01Tests
» (] Frameworks
» (] Products

0 Stahovani

@ Obrazky
SkyDrive
Disk Google

Obrazek 58 - import obrazktd do aplikace

® Xcode File Edit View

)] Ovoce
Véera

(1] javahotpot
(1] HotPotatoes_navody

Predchozich 7 dnu

i 21asen

picker01.xcodeproj — n.storyboard

|&| 734763_10151348788809437_1901817331_n.jpg

1AICIICACA1 74427 19ARTIACA -t

0066
> Ap | Finished running picker01.app on iPhone Retina (4-inch) No Issues M o e
—
mnDQAQ = View
- n picker01 Choose options for adding these files
2 targets, i0S SDK 7.0 -
v (] picker01
[h] AppDelegate.h Destination (¥ Copy items into destination group's folder (if needed)
AppDelegate.m
Main.storyboard M Folders @ Create groups for any added folders
[h] ViewController.h 7] () Create folder references for any added folders
|m) ViewController.m [ )
Images.xcassets Add to targets (M /A, picker01
[] ovoce.piist - ‘D picker01Tests

v (] Supporting Files
[C) pickero1-Info.plist
| InfoPlist.strings
main.m

[h] picker01-Prefix.och

» (| picker01Tests

» (] Frameworks

» (] Products

[ Cancel ] [ Finish ]

Obrazek 59 - potvrzeni importu obrazk( do aplikace
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BIDQAQSE®

® Xcode File Edit View Find

bug Sout
picker01..

”)

j — [E] Main.storyboard

Finished running picker01.app on iPhone Retina (4-inch)

No Issues B

e ——
< > picker01 » (] picker0l ) [B Main.story... ) = Main.story... » [E] View Contr... ) & View Contr... » __ View » [] Image View

v :‘;kr;erglios SDK 7.0 M v [E] View Controller Scene
v (] picker01 v (@ View Controller

[R] AppDelegate.h
|m) AppDelegate.m
Main.storyboard [
[R) ViewController.h M
|m] ViewController.m M
Images.xcassets
D Ovoce.plist

>

|« banan.jpg
|« brokolice.jpg
|« citron.jpg
¢ grep.jpg
[« hrozny.jpg
[« hruska.jpg
& jablko jpg
|« jahoda.jpg
& maliny.jpg
|« mandarinka.jpg
|« ovoce.jpg
|+ pomeranc.jpg
|« svestka.jpg
|« tresne.jpg

v (] Supporting Files
[ picker01-Info.plist
D InfoPlist.strings

>>>>>>>>>>>> > > >

Top Layout Guide
Bottom Layout Guide
v [ View
|~ Picker
|1 Image View
@ First Responder

B exit

Mountain View
Sunnyvale
Cupertino
Santa Clara

San Jose

Obrazek 60 - obrazky se stanou soucasti aplikace

=

Pro spravu obrazkl a Udajl o nich si vytvofime Property list
pres menu File - New - File, volba Resource - Property list.
Dokument nazvéte Ovoce.plist.

pickerO1.xcodeproj

Choose a template for your new file:

Finished running picker01.app on iPhone Retina (4-inch)

No Issues (B

B ios

Cocoa Touch
Cand C++
User Interface
Core Data
Resource
Other

K osx

Cocoa

Cand C++
User Interface
Core Data
Resource
Other

Eﬁ- L

GEOJSON

GeoJSON File

Property List Rich Text File

Asset Catalog

- P§~!
SPRITE uu.mc's

SpriteKit Particle File

&

Settings Bundle

Strings File

An empty XML property list file.

| Previous \[

Next

Obrazek 61 - vytvoreni nového Property listu

Do Property listu si zaznamename nazvy souboru a jejich
popisy. Jedna se o strukturu slovnik skladajici se ze dvou poli, které
obsahuji textové retézce.
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8 Xcode File Edit View Find Navigate Editor Product Debug Source Control Window Help R Ppaddd

8 006 [M picker01.xcodeproj — [C] Ovoce.plist
» [Tl | oA picker0l ) [ iPhone Retina (4-inch) Finished running picker01.app on iPhone Retina (4-inch) No Issues
M Q A © = » B8 |[# <4 » | pickerol ) []pickerol ) [[] Ovoce.plist ) No Selection
vB picker01 Key Type Value
2 targets, iOS SDK 7.0 ¥ Root © Dictionary § (2 items)
v |_|picker01 ¥ Obrazky Array (5 items)
[h] AppDelegate.h Item 0 String ananas.jpg
|m| AppDelegate.m Item 1 String banan.jpg
&) Main.storyboard Item 2 String brokolice.jpg
[R) ViewController.h Item 3 String citron.jpg
|m] ViewController.m Item 4 String grep.jpg
(53] Images.xcassets | ¥ NazvyOvoce Array (5 items
B Ovoce.p o) Item 0 String Ananas
v |_|Ovoce Item 1 String Banin
% ananas.jpg Item 2 String Brokolice
% banan.jpg Item 3 String Citrén

«| brokolice.jpg Item 4 String Grep
w citron.jpg
% grep.jpg

Obrazek 62 - obsah Property listu

V souboru ViewController.m je potfeba v metodé (zpravé)
viewDidLoad dopsat kod pro nacteni informaci v Property listu.
#import "ViewController.h"

@interface ViewController ()

@end

@implementation ViewController
@synthesize pickerViewImg, imageView;

- (void)viewDidLoad
{
[super viewDidLoad];
NSString *path = [[NSBundle mainBundle]
pathForResource:@"Ovoce" ofType:@"plist"];
NSDictionary *dict = [[NSDictionary alloc]
initWithContentsOfFile:path];

texts = [dict objectForKey:@"NazvyOvoce"];
images = [dict objectForKey:@"Obrazky"];

[pickerViewImg setDelegate:self];
[pickerViewImg setDataSource:self];

//inicializace prvniho obrazku

selectedItem = [images objectAtIndex:0];

NSString *imageName = [NSString
stringWithFormat:@"%@", selectedItem];

UIlmage *almage = [UIImage imageNamed:imageName];

[imageView setImage:almage];

Nasledné je nutné definovat dalSi metody, které zajisti
spravnou funkci prvku Picker View a které je nutné dodefinovat
z dlvodu vyuziti delegdta UIPickerViewDelegate a zdroje dat

UIPickerViewDataSource.
- (void)didReceiveMemoryWarning

{
[super didReceiveMemoryWarning];
// Dispose of any resources that can be recreated.
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- (NSInteger)numberOfComponentsInPickerView: (UIPickerView
*)pickerView
{

return 1;

}

- (NSInteger)pickerView: (UIPickerView *)pickerView
numberOfRowsInComponent: (NSInteger) component
{
return [images count];
}
- (NSString *)pickerView: (UIPickerView *)pickerView
titleForRow: (NSInteger) row
forComponent: (NSInteger) component
{
return [texts objectAtIndex:row];
}
- (void) pickerView: (UIPickerView *)pickerView
didSelectRow: (NSInteger) row
inComponent: (NSInteger)component

{

selectedItem = [images objectAtIndex:row];

NSString *imageName = [NSString
stringWithFormat:@"%@", selectedItem];

UIImage *almage = [UIImage imageNamed:imageName];

[imageView setImage:almage];

Priklad

Vytvorte aplikaci, kterd vyuzije prvek Data Picker a bude
na ploSe aplikace zobrazovat vybrany c¢as a datum (viz nasledujici
obrazek).

NLURILIVLLET o

ker@2

iOS Simulator - iPhone Retina (4-inch) / iOS 7...
Operator ¥ 22:03 -

ated by
yright

"ViewCd
ace View
ne20.10. 18 03
antati
size d

)viewDid

per vi Vyber datum
o any iew, tyr

)didRec: 2013-10-20 18:03:22 +0000

Format:(

teLabel

Obrazek 63 - vzhled aplikace
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Pokuste se priklad vyresit samostatné s pomoci nasledujicich
obrdzkl a napovédy. Umistéte do aplikace Data Picker, tlaéitko
a prvek typu Label.

8
s #import <UIKit/UIKit.h>

1 @interface ViewController : UIViewController

UlDatePicker

@15 @property (weak, nonatomic) IBOutlet UIDatePicker xdatePicker;
14

1= @end

16

Obrazek 64 - umisténi Data Pickeru do aplikace a vytvoreni outletu

8

|+ #import <UIKit/UIKit.h>

“

o

Connection | Action
Object &) View Controller

@interface ViewController : UlViewController

e e e

@property (weak, nonatomic) IBOutlet UIDatePicker
| TN *datePicker;
Type id |v
Event | Touch Up Inside : r @end
Cancel Connect ‘
o o a
o Button o
o o

Obrazek 65 - vytvoreni akce

Upravte kdéd souboru ViewController.h:
// ViewController.h
#import <UIKit/UIKit.h>

@interface ViewController : UlIViewController
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@property (weak, nonatomic) IBOutlet UIDatePicker
*datePicker;

@property (weak, nonatomic) IBOutlet UILabel *dateLabel;
- (IBAction)buttonPressed: (id) sender;

@end

Definujte jednotlivé zpravy v souboru ViewController.m:
// ViewController.m
#import "ViewController.h"
@interface ViewController ()

@end

@implementation ViewController
@synthesize datePicker, datelabel;

- (void)viewDidLoad
[super viewDidLoad];
NSDate *now =[[NSDate alloc] init];
[datePicker setDate:now animated:NO];

- (void)didReceiveMemoryWarning

[super didReceiveMemoryWarning];

(IBAction)buttonPressed: (id) sender {
NSDate *selected = [datePicker date];
NSString *message = [[NSString alloc]
initWithFormat:@"%@", selected];
[datelabel setText:message];

1

@end

Shrnuti kapitoly

Ovladaci prvek Picker mGze byt bud ve formé& Data Picker pro
vybér Casovych informaci nebo obecnéjsi Picker View. Pro spravnou
funkénost je potreba ke tridé pripojit protokoly UIPickerViewDelegate

a UIPickerViewDataSource.

Jednotlivd data nezapisujeme pfimo do zdrojovych kédd, ale

do Property listu, ve kterém mizeme dopsat jednotlivé informace.
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7. SCENY APLIKACE

V této kapitole se dozvite:

Cilem této lekce seznamit se s moznostmi vytvaret v aplikaci
vice scén.

Po absolvovani lekce budete:
e umét pouzivat vice scén v aplikaci
e umét vyuzit Sablonu projektu Tabbed Application

Klicova slova této kapitoly:
scéna, Tabbed Application

Cas ke studiu: 3 hodiny

Nasledujici pfiklad ukazuje uziti vice scén. K vytvoreni projektu
vyuzijeme Sablonu Tabbed Application. Diky Sabloné nebude nutné
napsat zadny kod.

Luauny

Choose a template for your new project

| ios
- 5 . 1

Framework & Library *o0

Other
Master-Detail OpenGL Game Page-Based Single View
‘ 0s X Application Application Application
Application
4 i | o
Framework & Library \‘i - i
Application Plug-in o o 4 I g‘
System Plug-in
Other Tabbed Application Utility Application Empty Application SpriteKit Game
Tabbed Application
* e
This template provides a starting point for an application that uses a tab bar. It provides a user
interface configured with a tab bar controller, and view controllers for the tab bar items.
Cancel Previous Next

Obrazek 66 - vytvofime novy projekt na zakladé Sablony Tabbed Application
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806

P [ | /A scenaor) [ Natan iPhone 5

| scena0l: Read

[ scena01 — [B] Main.storyboard
ly | Today at 10:57

No Issues

)

Ed7A D&

mnQqQaé
scena01
v B S argers, ios soK 7.1
v []scena01
[h] AppDelegate.h
|m] AppDelegate.m
el . o

v [ Tab Bar Controller Scene
' (] Tab Bar Controller
Tab Bar
@ First Responder
B et

[h] FirstViewController.h
|m| FirstViewController.m
[h] SecondViewController.h
|m) SecondViewController.m
(5] Images.xcassets
» (] Supporting Files

» [ ]scena01Tests

» (] Frameworks

» (] Products

@ Relationship "view controllers" t...
@ Relationship "view controllers"t...

First View Controller - First Scene
v (@ First View Controller - First
£ Top Layout Guide

=/ Bottom Layout Guide
v [ View
| Label - First View
v | Text View
» [& Constraints
» [& Constraints
] Tab Bar Item - First
@ First Responder
Exit

Second View Controller - Second...

v (@ Second View Controller - Second
£ Top Layout Guide
£ Bottom Layout Guide
View
[ | Label - Second View
v | Text View

<

» (& constraints
» [& Constraints
] Tab Bar tem - Second
@ First Responder
Exit

+lea®

Obrazek 67 -

i | <« » | [ scena01 ) []scena0l ) [E] Main.storyboard

[B Main.storyboard (8ase)

(&)

[ Tab Bar Controller Scene »

) Tab Bar Controller

First View

Second View

iew Controll

=
(& Hitei B[R

"pohled na storyboard vytvoreného projektu

[ CRRC)
Simulated Metrics
Size | Inferred
Orientation | Inferred
Status Bar | Inferred

Top Bar | Inferred

Bottom Bar [ None

View Controller
Title
Initial Scene ¥ I Initial View Controller
Layout & Adjust Scroll View Insets
() Hide Bottom Bar on Push
 Resize View From NIB
() Use Full Screen (Deprecated)
Extend Edges (¥ Under Top Bars.
Under Bottom Bars
() Under Opaque Bars
Transition Style  Cover Vertical &

Presentation () Defines Context
() Provides Context

Key Commands

o

View Controller - A controller that
supports the fundamental view-
management model in iPhone O5.

& m

Table View Controller - A
controller that manages a table view.

Collection View Controller - A
controller that manages a collection
view.

Nejprve zménime vzhled jednotlivych scén aplikace. Smazeme
prebytecné komponenty (TextView), prepiSeme texty (Label) na
scénach aplikace a pro nazornost si

jednotlivych pohledech -
zménime barvu pozadi.

| < » | [} scena0l ) []scena0l ) [B Main.storyboard ) [ Main.storyboar... )

v [ Tab Bar Controller Scene
v () Tab Bar Controller
Tab Bar
@ First Responder
Exit

@ Relationship "view controllers” ...
@ Relationship "view controllers"t..

= Top Layout Guide

=\ Bottom Layout Guide
v || View

|| Label - Prvni

> | Text View

» (&) constraints

| Tab Bar Item - First
@ First Responder

Exit

= Top Layout Guide
=l Bottom Layout Guide
v | View

| Label - Second View

v || Text View
» (&) constraints.
» (& constraints
*| Tab Bar Item - Second
@ First Responder
Exit

Obrazek 68 - prepis textu na prvnim pohledu
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First View Controller - First Scene

First View Controller - First

Second View Controller - Second...

Second View Controller - Second

First View Cont... )

) First View Cont..

» || View > || Label - Prvni

o Prvni .

Loaded by the first view controller — an
instance of FirstViewController —
P

i

Label

Color | NN | Default &
Font | Helvetica 36.0
Alignment | J

Lines

8ehavior @ Enabled
(") Highlighted
Baseline | Align Centers &

Line Breaks | Truncate Tail

Autoshrink | Minimum Font Size +

(] Tighten Letter Spacing
Highlighted | M | Default
Default

Shadow |

shadowoffset|  o|s) [ -1]
Horizontal Vertical

View

Mode | Scale To Fill +

Tag

Interaction () User Interaction Enabled
() Multiple Touch

Alpha
D % =
View Controller - A controller that

supports the fundamental view-
management model in iPhone OS.

Table View Controller - A
controller that manages a table view.



™ scena01 — [E] Main.storyboard — Edited Recently Used Colors
[ scena0l: Ready | Today at 10:57 1 EnOorno0mEomE
<4 > | [ scena0l ) []scena0l ) B Main.storyboard » B Main.storyboa... » irst View Con... » () First View Controller - First ) || View |« A >
y . Dark Text Color
 Tab Bar Controller Scene (=) 1 Group Table View Background Color
7 (© Tab Bar Controller =] Light Text Color
| Tab Bar B Scroll View Textured Background Color
@ First Responder [ Table Cell Grouped Background Color
Exit ' View Flipside Background Color
@ Relationship "view controllers" t H—tuck] Gl
ronship v e B Dark Gray Color
@ Relationship "view controllers"t... == Light Gray Color
5 First View Controller - First Scene  © [ White Color
= Clear Color
7 (@ First View Controller - First P .
Top Layout Guide vni Othe
Bottom Layout Guide @ Clears Graphics Context
v [ | view () Clip Subviews
& Label - Prvni @ Autoresize Subviews :
» [ Constraints = =
o ol ol B:
| Tab Bar Item - First - Stretching ol o2
@ First Responder — x ,—‘Y 2
& Exit / L L
= Width Height :
5 Second View Controller - Second... (f
|
7 (0 Second View Controller - Second \\
(=] Top Layout Guide \\
|| Bottom Layout Guide \‘\ s
v || View ||
| Label - Second View
v || Text View
» (& Constraints I
» & Constraints | |
] Tab Bar Item - Second ||
Obrazek 69 - zména barvy pozadi
< » | [§scena0l ) []scena0l ) [ Main.storyboard » [B Main.storyboa... » [ First View Con... » (@ First View Controller - First » || View | € 4 b D B & s ©
v [E Tab Bar Controller Scene = View
v (©) Tab Bar Controller Mode | Scale To Fill
Tab Bar Tag 0
First Responder
® o Resee Interaction (@ User Interaction Enabled
() Multiple Touch
@ Relationship "view controllers" t... =) Multiple Touc
@ Relationship "view controllers" ... Alpha 13
rst View Controller - First Scene  © Background [ E—— ¢}
v (0 First View Controller - First P s Tint | | Default :)
Top Layout Guide rVn I Drawing @ Opaque (") Hidden
Bottom Layout Guide  Clears Graphics Context
v | |view ("] Clip Subviews
@ Label - Prvni ™ Autoresize Subviews
» [E] Constraints
| Tab Bar Item - First SRy % ol v ol

1E 13
Width Height

@ First Responder
Exit

Second View Controller - Second...

v (0 Second View Controller - Second
(5 Top Layout Guide
Bottom Layout Guide
v [ view
|| Label - Second View
v || Text View
» (& Constraints I
» [E) Constraints \\
| Tab Bar Item - Second \\
@ First Responder (\

B it ) ([
/ D {} & m

First
/ View Controller - A controller that

supports the fundamental view-
management model in iPhone OS.

Table View Controller - A
controller that manages a table view.

Obréazek 70 - zmé&néna barva pozadi

< » | [§scena0l ) [ scena0l ) B Main.stor... ) B Main.stor... > DB 8 %« ©
v [E Tab Bar Controller Scene Tab Bar Item
Badge

‘v (L) Tab Bar Controller

Tab Bar Identifier | Custom
@ First Responder Title | Default Position
Exit

@ Relationship "view controllers"t...
@ Relationship "view controllers"t...

Bar Item

e

v [E First View Controller - First Scene  © image [frse _ |v)
v ([ First View Controller - First o)
2 .
= Top Layout Guide a o v
Enabled

| Bottom Layout Guide

v | View
Label - Prvni )
» [E) Constraints Il
Tab Bar Item - First “(
@) First Responder Il
Exit Il

v [E] Second View Controller - Second... ©

v (@ Second View Controller - Second
© Top Layout Guide Il
| Bottom Layout Guide Il
v | View Il

Obrazek 71 - zména titulku tla&itka
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1 iOS Simulator - iPhone Retina (4-inch) / iOS 7...

Operator = 11:13 AM -
’
Prvni
o |
Prvni Druhy

Obrazek 72 - pohled na prvni scénu spusténé aplikace
| i0S Simulator - iPhone Retina (4-inch) / iOS 7... ©

Prvni Druhy

Obrazek 73 - prepnuti aplikace do druhé scény

V néasledujicim ukazkovém prikladu si prohlédnéte dalsi zplsob
vytvareni vice scén v mobilni aplikaci. Vytvofime si projekt na
zakladé Sablony Single View Application a k prvnimu ViewControlleru
vytvorime dalSi scénu. Prepindni scén se bude dit pomoci tlacitek,
které umistime do scén.
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< » | [Mokna2 ) []okna2 » B Main.storyboard ) [ Main.storyboard (Base) » [E] View Controller Scene » (5 View Controller n
Simulated Metrics

'w Controlle

v @ View Controller size
{5 op Layout Guide Orentation
5t oy e B —

v " Top Bar
|| Button - Dali
| Label - Prvni okno aplikace =) Bt Rl fasrack <
@ First Responder Prvni okno aplikace ST

Exit

|

Title
Initial Scene (4 Is Initial View Controller
Layout @ Adjust Scroll View Insets
() Hide Bottom Bar on Push
@ Resize View From NIB
() Use Full Screen (Deprecated)
Extend Edges (¥ Under Top Bars
Under Bottom Bars
() Under Opaque Bars

Transition Style [ Cover Vertical 3
Presentation (] Defines Context
N () Provides Context
1% Key Commands
+1=
D{}] » =

Label - A variably sized amount of
Label gric text.

Dalsi
Button - Intercepts touch events and

Button sends an action message to a target
object when it's tapped.

@ Segmented Control - Displays
m] multiple segments, each of which

Obrazek 74 - vytvoFemr\i"prvni scény aplikace

1 — |3 Man.swIypvard — cuieu

| Build oknal: Succeeded | Today at 12:54 A3

< » | [§ oknal ) (] oknal ) [B] Main.storyboard » [ Main.storyboa.

Main View Co... » [0 Main View Co... » || View ) | Button - Dalii | 4 A »
S @ Co.. o ] alsi
v [E Main View Controller Scene Triggered Segues
action
v (6 Main View Controller - S
[/ Top Layout Guide Outlet Collections
(2] Bottom Layout Guide Sent Events
Did End On Exit (e}
I v | |View Editing Changed o
|| Button - Dal3i Editing Did Begin [e)
| Label - Prvni scéna aplikace Editing Did End o
» (&) Constraints Touch Cancel 8
- Touch Down
@ F".s * Responder Touch Down Repeat (o)
B e Touch Drag Enter o)
v [ Flipside View Controller Scene Touch Drag Exit le)
F Touch Drag Inside (e}
v@ Flipside View Controller Touch Drag Outside (o)
[5/Top Layout Guide Touch Up Inside o
(2| Bottom Layout Guide Touch Up Outside Ie)
v | View Value Changed [e)
v || Navigation Bar Referencing Ornl(ts
v [<| Navigation Item - Druh... T - [e]
[ Bar Button Item - Zpét Outlet Collections
» Constraints New Referencing Outlet Collection O
@ First Responder D {} & =™
B exit
/") View Controller - A controller that

| 4 » | [8oknal ) []oknal [ Main.storyboard » B Main.storyboa... ) [E] Main View Co... ) (@ Main View Co... > || View ) | Button - Dalsi |4 A > n
v [E Main View Controller Scene Triggered Segues
action
v () Main View Controller - " ©
(5] Top Layout Guide Outlet Collections.
[ Bottom Layout Guide CmEms
Did End On Exit (e}
YL view Editing Changed [e)
|| Button - Dal3i Editing Did Begin fe)
|| Label - Prvni scéna aplikace Editing Did End o
» [ Constraints Touch Cancel o)
@ First Responder Touch Down (o)
N Touch Down Repeat (o)
B e Touch Drag Enter [e)
v [ Flipside View Controller Scene :mx: zms Iixi_rd 8
fouch Drag Inside
v (@ Flipside View Controller Touch Drag Outside [e)
[ Top Layout Guide Touch Up Inside [e)
(2] Bottom Layout Guide Touch Up Outside o)
v | | view Value Changed [e)
v | Navigation Bar Referencing Outlets
v [ < Navigation Item - Druh... New Referencing Outiet o
| Bar Button Item - Zpdt Referencing Outlet Collections
S C traints New Referencing Outlet Collection O
onstraint
irst Responder
First Responds Do =
Exit
View Controller - A controller that
supports the fundamental view-
management model in iPhone OS.

(=)
Obrazek 76 - vybér Action Seque
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v [E] Main View Controller Scene
v (@ Main View Controller
|5/ Top Layout Guide
|| Bottom Layout Guide
v || View
|| Button - Dalii
| Label - Prvni scéna aplikace
» [&) constraints
@ First Responder
Exit
= Modal segue from Dalz to Flipsi...

Flipside View Controller Scene
v () Flipside View Controller
(5] Top Layout Guide
[2] Bottom Layout Guide
v [ | view
| Navigation Bar
v | <|Navigation Item - Druh...
|| Bar Button Item - Zpét
» (& Constraints
@ First Responder
Exit

< > | [ oknal ) (] oknal ) [B] Main. Main View Controller Scene ) € Modal segue from Dalsi to Flipside View Controller |« £, DEE W% ©

Storyboard Segue

Identifier
Style | Modal D)
Transition | Default 3]
o Animates.
D {} » =

View Controller - A controller that

= Ma

M=
Obrazek 77 - vytvorené spojeni mezi scénami

oknal — [ Main.storyboard

Running oknal on iPhone Retina (4-inch)

< > | [ oknal ) (] oknal »
v [E Main View Controller Scene
v (@ Main View Controller
|5/ Top Layout Guide
|| Bottom Layout Guide
v View
|| Button - Dalii
|| Label - Prni scéna aplikace
» (&) constraints
@) First Responder
Exit
= Modal segue from Dalzf to Flipsi...
v [E] Flipside View Controller Scene
v (@ Flipside View Controller
(5] Top Layout Guide
(L] Bottom Layout Guide
v || View
v || Navigation Bar
v [ <|Navigation Item - Druh...
|| Bar Button Item - Zpét
» & Constraints
@ First Responder

supports the fundamental view-

rar om (A -

Storyboard Segue
dentifier
Style [ Modal ™

Transitic v Default

Cover Vertical
Cross Dissolve
Partial Curl
e R

Obrazek 78 - nastaveni animace prechodu mezi scénami

® Xcode File Edit View Find Navigate Edi

v [y oknal w | v E Main View Controller... . .

. é;:::l i0SSDK 7.1 v © Main View Controller Druha scéna aplikace 2

[h] PRIOSAppDelegate.n (5 Top Layout Guide &

[m] PRIOSAppDelegate.m =] "’["“""‘ Layout... b

s v View 5

[I] PRIOSMainviewController.h L] utton - Dalsi g

fm] PRIOSMainViewController.m L] tabel - Prvni ’
T N » @ consams

[m] PRIOSFlipsideviewController.m @ First Responder .

Images.xcassets Bt ’

» (& Ovoce A © Modal segue from. 10

» (] Supporting Files v [ Flipside View Contro... .

» [ oknalTests v @ Flipside View Contr. .

> [ Frameworks 55/ Top Layout Guide B

» (] Products.

(2 Bottom Layout..
View

v [ Navigation Bar
v [<] Navigatio,
| [ Bar But...
» & constraints
@ First Responder
Bt

©
5 » n o2

slemE ) awiloo

// PRIOSFlipsideViewController.h
// oknal

// Created by Natan on 16.10.13.
// Copyright (c) 2013 RF. All rights reserved.

#import <UIKit/UIKit.h>

@class PRIOSFlipsideViewController;

@protocol PRIOSFlipsideViewControllerDelegate
- (void)flipsideViewControllerDidFinish:

(PRIOSFlipsideViewController *)controller;
@end

@interface PRIOSFlipsideViewController :
UIViewController I

erty (weak, nonatomic) id <
PRIOSFlipsideViewControllerDelegate>
delegate;

‘ - (IBAction)dgne: (id)sem!er-E

@end
find executable for CFBundle 0xBd66eco </
SDKs/iPhoneSimulator? k/System/Library/
AccessibilityBundles/CertUIFranework.axbundle>
(not loaded)
® | aloupus G 0m

Obrazek 79 - vytvoreni akce pro tlacitko Zpét
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oknal — [B Main.storyboard
Build oknal: Succeeded | Today at 12:54

iPhone Retina (4-inch) ) 105 7.0

B QAQ=m=B8
v ;';';iul E5ETIaN w | v [ Main View Controller Scene
v [ Joknal v (@ Main View Controller
[h] PRIOSAppDelegate.h {5/ Top Layout Guide
[m] PRIOSAppDelegate.m [ Bottom Layout Guide
B Mainstoryboard =~ M | v View
[h] PRIOSMainViewController.h | Button - Dal3i
[m) PRIOSMainViewController.m || Label - Prvni scéna aplikace
|h] PRIOSFlipsideViewController.h » (@ constraints
[m) PRIOSFlipsideViewController.m @ First Responder @
Images.xcassets Exit
» [ ]Ovoce A © Modal segue from Dalii to Flipsi...
> (] supporting Files v [ Flipside View Controller Scene
> Qoknaltess v (@ Flipside View Controller
> [ Frameworks 5] Top Layout Guide
> Eproduas []] Bottom Layout Guide
v [ View
v [ | Navigation Bar
v [<| Navigation Item - Druh... [T ———
| Bar Button Item - Zpét
» & constraints
@) First Responder
Exit
® ) (i)(emei @& = q)
E ®» um 2 & 2 |NosSelecton

Obrazek 80 - vysledny navrh aplikace

Prohlednéte si zdrojové kody aplikace:
// PRIOSMainViewController.h
#import "PRIOSFlipsideViewController.h"

@interface PRIOSMainViewController : UIViewController
<PRIOSFlipsideViewControllerDelegate>

@end

// PRIOSMainViewController.m

#import "PRIOSMainViewController.h"
@interface PRIOSMainViewController ()
@end

@implementation PRIOSMainViewController
- (void)viewDidLoad

{ [super viewDidLoad];

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

}
- (void)didReceiveMemoryWarning
{
[super didReceiveMemoryWarning];
// Dispose of any resources that can be recreated.
}
#pragma mark - Flipside View

(void) flipsideViewControllerDidFinish: (PRIOSFlipsideViewCo
ntroller *)controller

{
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[self dismissViewControllerAnimated:YES
completion:nil];

}

- (void)prepareForSegue: (UIStoryboardSegue *)segue
sender: (id) sender
{
if ([[segue identifier]
isEqualToString:@"showAlternate™]) {
[ [segue destinationViewController]
setDelegate:self];

}
}

@end

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

@class PRIOSFlipsideViewController;

@protocol PRIOSFlipsideViewControllerDelegate
- (void) flipsideViewControllerDidFinish:
(PRIOSFlipsideViewController *)controller;
@end

@interface PRIOSFlipsideViewController : UIViewController

@property (weak, nonatomic) id
<PRIOSFlipsideViewControllerDelegate> delegate;

- (IBAction)done: (id) sender;
@end

// PRIOSFlipsideViewController.m
#import "PRIOSFlipsideViewController.h"

@interface PRIOSFlipsideViewController ()
@end
@implementation PRIOSFlipsideViewController

- (void)viewDidLoad
{
[super viewDidLoad];
// Do any additional setup after loading the view,
typically from a nib.
}

- (void)didReceiveMemoryWarning

{
[super didReceiveMemoryWarning];
// Dispose of any resources that can be recreated.
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}

#pragma mark - Actions
- (IBAction)done: (id) sender

[self.delegate flipsideViewControllerDidFinish:self];

@end

Nasledujici dva obrazky ukazuji pfepinani mezi scénami (okny)
aplikace p_omoci vytvorenych tlacitek.

0S Sim tor Phone Retina (4-inch 0S 7

Obrazek 81 - prvni scéna (okno) spusténé aplikace
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1 - - - - -
iOS Simulator - iPhone Retina (4-inch) / iOS 7...

Druha scéna aplikace

Obrazek 82 - druhda scéna spusténé aplikace
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8. URCOVANI POLOHY A MAPY

V této kapitole se dozvite:

Cilem této lekce je seznamit se moznostmi zjiSténi umisténi
ptistroje a vyuziti mapovych podklad( ve vytvarenych aplikaci.

Po absolvovani lekce budete:
¢ umét pracovat s frameworkem MapKit
e umeét pracovat s frameworkem Core Location

Klicova slova této kapitoly:
framework Core Location, mapy, MapKit, MKMapView

Cas ke studiu: 3 hodiny

Pristroje iPhone a iPad mohou vyuzivat sluzby pro lokaci
umisténi. PFri tvorbé aplikaci je mozné vyuzit frameworku Core
Location. Umisténi pristroje lze zjistit na zakladé tfi zakladnich
sluzeb:

* GPS
» vysilace mobilnich siti
*  WiFi

Pristroj si sdm vybere tu nejpresnéjsi dostupnou sluzbu.

Priklad
Aplikace bude ukazovat zakladni zemépisné Udaje
a vzdalenost, kterou uzivatel s pristrojem urazil.

eeeee T-Mobile CZ = 16:11 < 9 100 % ..

Zemépisna Sitka  49.840612°
Zemépisna délka 18.288161°
Presnost 100 m

Nadmorska vyska 211.586025 m
Presnost 3m
Vzdalenost 2.084824 m

Vynulovat vzdalenost

Obrazek 83 - spusténa aplikace
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Nejprve vytvorte vzhled aplikace. Vystadime s prvky typu
Label a jednim tlacitkem.

® Xcode File Edit View Find Navigate Editor Product Debug Source Control Window Help @S 2 S @B @ ED 4 D | T ¢ ba 100

8006 [8 Location01.xcodeproj — [Ej Main.storyboard
P [ | /A Locationol ) [ iPhone Retina (4-inch) Build Location01: Succeeded | 28.11.13 at 9:38 No Issues ENoN]
M T Q A & = » B8 |[#| < » [§Locatonol) (] Locatio. & Mainst.. ) B Main.st View Co...) [ View Co...» | View ) _ Label - Zemépisna Sitka I~ =]
vB ;":‘““:’"“015 k70 v [ View Controller Scene Label
argets, g
v [ Location01 v () View Controller Text | Plain
[] AppDelegate.h L Top Layout Guide =) Zemépi
[m] AppDelegate.m =/ Bottom Layout Guide Color [ mmmm
v View Font [ Syst
ont [ system
[h] ViewController.h Label - o . =
m] ViewController.m L. Label 8 Zemépisna Sitka Alignment [ =
= Label s
[55] Images.xcassets L Zemépisna dé
emeépisna délka
» (] Supporting Files k] Label P! Behavior @ Enabl
» (] Location01Tests L] Label Piesnost High!
Label
» (] Frameworks
> (i Products |_|Label - zemépisn siFka Baselne|leAlign§
Label - Zemépisni délka Line Breaks [ Truncal
Label - Presnost
Fska Vs Autoshrink [ Fixed F
_ Label - Nadmorské wika Nadmorska vyska xec
__ Label - Presnost Presnost o
__ Label - Vzddlenost Highlighted | M
| Button - Vynulovat vzdile... Vzdalenost Shadow [ =1
@ First Responder — rif
B ) e
Vynulovat vzdalenost orizo
View
Mode | Left
Tag
Interaction (1) User |
Multi}
Alpha
Background [ =1
o {
View Contro
management ¢
® (@) B pIE t+itel BIPQ = @]
= ‘ Table View
& =» nm 2 2 £ |NosSelecton controller that

Obrazek 84 - navrh vzhledu aplikace

Vytvorme outlety a akci, importujme potfebny Framework
a doplinme protokol v souboru ViewController.h:
// ViewController.h
#import <UIKit/UIKit.h>
#import <CoreLocation/CorelLocation.h>

@interface ViewController : UIViewController
<CLLocationManagerDelegate>

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

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

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

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

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

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

@property (retain,nonatomic) CLLocationManager
*locationManager;
@property (retain,nonatomic) CLLocation *startingPoint;

- (IBAction)resetDistance: (id) sender;
@end

Nadefinujme akci v souboru ViewController.m:
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// ViewController.m
#import "ViewController.h"

@interface ViewController ()
@end
@implementation ViewController

@synthesize horizontalAccuracylabel, latitudelLabel,
longitudelabel, altitudelabel, verticalAccuracyLlabel,
distancelabel;

@synthesize locationManager, startingPoint;

- (void)viewDidLoad
{
[super viewDidLoad];
locationManager = [[CLLocationManager alloc] init];
locationManager.delegate = self;
locationManager.desiredAccuracy =
kCLLocationAccuracyBest;
[locationManager startUpdatingLocation];
startingPoint = nil;

- (void)didReceiveMemoryWarning

[super didReceiveMemoryWarning];

- (IBAction)resetDistance: (id) sender

startingPoint = nil;

#pragma mark -
#pragma mark CLLocationManagerDelegate

- (void) locationManager: (CLLocationManager *)manager
didUpdateToLocation: (CLLocation *)newLocation
fromLocation: (CLLocation *)oldLocation

{

if (startingPoint == nil) startingPoint = newLocation;

NSString *latitudeStr = [[NSString alloc]
initWithFormat:@"%1£f°", newlLocation.coordinate.latitude];

latitudelabel.text = latitudeStr;

NSString *longitudeStr = [[NSString alloc]
initWithFormat:@"%1f°", newLocation.coordinate.longitude];

longitudelLabel.text = longitudeStr;

NSString *horizonatalAccuracyStr = [[NSString alloc]
initWithFormat:@"%.01f m",
newLocation.horizontalAccuracy];

horizontalAccuracyLabel.text = horizonatalAccuracyStr;

68



N

AN

NSString *altitudeStr = [[NSString alloc]
initWithFormat:@"%$1f m", newLocation.altitudel];

altitudelLabel.text = altitudeStr;

NSString *verticalAccuracyStr = [[NSString alloc]
initWithFormat:@"%.01f m", newLocation.verticalAccuracy];

verticalAccuracylLabel.text = verticalAccuracyStr;

CLLocationDistance distance = [newLocation
getDistanceFrom:startingPoint];

NSString *distanceStr = [[NSString alloc]
initWithFormat:@"$1f m", distance];

distancelabel.text = distanceStr;

@end

Priklad
Vytvoirme aplikaci, kterd bude zobrazovat systémové mapy.

Nejprve vytvorme novy projekt a pfipojme k nému prislusny
framework MapKit.

® Xcode File Edit View Find Navigate Editor Product Debug

Vindow

e Control W Help
006 ™ Map1.xcodeproj
P> [ | Amapr) [ Nataniphone S | Map1: Ready | Today at 16:21 No Issues
= IR Map1
L] QA& =m» 8 | B v | Choose frameworks and libraries to add:
v e © A Mapls General Bulld Rules
2 targets, i0S SDK 7.0 Qmap E
v (L] Map1 .
%N’F"*ﬂ““‘ » Target Dependencies (0 items) v Jios7.0
B v oroout e
4 Kit
[By Main.storyboard o e
» Compile Sources (3 items) (]
[R) ViewController.h
[m) ViewController.m
e ¥ Link Binary With Libraries (3 items) (]
» [ Supporting Files Nam )
» (] MapLTests ) CoreGraphics.fral Required &
: j :::u‘“: g 3 UiKit.framework Required &
3 Foundation.framq Required §
+ -
> Copy Bundle Resources (3 items) o
| Add Other... | Cancel | | Add |

Obrazek 85 - pripojeni frameworku MapKit

® Xcode File Edit View Find ig Editor Product Debug

ndo

e 00 [ Map1.xcodeproj
P 1 | Awapi) [ NataniPhone S | Map1: Ready | Today at 16:21 No Issues |
QA Q=8 W4 Bmp

[ pes A B yMapl: General Capabilities Info Build Settings Build Phases Build Rules
2 targets, I0S SDK 7.0

v (] Map1 Q
[h) AppDelegate.h
m] AppDelegate.m
B Main.storyboard

» Target Dependencies (0 items)

» Compile Sources (3 items) (]
[R) ViewController.h
m] ViewController.m .
R e Link Binary With Libraries (4 items) (]
» [ Supporting Files Nam
» (] Map1Tests 2 MapKit.framework Required &
A biad ) CoreGraphics. framework Required &
» || Products
5 UiKit.framework Required &
&) Foundation.framework Required §
P
» Copy Bundle Resources (3 items) (]

Obrazek 86 - framework MapKit je pfripojen k projektu
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Xcode

File Edit

Align » .xcodeproj — [% Main.

Arrange > 29 No Issues a n E E E g .
Resolve Auto Layout Issues >

Pin >

mzQqQae un.storyboard (Base) ) [ View Controlier Scene » ) View Controlle View &) ® o

Map1 v B View Outlet Collections.
B ars s 0070 T — ot
.

51 Une Scroll View Referencing Outlets

= New Referencing Outiet

=/t Size to Fit Content %= gation Controller Referencing Outlet Collections
Localization Locking > [ab Bar Controller New Referencing Outlet Collection
Canvas > -~

Add Horizontal Guide ®_
Add Vertical Guide Ll

Hide Document Outline
Reveal in Document Outline

Apply Retina 3.5-inch Form Factor

D} & =

. View Controller - A controller that
() Ssmioom
* management model in iPhone OS.

Table View Controller - A
controller that manages 3 table view.

Collection View Controller - A
controller that manages a collection
iew.

5 Map1.xcodeproj — ) Main.
Mapl: Ready | Today at 16:29 No Issues

—
WM Q A © =™ @ M o« > [BMpl [ Mpl) 5 Minstoryboard ) B Main.storyboard (Base) ) [B Navigation Controller Scene ) € Navigation Controller
w v [ Navigation Controller Scene
| ¥ < Navigation Controller
Navigation Bar
@ First Responder
[
© Relationship “root view controlle.

Map1
¥ B3 e, s s0x 70

v [l View Controller Scene
v © View Controller

» (L) Supporting Files | Top Layout Guide
> (L Msp1Tests £ Bottom Layout Guide
> (L Frameworks View
» (| Products [<] Navigation kem
@ First Responder
B i

Obrazek 88 - Navigator Controller je soucasti aplikace
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eoo [ Map1.xcodeproj — = Main.storyboard 2

Finished running Map1 on iPhone Retina (4-inch) No Issues.
—
"N QAASE® e u«> B Mapl ) () Mapl ) B Main.storyb... ) [ Main.storyb... ) B View Contr... ) € View Contr... ) || View ) |, Toolbar ) [ Bar Button ltem - Typ. DEeE 8 % O
¥ B o iossox 7.0 M| > [ Mavigation Controller Scene - = 8ar Button ltem
Bordered B
v (]mapl v [ View Controller Scene un::lmm )
ertier
[f) AppDelegate.n v © View Controller | l’i
AppOelegate.m (55 Top Layout Guide Tint | =3 Default
g
o w = - vi:rmumcu e =
m] ViewController.m " ~ ) Tootbar Tite [Ty
(8 Images.ncassets | Bar Button ltem - Zoom Image =
» (] Supporting Files. | [ Joar Buton kem =Typ =
» (] MapTests & M View Tag ol2)
» ) Frameworis <) Navigation kem & Enabled
> L Products @ st Responder
B exie
Do =
~ Collection Reusable View -
Defines the attributes and behavior of
resable views in a collection view,
View - Displays a single
Image. or an animation descrided by
= | anarmay of images.
‘Text View - Displays muttiph lines
of editable text and sends an action
Zoom Typ» message 10 a target object when
Web View - Displays embedded web.
-~ S/T content and enables content
oo cecace il kg
1© | 0% | Map View - Displays mags and
) ™ 1 2 & & 7 NoSelection Provides an embeddable interface to
e [ GeoServices.axbungles (not lossed) avigate map content.
2013-11-27 16:47:51.540 Nap1(8137:70b] Cannot find executable for
CFoundle
Scroll View - Provides a mechanism
Platforns/{Phonasisutater. platforn/developer/SoKs/ o Ouplay Contont inat 1 arget than
CortUIFranework. axbundles (not Loaded) S—
+em@® )| Aot @ 0 ® )| At output o nm e

Obrazek 89 - umisténi ovladacich prvki Map View Toolbar do aplikace
Soubor ViewController.h:

import <UIKit/UIKit.h>

#import <MapKit/MapKit.h>

@interface ViewController : UIViewController
<MKMapViewDelegate>

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

- (IBAction)zoomIn: (id) sender;
- (IBAction)changeMapType: (id) sender;

@end

Soubor ViewController.m:
#import "ViewController.h"

@interface ViewController ()
@end

@implementation ViewController
@synthesize mapView;

- (void)viewDidLoad

{
[super viewDidLoad];
mapView.showsUserLocation = YES;
}
- (void)didReceiveMemoryWarning
{
[super didReceiveMemoryWarning];
}

71



-(void) mapView: (MKMapView *)mapView
didUpdateUserLocation: (MKUserLocation *)userLocation
{
mapView.centerCoordinate =
userLocation.location.coordinate;
}
- (IBAction)zoomIn: (id) sender
{
MKUserLocation *userLocation = mapView.userLocation;
MKCoordinateRegion region =
MKCoordinateRegionMakeWithDistance (userLocation.location.c
oordinate, 500, 500);
[mapView setRegion:region animated:NO];

- (IBAction)changeMapType: (id) sender
{

if (mapView.mapType == MKMapTypeStandard)
mapView.mapType = MKMapTypeSatellite;
else
mapView.mapType = MKMapTypeStandard;
}
@end
eeeee T-Mobile CZ = 17:00 < © 100 % D+ eeeee T-Mobile CZ = 17:00 7 © 100 % B+ eeeee T-Mobile CZ = 17:00 7 @ 100 % 4
(Berlin Poznan
PO
2 SN2
oLipsko Vratislav, a oes
N2
@ _ Katowice |
CESKA
REPUBLIKA () 2 o
auo® %
Brno o,
D%
SLO\ s
Anichov ~ Vided,  Bratisla i
RAKOUSKO )
MAD
Legal Legal ) (?)éf\\
Zoom Typ Zoom Typ Zoom Typ

Obrazek 90 - spusténa aplikace

Shrnuti kapitoly

Pro praci s urCovanim polohy vyuziva zarizeni GPS, WiFi nebo GSM
sité. Pro vyvoj mizeme pouzivat frameworky CorelLocation a MapKit.
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9. DALSI OVLADACI PRVKY

V této kapitole se dozvite:

Cilem této lekce seznamit se s dalsimi ovladacimi prvky, které
nabizi Framework Cocoa Touch.

Po absolvovani lekce budete:
e umeét pracovat s Collection View
e umét vytvaret jednoduché aplikace

Klicova slova této kapitoly:
Collection View

Cas ke studiu: 3 hodiny

Collection View je prvek, ktery ve formé tabulky umozniuje
znazornit informace v aplikaci.

D {} » W

Collection View . "
UlCollectionView Tat;le View Cell - Qe-mes the
attributes and behavior of cells (rows)
in a table view.
Displays a collection of cells through which users can scroll.
Each cell in a collection view is a UlCollectionViewCell object.

Collection View - Displays data in
a collection of cells.

Collection View Cell - Defines the
attributes and behavior of cells in a
collection view.

Done oo ([

Obrazek 91 - Collection View
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1 oo -

FIRER ] B collection01 = B F Collection View Cell - MyCel Image View <« [, » D E B 9« O

v & Collection View Controller Scene View
v Collection View Controller
Top Layout Guide

Frame Rectangle

0 [
Bottom Layout Guide X Y
v View 93* 9%
v || Collection View ht

v Collection View Cell
Image View
Collection View Flow La ntrinsic Size | Default (System Defined)
@ First Responder

Exit

Constraints
The selected views have no © aints. At build
time explicit left, top
constraints will be gen

Add New Constraints

Spacing to nearest neighbor

& width 93 -

Height 96 v - 2
8 eig Table View Cell - Defines the
artributes and behavior of cells (rows)
in 2 table view

& equal widths
@ Equal Heights

BB aign

Update Frames | None

Collection View - Displays data in
a collection of cells.

. Collection View Cell - Defines the
attributes and behavior of cells in a

= B =7}’+{ el & a = collection view

Obrazek 92 - definovani parametrl bufiky tabulky

V menu File - New - File v casti Cocoa Touch vyberte
Objective-C class, pomoci které vytvorime novou tfidu pro Collection

View.
|

Choose a template for your new file:

oi
A ios

[s T [ h h
7/ C and Ct Obj-< Obj< Obj« Prot

User Interface — wt o L
ma Tl Objective-C class Objective-C Objective-C class Objective-C protocol

St category extension

Resource

Other
B K osx

Tost

[S Cocoa
// Cand C++ Objective-C test

User Interface case class

Core Data

Resource
id Other 1
ma N

Objective-C class
BA —
An Objective-C class, with implementation and header files.

MK
MK )
[m Cancel Previous Next

Obrazek 93 - vytvoreni nové tridy
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S O

collection01: Ready | Today at 1:37

ction

Cont

w Cor
Guid
out G

n Vie
ction
ction

Choose options for your new file:

Class | MyCollectionViewCell

Subclass of | UlCollectionViewCell

Cancel

Obrazek 94 - urceni jména a rodice nové tridy

- collection02
v [ My Collection View Controller Scene
v 1 My Collection View Controlier
Top Layout Guide
Bottom Layout Guide
v || View

v || Collection View
Collection View Cell
Collection View Flow La
@ First Responder

Exit

Obrazek 95 - spojeni nové
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collection02

& Main.storyboard » B Ma

View Controller Scene My Collection View Controller

tfidy s Collection View

Previous

Next

De & @»

Custom Class

® ©

Class | MyCollectionViewContro

Identity
Storyboard 1D
Restoration 1D

Use Storyboard ID

User Defined Runtime Attributes

Key Path | Type Value
+
Document
Labe!
x

1D VXZ-tx-hve

Inherited - (Nothing)

D{] & =

Tahla Viaw Call

Nafinac tha



1

v

QA

MyCollectionViewController.m 1
= » B8 |u

», collection02

532 targets, i05 SOK 7.0

v (] collection02

h| AppDelegate.h

m| AppDelegate.m

=] Main.storyboard

h| ViewController.h

m| ViewController.m

h| MyCollectionViewController.h

[m)

Obrazek 97 - vytvoreni outlet

Images.xcassets
Supporting Files

v

> collection02Tests
» Frameworks
» [ Products

Connection ( Outlet
Object
Name
Type
Storage  Weak

Cancel

77

<

/7
//
/7
/7
//
/7
/7

}

- (v

{

}

Choose options for your new file:

Class  MyCollectionViewCel

Subclass of | UiCollectionViewCell

Cancel

[super viewDidlLoad];
// Do any additional setup after loading the view.

- (void)didReceiveMemoryWarning
{

imageView

UlimageView

feunar AidRoraiveMemarviarnina

Obrazek 96 - vytvoreni tfidy pro bunky t‘a{bulky

My Collection View.

Connect

//

// MyCollectionViewCell.h

// collection@l

// Created by Rostislav Fojtik on 24.10.13.
// Copyright (c) 2013 RF. All rights reserved.
#import <UIKit/UIKit.h>

@interface MyCollectionViewCell :

UICollectionViewCell

@end

Previous

Next

Custom Class

Class

Identity

Restoration ID

User Defined Runtime Attributes

Key Path  Type Value
+
Document

Label

x

Object ID UCj-y0-AOY

Lock | Inherited - (Nothing)
Notes === 5
i
Accessibility
Accessibility Enabled
Label
Hint
Traits () Button Link
v Image Selected
Static Text
Search Field
Plays Sound
Keyboard Key
Summary Element
Updates Frequently
D {l & =




1 -
E LA | _ collection01 (30 - 9% - [4 C v Collection View Collection View Cell - MyCell < > D E B8 » & ©
v [E] Collection View Controller Scene Collection Reusable View
v Collection View Controller Identifier | MyCell
Top Layout Guide
Bottom Layout Guide View
v | | View UlimageVie Mode | Center
v __| Collection View T ol*

v || Collection View Cell -
Image View
Collection View Flow La.
@ First Responder

Exit

Interaction ¥ User Interaction Enabled
@ Multiple Touch
Alpha 1
Background | =) | Default
Tint | EEEED | Default

Table View Cell - Defines the
attributes and behavior of cells (rows;
In a table view

Collection View - Displays data in
a collection of cells.

Collection View Cell - Defines the
attributes and behavior of cells in a
collection view.

Drawing () Opaque Hidden
@ Clears Graphics Context
™ Clip Subviews
@ Autoresize Subviews
Stretching 02 0.
X Y
Width Heig
D () o =

0] B & Hited B||Q =
Obrazek 98 - vlozeni Image View do bunky
800 M collection02.xcodeproj — [h] MyCollectionViewController.h
p m /A collection02 ) [ iPhone Retina (4-inch) Finished running collection02.app on iPhone Retina (3.5-inch)
1 MyCollectionViewController.h f

mTQ A @
., collection02
== 2 targets, iOS SDK 7.0

v collection02
|h] AppDelegate.h
|m) AppDelegate.m

) Main.storyboard
[h)
|m| MyCollectionViewController.m
[h] MyCollectionViewCell.h
[m| MyCollectionViewCell.m
[] ovoce.plist
> Ovoce
Images.xcassets
» (] Supporting Files
» (| collection02Tests
» (| Frameworks
> Products

< 1 collection02

collection02 » h) MyCollectionViewController.h @interface MyCollectionViewController

// MyCollectionViewController.h
// collection@2

// Created by Rostislav Fojtik on 24.10.13.
// Copyright (c) 2013 RF. All rights reserved.
#import <UIKit/UIKit.h>

#import "MyCollectionViewCell.h"

@interface MyCollectionViewController : UICollectionViewController <
UICollectionViewDataSource, UICollectionViewDelegate>

@property (strong, nonatomic) NSMutableArray ximages;

@end

Obrazek 99 - zdrojové kody
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mnQaAe@

02 jeproj — [m| MyCollectionViewController.m

Finished running collection02.app on iPhone Retina (3.5-inch)

No Issues

= » 8 (|4 » collection02 » (] collection02 » [m| MyCollectionViewController.m » [] -didReceiveMemoryWarning
collection02 s #import "MyCollectionViewController.h"
¥ B3 targets, i0s S0k 7.0 — n port “Hy
v [ collection02 1 @interface MyCollectionViewController ()
[h] AppDelegate.h 2
@ AppDelegate.m 1= @end
Main.storyboard M i
|h] MyCollectionViewController.h A s @implementation MyCollectionViewController
1 @synthesize images;

[h] MyCollectionViewCell.h A+
@ MyCollectionViewCell.m A
[} ovoce.plist A
» (] Ovoce A
Images.xcassets
» (| Supporting Files
» (] collection02Tests
» (] Frameworks
» (| Products

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

self = [super initWithNibName:nibNameOrNil bundle:nibBundleOrNil];
if (self) {
// Custom initialization

return self;
}

= (void)viewDidLoad
{

[super viewDidlLoad];
// Do any additional setup after loading the view.
NSString xpath = [[NSBundle mainBundle] pathForResource:@"Ovoce"
of Type:@"plist"];
NSDictionary *dict = [[NSDictionary alloc] initWithContentsOfFile:path];

images [dict objectForKey:@"Obrazky"];

}

Obrazek 100 - zdrojgvé kody

mnaaes=

[ collection02.xcodeproj — [m MyCollecti m

Finished running collection02 on iPhone Retina (4-inch)

No Issues

= e Wil <« » > 2 ) [m) MyC ionViewController.m » [€] @implementation MyCollectionViewController
v collection02 - L]
= 2targets, I0S SOK 7.0 w“ =(NSInteger) numberOfSectionsInCollectionView: (UICollectionView *)collectionView
v [ collection02 s {
[f) AppDelegate.h 6 return 1;
|m) AppDelegate.m w }
Main.storyboard ™ w =(NSInteger)collectionView: (UICollectionView *)collectionView
) MyCollectionViewController.h A numberOfItemsInSection: (NSInteger)section
.
] MyCollectionViewCell.h L return images.count;
[m) MyCollectionViewCell.m A -
1) ovoce plist L @2 =(UICollectionViewCell x)collectionView: (UICollectionView x)collectionView
> (] Ovoce L cellForItemAtIndexPath: (NSIndexPath x)indexPath
(5] Images.xcassets 53
> (] supporting Files s MyCollectionViewCell xmyCell = [collectionView
» (] collection02Tests deg ableCellWit Identifier:@"MyCell" forIndexPath:indexPath]
» (] Frameworks :
» (] Products 55
56 UIImage *img;
57 long row = [indexPath row];
58
5 img = [UIImage imageNamed:images[row]];
60
61 myCell.imageView.image = img;
62
] return myCell;
&l }
65
% @end

Obrazek 101 - zdrojové kody
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®e00 [ collection02.xcodeproj — [h] MyCollectionViewCell.h
o i ) Finished running collection02 on iPhone Retina (4-inch) No Issues [

B mQAO=m® @ % < > oo []collcondz ) ) MCollectionviewCellh ) [ @interface MyC =
v [y llectionoz - v // ‘
2 targets, i0S SDK 7.0 2 // MyCollectionViewCell.h
¥ (] collection02 3 // collection@2
[h) AppDelegate.h w //
MpDelega!e.m s // Created by Rostislav Fojtik on 24.10.13.
[B) Main.storyboard - s // Copyright (c) 2013 RF. All rights reserved.
[R) MyCollectionViewController.h A 7 I
m) MyCollectionViewController.m A s
s #import <UIKit/UIKit.h>

m] MyCollectionViewCell.m A 10

1) ovoce.plist % | u @interface MyCollectionViewCell : UICollectionViewCell
> (] Ovoce 4 @» @property (weak, nonatomic) IBOutlet UIImageView ximageView;
(5] Images.xcassets. 13
» [ Supporting Files « @end
» (] collection02Tests -
» (| Frameworks
» (] Products

Obrazek 102 - zdrojové kody

(- NeNs] collection02.xcodeproj — [m| MyCollectionViewCell.m

No Issues

Finished running collection02 on iPhone Retina (4-inch)

mmaa e = =~ N ) 6@ i )@M i ell.m » [@ MyC ionViewCell
,  collection02 . 1
2 targets, i0S SOK 7.0 // MyCollectionViewCell.m
¥ (] collection02 // collection@2
[R) AppDelegate.h 7/
AppDelegate.m // Created by Rostislav Fojtik on 24.10.13.
Main.storyboard — // Copyright (c) 2013 RF. All rights reserved.
[h] MyCollectionViewController.h A 7/ I
|m) MyCollectionViewController.m A
MyCollectionViewCell.h A+ #import "MyCollectionViewCell.h"
[ MyCollectionViewCell.m A 10
L] ovoce.plist - 1 @implementation MyCollectionViewCell
» [ Ovoce A 12 @synthesize imageView;
(8] Images.xcassets 13
» (L] Supporting Files 1w = (id)initWithFrame: (CGRect)frame
» [ collection02Tests 15
» (| Frameworks 16 self = [super initWithFrame:frame];
» [ Products 17 if (self) {
18 // Initialization code

2 return self;
}

EER £
2 // Only override drawRect: if you perform custom drawing.
s // An empty implementation adversely affects performance during animation.
» = (void)drawRect:(CGRect)rect
® // Drawing code
}
0 x/
2 @end

Obrazek 103 - zdrojSvé kody
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10. UCHOVANI DAT

V této kapitole se dozvite:

Cilem této lekce seznamit se s moznostmi uchovani dat
v aplikacich.

Po absolvovani lekce budete:
« umét ukladat data aplikaci rGznymi zplsoby
e umét vyuzivat SQLite

Klicova slova této kapitoly:
seznam vilastnosti, archiv objektii, SQLite, Core Data

Cas ke studiu: 3 hodiny

Data vyuzivané mobilnimi aplikacemi Ize ukladdat nasledujicimi
zpUsoby:
e seznam vlastnosti
« archiv objektl
e realacni databaze SQLite
* Core Data
e 10 funkce

Seznam vlastnosti

Lze vyuzit pouze pro serializované objekty tfid NSArray,
NSMutableArray, NSDictionary, @ NSMutableDictionary, @ NSData,
NSMutableData, NSString, NSMutableString, NSNumber, NSDate.
Soubory s daty se ukladaji do slozky Directory. Jeji obsah si mdZeme
prohlédnout napriklad pres terminal.

/Users/<user name>/Library/Application Support
/iPhone Simulator/<sdk version>/Applications/<app

id>/Documents
Obrazek 104 - cesta ke slozce Directory

® Terminal Shell Upravy Zobrazeni Okno Népovéda
e 0o ¢ Rosta — bash — 65x24 "
Last login: Thu Nov 7 04:03:05 on ttys006
eduroam-78-128-128-245:~ Rosta$ ls Library/"Application Support"/

"iPhone Simulator"/7.0.3/Applications/103C3C4A-4A48-4625-8026-520

390677D55/Documents
muj.plist muj2.plist
eduroam-78-128-128-245:~ Rosta$

Obrazek 105 - terminal, pristup ke slozce Directory
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Priklad

% data01 — [B Main.storyboard

» 7\ data01 ) (Phone Retina (4-inch 64-bi9 ) i0S 7.1 B SAA | D=0
n QA& =»8 » | [ dataol data01 ont. View Cont Controf Round Style Text Field | 4 A » DEeE B W% O
o R Controller Scene Text Field |
232 targers, i0s 50K 7.1 e |
v G data01 v (@ View Controller Text | Plain :
[ AppDelegate.n | Top Layout Guide o
[m) AppDelegate.m = Bottom Layout Guide Color [ e | Default
v Control
=~ 5 - Font [System 14.0
[h] ViewController.n Button - UoZ
[ ViewController.m f [ Round Style Text Field Algnment (= | =
(] mages.xcassets | Round Style Text Field Placeholder |Placeholder Text
. @ First Responder
» (& supporting Flles 5 R 2 Background [Background Image v
» (] data01Tests Exit
» (] Frameworks Disabled [Dis. imagdy
» (] Products Border Style L1 o
Clear Button | Never appears &
| Clear when editing begins
Min Font Size 173 |
Uloz o Adjust to Fit
Capitalization [ None
Correction [ Default
Keyboard [ Default
Appearance [ Default
Return Key [ Default D
) Auto-enable Return Key
O secure
Control
D {1 L]
). View Controller - A controller that
management model in iPhone 0.
Table View Controller - A
controller that manages a table view.
o) Collection View Controller - A
97 controller that manages a collection
() vie
(@) = O
+ ea@® (&) (al=12) B0

Obrazek 106 - navrh aplikace

Kéd aplikace:
// ViewController.h
#import <UIKit/UIKit.h>

@interface ViewController : UIViewController
@property (weak, nonatomic) IBOutlet UlITextField
*editName;

@property (weak, nonatomic) IBOutlet UlITextField
*editCity;

- (IBAction)Save: (id) sender;
- (IBAction)backgroundTap: (id) sender;

@end

// ViewController.m
#import "ViewController.h"

@interface ViewController ()
@end

@implementation ViewController
@synthesize editCity,editName;

- (void)viewDidLoad
{

[super viewDidLoad];

// Do any additional setup after loading the view,

typically from a nib.

NSString *path = [self dataFieldPath];

if ([[NSFileManager defaultManager]
fileExistsAtPath:pathl])
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NSMutableArray *array = [[NSMutableArray alloc]
initWithContentsOfFile:path];

editName.text = [array objectAtIndex:0];

editCity.text = [array objectAtIndex:1];

- (void)didReceiveMemoryWarning

{
[super didReceiveMemoryWarning];
// Dispose of any resources that can be recreated.

- (NSString *) dataFieldPath
{

NSArray *path =
NSSearchPathForDirectoriesInDomains (NSDocumentDirectory,
NSUserDomainMask, YES);

NSString *documentDir = path[0];//[path
objectAtIndex:0];

NSString *fileName = [documentDir
stringByAppendingPathComponent:@"muj.plist"];

return fileName;

}

- (IBAction)Save: (id) sender {

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

[array addObject:editName.text];

[array addObject:editCity.text];

[array writeToFile: [self dataFieldPath]
atomically:YES];

}
- (IBAction)backgroundTap: (id) sender

{
[editName resignFirstResponder];
[editCity resignFirstResponder];

@end

Archiv objektl
Archiv objektl slouzi k ukladani dat libovolné t¥idy.

Priklad

Vytvorme aplikaci, kterd bude ukladat data pomoci seznamu
vlastnosti.
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® Xcode File Edit View Find

ig Editor Product Debug Source Control Wi

eno [ archive01.xcodeproj — [B Main.storyboard o
’ [ | ﬁ.(_ ) [ iPhone Retina (4-inch) Finished running archive01 on iPhone Retina (4-inch) No Issu E] E‘ Z | l] n D
BMIQAS=m® B < » [0 archivedl ) []archive0l ) 5 Main.storyboard ) [B Main.storyboard (Base) » No Selection n 2 9 & O
v [y rchive01 Identity and Type
= 2targets, 0550K 7.0 R —
¥ i rchiveod -) Type | Default - Interface Build... *
! AppDelegate.n _ ype fault - Interface Buil :
m AppDelegate.m Jméno Location Relative to Group
E storyboard Base.lproj/
h) ViewController.h Main.storyboard
[m ViewController.m Full Path /Users/Natan/Downloads/
[h) DataClass.n Mésto archive01/archive01/

m DataClass.m Base.lproj/Main.storyboard ©

(5] images.xcassets
v (] Supporting Files

Interface Builder Document

[ archiveO1-info.plist Telefon s 5 ) =
Y infoPliststrings Builds for | Project Deployment Tar__._+
m) main.m View as | i0S 7.0 and Later -
[h] archiveo...refix.pch # Use Autolayout
B e Global Tint | SR | Default
» | Frameworks Uloz
» (& Products Localization
™ B Base
Y English Localizable Strings 5

Target Membership
& A archiveol

[Jarchived1Tests

I Objective-C class - An Objective-
2] Cclass with a header for Cocoa
- on < Touch

. Objective-C protocol - An
h  Objective-C protocol for Cocoa

View Controller 2= Touch

s Objective-C test case class - An
fc Objective-C class implementing a
Test unit test

g (B2 it E][@a = @ ‘
+ om® 1>

Obrazek 107 - aplikace pro ukladani seznamu vlastnosti

Kéd jednotlivych souborl aplikace:
// ViewController.h
#import <UIKit/UIKit.h>

@interface ViewController : UIViewController
@property (weak, nonatomic) IBOutlet UlITextField
*editName;

@property (weak, nonatomic) IBOutlet UITextField
*editCity;

@property (weak, nonatomic) IBOutlet UlITextField
*editPhone;

@property (strong, nonatomic) NSString *dataFilePath;

- (IBAction) savelInfo: (id)sender;

- (IBAction) backgroundTap: (id) sender;
@end

// ViewController.m

#import "ViewController.h"

#import "DataClass.h"

@interface ViewController ()

@end

@implementation ViewController
@synthesize editCity, editName, editPhone;

@synthesize dataFilePath;
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- (NSString *) dataFieldPath
{
NSArray *path =
NSSearchPathForDirectoriesInDomains (NSDocumentDirectory,
NSUserDomainMask, YES);
NSString *documentDir = [path objectAtIndex:0];
NSString *fileName = [documentDir
stringByAppendingPathComponent:@"archive.plist"];

return fileName;

- (void)viewDidLoad

{
[super viewDidLoad];
NSFileManager *flm;
NSArray *dirPaths;
NSString *docsDir;

flm = [NSFileManager defaultManager];

dirPaths =
NSSearchPathForDirectoriesInDomains (NSDocumentationDirecto
ry, NSUserDomainMask, YES);

docsDir =dirPaths[0];

dataFilePath = [[NSString alloc]
initWithString: [docsDir
stringByAppendingString:@"data.archive"]];

if ([flm fileExistsAtPath:dataFilePathl])
{
NSMutableArray *dataArray;
dataArray = [NSKeyedUnarchiver
unarchiveObjectWithFile:dataFilePath];
editName.text = dataArray[0];
editCity.text = dataArrayl[l];
editPhone.text = dataArrayl[2];

- (void)didReceiveMemoryWarning

[super didReceiveMemoryWarning];
// Dispose of any resources that can be recreated.

(IBAction)savelInfo: (id) sender

NSMutableArray *myData = [[NSMutableArray alloc]
init];
myData addObject:editName.text];
myData addObject:editCity.text];
myData addObject:editPhone.text];
[NSKeyedArchiver archiveRootObject:myData

toFile:dataFilePath];

]
[
[
[
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- (IBAction)backgroundTap: (id) sender
{

[editName resignFirstResponder];
[editCity resignFirstResponder];
[editPhone resignFirstResponder];

}
@end

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

@interface DataClass : NSObject <NSCoding, NSCopying>
@property (nonatomic,retain) NSString *Name;
@property (nonatomic,retain) NSString *City;
@property (nonatomic,retain) NSString *Phone;

@end

// DataClass.m
#import "DataClass.h"

@implementation DataClass

@synthesize Name, City, Phone;

- (void) encodeWithCoder: (NSCoder *)aCoder

{ [aCoder encodeObject:Name forKey:@"Name"];
[aCoder encodeObject:Phone forKey:@"Phone"];

[aCoder encodeObject:Name forKey:@"Name"];

- (id) initWithCoder: (NSCoder *)aDecoder

if (self = [super init])

{
self.Name = [aDecoder decodeObjectForKey:W@"Name"];
self.City = [aDecoder decodeObjectForKey:@"City"];
self.Phone = [aDecoder

decodeObjectForKey:@"Phone"];
}

return self;

1
- (id) copyWithZone: (NSZone *)zone
{
DataClass *copy = [[[self class]
allocWithZone:zonelinit];
copy.Name = [self.Name copyWithZone:zone];
copy.City = [self.City copyWithZone:zone];
copy.Phone = [self.Phone copyWithZone:zone];

return copy;
@end
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SQLite

Pro ukladani a praci s daty mobilnich aplikaci v iOS je mozné
vyuzivat rovnéz relacni databazi SQLite, kterd nabizi rychlejsi
komplexni agregaci. Pro prevod do objektové orientovaného modelu
je potfeba provést objektové-relacni mapovani. Je potrfeba si
uvédomit, Ze SQLite je napsana v jazyce C a ne v Objective-C. Pokud
vytvarime aplikaci, kterda ma vyuzivat SQLite, je potfeba pFipojit

prislusnou knihovnu.

® Xcode File Edit View Find Navigate Editor Product Debug Source Control Window -
en0o6 [ sql2.xcodeproj
P> [ | /Asal2) (@ iPhone Retina (4-inch) | Finished running sal2 on iPhone Retina (4-inch) No Issues |

| @ = Q A & = » 8 & <« » Br

® Asa2: General Capabilities Info Build Settings Build Phases Bulld Rules
Q

73 targets, 105 SOK 7.0

v (Isal2
[h| AppDelegate.h
|m| AppDelegate.m
&) Main.storyboard
[h) ViewController.n
m) ViewController.m
(%] Images.xcassets.

» [ Supporting Files

Name Stat
» [ sql2Tests 1 CoreGraphics.framework Required

» [ Frameworks

» Target Dependencies (0 items)
» Compile Sources (3 items) (<]

¥ Link Binary With Libraries (3 items) [x]

UIKit.framework Required §
» | Products % a
54 Foundation.framework Required +
+ -
» Copy Bundle Resources (3 items) [x]

Obrazek 108 - postup pFipojeni knihovny SQLite

® Xcode File Edit View Find i Editor Product Debug Source Control Window Hel, =
006 [ sql2.xcodeproj
) m | ﬁ;qlz ) [ iPhone Retina (4-inch) ‘ Finished running sql2 on iPhone Retina (4-inch) No Issues ‘

| @« m Q 4 & = » 8 [ <« » Bsaw

Choose frameworks and libraries to add:

B Asq2t General Build Rules
@ [
v (sal2
[R] AppDelegate.h » Target Dependencies (0 items) v(@iosz.0
Delegate.
% ;‘::' “:g‘ “ ':'d . 53 Accelerate. framework
B wﬂkﬂﬂ"’:::'lh » Compile Sources (3 items) 2 Accounts.framework (<}
m) ViewController.m ) £33 AddressBook.framework
(@ Images xcassets ¥ Link Binary With Libraries (3 items) 55 AddressBookul.framework o
» (| Supporting Files Name 3 AdSupport.framework st
» (] sql2Tests Qc«ecmphks.lnl 5 AssetsLibrary.framework Required &
» (] Frameworks &3 Uikitframe wmk‘ 3 AudioToolbox.framework Required &
» [ Products £ AudioUnit.framework .
53 Foundation. fram( Required 3
5 AVFoundation.framework
oo " bundlel.o
CarrierBundleUtilities.dylib
» Copy Bundle Resources (3 items) ~ (<]
CFNetwork.framework
{54 CoreAudio.framework
[ CoreBluetooth.framework
53 CoreData.framework
e
| Add Other... | Cancel | Add

Obrazek 109 - hledani knihovny v seznamu
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#  Xcode File Edit View Find Navigate Editor Product Debug Source Control Window Help
0006 [ sql2.xcodeproj

P> I | /Asa2) (@ iPhone Retina (4-inch) . | Finished running sql2 on iPhone Retina (4-inch) No tssues |
il GRS .
= w4 » | Bsqr
L _,ﬂ Q40 == 8 ‘ B | Choose frameworks and libraries to add:
| T ®E Asq2s General Build Rules.
u. 105 SDK 7.0 Qlibsq b

MSE

] AppDelegate.n » Target Dependencies (0 items) v(Qios70

im) AppDelegate.m libsqlite3.0.dylib

5] Main.storyboard M N ) ;

(B wi ollerh = Compile Sources (3 items) @ libsqglite3.dylib

|m) ViewController.m ]

B e e ¥ Link Binary With Libraries (3 items) [x]

» || Supporting Files Name Status
(™) :qlzmn . ﬂt‘.oncrlphmhl} | Required &
: t ':m:' £33 UIKit.framework Required &
£33 Foundation.framy Required §
b -
» Copy Bundle Resources (3 items) o
| Add Other... | | Cancel | | Add |

Obrazek 110 - vybér prislusné knihovny

Otevreni databaze:
import <sglite3.h>

sglite3 *contactDB;
/7.

const char *dbpath = [databasePath UTF8String];

if (sglite3 open (dbpath, &contactDB) == SQLITE OK)
{

/7.
}

Uzavreni databaze:
sqglite3 close(contactDB) ;

Vytvoreni nové tabulky:
const char *sqgl stmt = "CREATE TABLE IF NOT EXISTS
CONTACTS (ID INTEGER PRIMARY KEY AUTOINCREMENT, NAME TEXT,
CITY TEXT, PHONE TEXT)";

Nacitani dat:
const char *sqgl stmt = "CREATE TABLE IF NOT EXISTS
CONTACTS (ID INTEGER PRIMARY KEY AUTOINCREMENT, NAME TEXT,
CITY TEXT, PHONE TEXT)";
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B sql2 — [B Main.storyboard

» /A sal2 ) iPhone Retina (4-inch 64-bit) ) iOS 7.1

vB ;‘:I':gm o550k 71 v [E View Controller Scene
v (i sal2 v (@ View Controller -
[ AppDelegate.h | Top Layout Guide )
[m| AppDelegate.m =/ Bottom Layout Guide Jméno
v | Control
[h] ViewController.n v Round Style Text Field
[m] ViewController.m || Round Style Text Field Mésto
(53] Images.xcassets __ Label - Jméno
» (] Supporting Files Label - Mésto
» (] sal2Tests | Label - Telefon Telefon
» (] Frameworks Round Style Text Field
» [ Products | Button - Uloz data
| Label
Button - Najdi Ulo# data
@ First Responder -
Exit Najdi
) (8] (AJ(E e @] (a=
=] No Selection

Obrazek 111 - navrh aplikace

Kédy aplikace:
// ViewController.h
#import <UIKit/UIKit.h>
#import <sglite3.h>

@interface ViewController : UIViewController

@property (strong, nonatomic) NSString *databasePath;
@property (nonatomic) sglite3 *contactDB;

@property (weak, nonatomic) IBOutlet UITextField
*editName;

@property (weak, nonatomic) IBOutlet UITextField
*editPhone;

@property (weak, nonatomic) IBOutlet UITextField
*editCity;

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

- (IBAction)backgroundTap: (id) sender;

- (IBAction) findData: (id) sender;
- (IBAction)saveData: (id) sender;

@end

// ViewController.m
#import "ViewController.h"

@interface ViewController ()
@end
@implementation ViewController

@synthesize databasePath, contactDB, status;
@synthesize editName, editCity, editPhone;
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- (void)viewDidLoad

{

[super viewDidLoad];

NSString *docDir;
NSArray *dirPaths;

dirPaths =
NSSearchPathForDirectoriesInDomains (NSDocumentDirectory,
NSUserDomainMask, YES);

docDir = dirPaths[0];

databasePath = [[NSString alloc]
initWithString: [docDir stringByAppendingPathComponent:
@"contacts.db" 11;

NSFileManager *fileManager = [NSFileManager
defaultManager];

if ([fileManager fileExistsAtPath:databasePath] == NO)
{

const char *dbpath = [databasePath UTF8String];

if (sglite3 open (dbpath, &contactDB) == SQLITE OK)

{
char *error;
const char *sgl stmt = "CREATE TABLE IF NOT
EXISTS CONTACTS (ID INTEGER PRIMARY KEY AUTOINCREMENT,
NAME TEXT, CITY TEXT, PHONE TEXT)";
if (sglite3 exec(contactDB, sgl stmt, NULL,
NULL, é&error) != SQLITE OK)
{
status.text = @"Chyba vytvoreni
databéze!";
}
//sqlite3 close(contactDB) ;
else
{
status.text = @"Chyba vytvoreni
databéze!";

- (void)didReceiveMemoryWarning

[super didReceiveMemoryWarning];

// Dispose of any resources that can be recreated.
- (IBAction)backgroundTap: (id) sender

[editPhone resignFirstResponder];

[editName resignFirstResponder];
[editCity resignFirstResponder];
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- (IBAction) findData: (id) sender

{
const char *dbpath = [databasePath UTF8String];
sglite3 stmt *statement;

if (sglite3 open (dbpath, &contactDB) == SQLITE OK)
{

NSString *querySQL = [NSString
stringWithFormat:Q@"SELECT city, phone FROM contacts WHERE
name=\"%Q@\"",editName.text];

const char *query stmt = [querySQL UTF8String];

if (sglite3 prepare v2(contactDB, query stmt, -1,
&statement, NULL) == SQLITE OK)

{

if (sglite3 step(statement) == SQLITE ROW)
{

NSString *cityField = [[NSString alloc]
initWithUTF8String: (const char*)
sqlite3 column text (statement, 0)];

editCity.text = cityField;

NSString *phoneField = [[NSString alloc]
initWithUTF8String: (const char
*)sglite3 column_ text (statement, 1)];

editPhone.text = phoneField;

status.text = @"Kontakt nalezen";

}
else
{

status.text = @"Kontakt nenalezen!";

editCity.text = @"";

editPhone.text = @"";

}

sqglite3 finalize (statement);

}
sqglite3 close(contactDB) ;

- (IBAction)saveData: (id) sender

{
sglite3 stmt *statement;

const char *dbpath = [databasePath UTF8String];
if (sglite3 open (dbpath, &contactDB) == SQLITE OK)
{

NSString *insertSQL = [NSString

stringWithFormat:@"INSERT INTO CONTACTS (name, city,
phone) VALUES (\"%@\",\"%@\",\"%$@\")",editName.text,
editCity.text, editPhone.text];

const char *insert stmt = [insertSQL UTF8String];

sqlite3 prepare v2(contactDB, insert stmt, -1,
&statement, NULL) ;

if (sglite3 step(statement) == SQLITE DONE)

{

status.text = @"Kontakt pridan";
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editName.text = Q@"";
editCity.text = @"";
editPhone.text = @"";

}

else

{
status.text = @"Chyba pri ptridévéani

kontaktu!";

}

sqlite3 finalize (statement);

sqglite3 close(contactDB) ;

}
@end

Core Data
Core Data jsou nastroj k vizualnimu vytvareni datového
modelu. Nasledujici obrazky ukazuji postupu vytvoreni vizudlniho

modelu.

! Xcode File Edit View Find Navigate Editor Product Debug Source Control Window Help 4 @ ¢ L6 ! é @D 3 = »
jooe

| | | ¢ Loading NOBStR EE&A |
B QASQ=m=8 D8

Choose a template for your new project

nios
= e 1

Framework & Library *oe

Other

Master-Detail OpenGL Game Page-Based Single View
& 0sx Application Application Application
Application | —— [ —
Framework & Library \& I %
Application Plug-in * s 4 i 4
System Plug-in
Other Tabbed i Utility Empty SpriteKit Game
1 a
1 o Selec
. Empty Application
]
- This template provides a starting point for any application. It provides just an application
= delegate and a window.
| Cancel Previous Next

oD e

Obrazek 112 - vytvoreni nové prazdné aplikace
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% Loading No Issues

Choose options for your new project:

Product Name | J
Organization Name |Rostislav Fojtik ]
Company Identifier IRF ]

Bundle Identifier RF.ProductName

Class Prefix [xvz ]

oerces No Select

@ Use Core Data

[ cacel | (oo | | et

D @
Obrazek 113 - uaplikace se zaskrtne volba Use Core Data
®  Xcode File Edit
€00 ) — B
Finished running coreData3 on iPhone Retina (4-inch) _ No Issues -

BnQAS=m@ (& <« B I°T. B ) ) (@ envy

ENTITIES

coreData3
¥ 22 targets, 105 50K 7.0 - v Attributes
vﬁémm.l Attribute v Type
AppOelegate.h FETCH REQUESTS "N
1 - =M String :
I CONFIGURATIONS name String -
mages. ncassers .
@ oetaut o s S
» (] Supporting Files + -
B storyboard.storyboard A
|h) ViewController.h A ¥ Relationships
Im ViewController.m A Relationship o Destination Inverse
» (] coreData3Tests
» (| Frameworks
» (| Products
P

¥ Fetched Properties

Fetched Property a Predicate

== 0. © &=~

Outline Style Add Entity Add Attribute Editor Style

Obrazek 114 - vytvoreni entity s atributy
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Editor _Product Debug Source Control Window Help 4 @S AR L @ O i T o

® Xcode File Edit View Find =
e0o6 [ coreData3.xcodeproj — |7 coreData3.xcdatamodel
) m /A coreData3 | [J§ iPhone Retina (4-inch) Finished running coreData3 on iPhone Retina (4-inch)
B2 QAS=2 = <« » [ coredaa3) (] coreData3 coreData3 B cor @ entiry
v-,mrebanz ENTITIES
=2 2 targets, i0S SDK 7.0 a
v ] coreData3
Ih) AppDelegate.h FETCH REQUESTS
Delegate.m
= AppOstegn CONFIGURATIONS
(3] Images.xcassets
oD @ Default
» (] Supporting Files
& Storyboard.storyboard
h| ViewController.h
im ViewController.m
» (] coreData3Tests
» (| Frameworks
» (] Products
SESSE(. JEEEE}
¥ Attributes
city
name
phone
¥ Relationships
[ = 8 (+] . (=3
Outline Style Add Entity Add Attribute  Editor Style

Obrazek 115 -

pohled na entitu

Shrnuti

kapitoly

Data v mobilnich aplikaci Ize ukladat nasledujicimi pomoci:
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11. APLIKACE VYUZIVAJICI ICLOUD

V této kapitole se dozvite:

Cilem této lekce seznamit se s moznostmi datového Uloziste
iCloud.

Po absolvovani lekce budete:
e umeét vyuzivat ulozisté iCloud pro své aplikace

Klicova slova této kapitoly:
iCloud

Cas ke studiu: 3 hodiny

Datové ulozisté firmy Apple poskytuje v zdkladu 5 GB.
Za poplatek lze kapacitu ulozisté zvysSit. Ulozisté iCloud slouzi
primarné k ukladdani a synchronizaci dat nékterych aplikaci. Data

mohou byt synchronizovdna mezi mobilnimi i desktopovymi
zafizenimi.
® Predvolby systému Upravy Zobrazeni Okno Napovéda
® OO0 Predvolby systému
[ < » || Zobrazit vie | (Q )
- . PR )
- W M B o @ @
Obecné Plocha Dock Mission Jazyk Zabezpeceni Spotlight Oznameni
a spofic Control a oblast a soukromi

[ - Q
Monitory Uspora Klavesnice Mys3 Trackpad Tiskarny Zvuk
energie a skenery

Z o
N2
iCloud Internetové Sit Bluetooth Sdileni
acry

Obrazek 116 - predvolby systému v Mac OS X
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® Piedvolby systému Upravy Zobrazeni Okno Napovéda

® 00 iCloud
< | > Zobrazit vie Q
—
4 @ Kalendare
8 E Pfipominky
—
. C “L‘l‘a Poznamky
iCloud EE—
Rostislav Fojtik @ o]
| Podrobnosti o Gétu | o I?{ Klicenka
( Odhlasit se J 4 a Fotografie [ volby... |
~ B Dokumenty a data Volby...
Ulozité iCloud: K dispozici 12,96 GB z 15 GB
@ (] ) (seriva.. |

bbrézek 117 - zakladni aplikace synchronizované pomoci iCloud

® Piedvolby systému Upravy Zobrazeni Okno Napovéda

000 iCloud
< |p> Zobrazit vie Q

Zde se zobrazi aplikace, které ukladaji dokumenty a data na iCloud.

w Nahled.app

™ "/ TextEdit.app

™ ﬂ iMovie.app

@ E Keynote.app

™ é Numbers.app

8 g Pages.app

™ u Day One.app
a =

EJ

EJ

@ T — - a.. |

Obrazek 118 - dalsi aplikace, které ukladaji data do iCLoud
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® Pages Soubor

Upravy Pridat Format

Na mém Macu
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4.12.2012
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1.10. 2012
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14.11.2012
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28.8.2012
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12.11.2012

Radco...oledne
27.10.2012

Gettin...rted 1
28.8.2012

LZadan...staaa
10.11.2012

Reset...(kopie)
16.10.2012

metod...udenti
28.8.2012

Zpevnik
9.11.2012

ResetMacBooku
16.10.2012

Zprav...012_06
21.8.2012

EvaluaceFojtik

Priorit...ediska

4.4.2012 10.12.2011

Syner...i popis
16.11.2011

Obrazek 119 - dokumenty v ulozisti iCloud v aplikace Pages

3.11.2011

strate...VRJ (1)

| Hotovo_ [ Oteviit ]

eeeee T-Mobile CZ T 16:39 © 70 % W eesee T-Mobile CZ & 16:39 9 70 % W eeeee T-Mobile CZ = 16:39 9 70 % W
Nastaveni { Nastaveni  iCloud < iCloud Dokumenty a data
u Nerusit
ICLOUD
Dokumenty a data ()
< Uget rostislav.fojtik@osu.cz
@ Obecné ! Povolit aplikacim ukladani dokumentd a dat
na iCloud.
Zvuk
Posta ‘ ) o
Tapety a jas O @ 1Password O
| Kontakty . )
m Soukromi !" u Day One O
-

¢ Kalendafe Q|| i awriter @
A icloud Pripominky | @) 3 ravak [ @)
) Posta, kontakty, kalendare @ sateri | @) Keynote [ @
Poznamky Poznamky L @) W MindNode [ @
Pipominky g Passbook O ' NAVIGON ()
u Telefon Kli¢enka Vypnuto U Numbers (>

Obrazek 120 - nastaveni ukladani dat aplikaci do iCloudu v operacnim

systému i0S

Priklad

Nasledujici ukazkovy priklad vyuziva k ukladani dat iCloud.

Program bude obsahovat textové pole, do kterého si uzivatel mdze
zapsat pozndmku a pomoci tlaCitka poznadmku ulozi do ulozisté
iCloud. Pri opétovném spusténi aplikace se text poznamky objevi
v aplikaci.
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(@] [ 8 M= t+itei B (@ = a] objects and controllers not directly
e @ aailable in Interface Builder.
E ® B 2 & & |NoSelecon

for CFBundle Ox8fad6ed </Applications/Xcode.app/Contents/ )
eloper/P! i i P Label Label - A variably sized amount of
i i i ibilityBundl static text.

.1,

CertUIFramework.axbundle> (not loaded)

2014-05-26 13:48:59.301 iCloud2[963:60b] Otevieno

2014-05-26 13:49:07.248 iCloud2[963:60b] Prepséno Button - Intercepts touch events and
Button sends an action message to a target

)| Aol @ @ @ All Output + o/ Dm|=®

+ ea®

Obrazek 121 - navrh uéivatelékého rozhrani

Nejprve vytvofme novou tfidu, kterd bude potomkem tridy

UIDocument.
// MyDocument.h
#import <UIKit/UIKit.h>

@interface MyDocument : UIDocument

@property (strong, nonatomic) NSString *userText;
@end

// MyDocument.m
#import "MyDocument.h"

@implementation MyDocument
@synthesize userText;

- (id)contentsForType: (NSString *)typeName error: (NSError
* autoreleasing *)outError
{

return [NSData dataWithBytes: [userText UTF8String]
length: [userText lengthl]];
}
- (BOOL) loadFromContents: (id) contents ofType: (NSString
*)typeName error: (NSError * autoreleasing *)outError
{

if ([contents length] > 0)

{

userText = [[NSString alloc]

initWithBytes: [contents bytes] length:[contents length]
encoding:NSUTF8StringEncoding];

}

else

{
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userText = @"";

}

return YES;
}
@end

Tridu pouzijeme ve tfidé ViewController.

// ViewController.h
#import <UIKit/UIKit.h>
#import "MyDocument.h"

@interface ViewController : UIViewController

@property (strong, nonatomic) MyDocument *document;
@property (strong, nonatomic) NSURL *documentURL;

@property (strong, nonatomic) IBOutlet UlTextView *myText;
- (IBAction)saveText: (id) sender;

@end

// ViewController.m
#import "ViewController.h"

@interface ViewController ()
@end

@implementation ViewController
@synthesize document, documentURL, myText;

- (void)viewDidLoad
{

[super viewDidLoad];

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

NSArray *dirPaths =
NSSearchPathForDirectoriesInDomains (NSDocumentationDirecto
ry, NSUserDomainMask, YES);

NSString *docsDir = dirPaths[0];

NSString *dataFile = [docsDir
stringByAppendingString:@"document.txt"];

documentURL = [NSURL fileURLWithPath:dataFile];

document = [[MyDocument alloc]
initWithFileURL:documentURL];

document.userText = @"";

NSFileManager *fileManager = [NSFileManager
defaultManager];

if ([fileManager fileExistsAtPath:dataFile])

{

[document openWithCompletionHandler:” (BOOL succes)
{
if (succes)
{
NSLog (@"Otevreno") ;
myText.text = document.userText;
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else

{
NSLog (@"Neotevieno") ;

[document saveToURL:documentURL
forSaveOperation:UIDocumentSaveForCreating
completionHandler:” (BOOL succes)

{
if (succes)
{
NSLog (@"Vytvoreno") ;
}

else

{
NSLog (@"Nevytvoreno") ;

- (void)didReceiveMemoryWarning

[super didReceiveMemoryWarning];
// Dispose of any resources that can be recreated.

(IBAction) saveText: (id) sender

[document saveToURL:documentURL
forSaveOperation:UIDocumentSaveForOverwriting
completionHandler:” (BOOL succes)

{
if (succes)
{
NSLog (@"Prepsano") ;
}

else

{
NSLog (@"Neprepsano") ;
17
@end

Priklad

Vytvofrme jednoduchou aplikaci pro ukladani poznéamek do
iCloudu. Nejprve vytvorme prazdny projekt, do kterého umistime
jednotlivé scény aplikace.
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® Xcode File Edit

"nQASE®B N o
Choose a template for your new project

A ios
= o) lecs) 1
Framework & Uibrary -
Other
|—| Master-Detail OpenCL Came Page-Based Single View
% 0sx Application Application Application
o :
| Application
L] Framework & Ubrary ‘ ‘ ‘ *’ ‘
/| Application Plug-in (XD 4
A System Plug-in
Other Tabbed Utility Empty SpriteKit Game
.
Empty Application
sl This template provides a starting point for any It provides just an
1 delegate and a window.

Obrézek 122 - tvorba prazdného objektu

e 00 iCloud_01
" a (d-inch) e Finished running iCloud_01 on iPhone Retina (4-inch) A7 m
< > iCloud_01 lan»
+ iCloud_01 = ﬁ iCloud_01 % General Capabilities Info Build Settings Build Phases Build Rules «

2 targets, i0S SDK 7.1

v @ icloud [ on ]

m] iCloudAppDelegate.m Key-Value Store: (] Use key-value store

Storyboard.storyboard A .. . =
Ubiquity Containers: RF.iCloud-01

[h] iCloudAddViewControllerh A clou

m] iCloudAddViewController.m A

(17 iCloud_01.xcdatamodeld -
» []Supporting Files
» []iCloud_01Tests

» (] Frameworks

» [|Products

Steps: v Add the "iCloud" entitlement to your App ID
v Add the "iCloud Container Identifiers” entitlement to your entitlements file

> c Game Center OFF

Obrazek 123 - v nastaveni projektu je potfeba zaktivnit vyuziti sluzby iCloud
Xcode File Edit n Navi P C 0 Contro . -

- o 5
iCloud_01.xcodeproj

iCloud_01: Ready | Today at 16:55 No Issues “

w4 » | B iCloud 01

|
v, iCloud_01 B /A iCloud 014 General ] To enable iCloud, select a Development Team to use Build Rules Idy
. avgm. 05 SDK 7.0 for provisioning:
v (] iCloud_01 v iCloud [ o 1|
[h) iCloudAppDelegate.h a [ Rostislav Fojtik ¢]
iCloudAppDelegate.m iCloud Storage APls enable
(&) Images.xcassets to date automatically. Use i
5 {Cloud_01.xcdat ” iCloud-enabled devices. ‘ [ view J | Cancel | | Choose |
» (] Supporting Files Turning on iCloud will...
» (] iCloud_01Tests « Add the “iCloud" entitlement to your App ID
»CIF « Add the "iCloud Container Identifiers” entitlement to your entitlements file

» (] Products.

» . Game Center OFF | P
» (|l passbook C=

» == in-App Purchase CJorr) b
> o Maps (CTors)

» (_)) Background Modes (o) |50
> '-'1' Inter-App Audio CTorf) | o

Obrazek 124 - vybér vyvojare
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iCloud_01.xcodeproj
iCloud_01: Ready | Today at 16:55 No Issues

v, iCloud_01
™2 targets, I0S SOK 7.0

|2
| e o

An empty Interface Builder Storyboard document for an iOS interface.

OFF |

[ previous | [ Next ] [ 1o
(B
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- - - -
I o
Prototype Cells
Title PODAMKA
1‘) Navigation Controller r—°> Table View s—°{> Navigation Controller ;_°{> Table View

Prot

Navigation Controller Note List View Controller Navigation Controller Add Note View Controller -

Obrazek 126 - storyboard aplikace
eo0o icloud3 — [B Main.storyboard — Edited &
Build icloud3: Succeeded | Today at 9:46 "

B nDQASEM® < > Bidoud3) (Jic.> Bm.) BM.) DE B 9« O
v ;“"“’z P [E] Table View Controller - Root Vie... b1 Triggered Segues o
targets, y action
v [ icloud3 v O Table \:\e'w Controller - Root Vie... [T e B
k) AppDelegate.h ¥ [ Table View seiector o
m] AppDelegate.m v 5 Table view cel . Referencing Outlets
Main.storyboard ™ L] content View New Referencing Outiet o
[h] ViewController.h 'V [¢/ Navigation tem - Root View... Referencing Outlet Collections.
[m) ViewController.m || Bar Button item - item New Referencing Outlet Collection )
e @) First Responder -
» (] Supporting Files CE
» [Jicloud3Tests v [E Navigation Controller Scene
LT s Navigation Controller
» [ Products [/ Navigation Bar
@) First Responder
Exit

@ Relationship "root view controlle...

0 {} o ®

i search bar connected t0 a sear

roolbar - Provides a mechanism for
splaying a toolbar at the bottom

Bar Button Item - Represents an
item on a UToolbar or
UINavigationitem object.
Fixed Space Bar Button Item -
Represents a fixed space item on 2
UlToolbar object.
Flexible Space Bar Button Item -

presents a flexible space item on a
UlToolbar object.

. b
Obrazek 127 - vlozeni Bar Button Item
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sion Item - Root View Controller » || Bar Button Item - Item | € /\ > D B B ¥ « ©
Bar Button Item
Style | Bordered 23]

Identq ¥ Custom E

Edit
Bar Item Done

Tit  Cancel
Save
Ima¢ yndo
T: Redo

R

Compose
Reply
Action
Organize

-

Obrazek 128 - vybér typu tlacitka

Bar Button Item

Style | Bordered s
Identifier | Add ™
Tint | Default &l
Bar Item
Title | |

lmage! [v]

Obrazek 129 - zména typu tlacitka

- (IBAction)cancel: (id) sender {
[self dismissViewControllerAnimated:YES
completion:nil];

}

- (IBAction)save: (id)sender {

// Notify the previouse view to save the changes
locally

[[NSNotificationCenter defaultCenter]
postNotificationName:(@"New Note" object:self
userInfo: [NSDictionary
dictionaryWithObject:self.noteTextField.text
forKey:@"Note"]];

[self dismissViewControllerAnimated:YES
completion:nil];

}

- (void)viewDidLoad

{

[super viewDidLoad];

self.navigationItem.leftBarButtonItem =
self.editButtonlItem;

// Observer to catch changes from iCloud

NSUbiquitousKeyValueStore *store =
[NSUbiquitousKeyValueStore defaultStore];

[[NSNotificationCenter defaultCenter] addObserver:self
selector:@selector (storeDidChange:)
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name:NSUbiquitousKeyValueStoreDidChangeExternallyNotificat
ion
object:store];

[ [NSUbiquitousKeyValueStore defaultStore]
synchronize];

// Observer to catch the local changes
[[NSNotificationCenter defaultCenter] addObserver:self
selector:@selector (didAddNewNote:) name:(@"New Note”
object:nil];
}

iOS Simulator - iPhone Retina (4-inch) / iOS 7... iOS Simulator - iPhone Retina (4-inch) / iOS 7...
Operéator = 0:12 - Operator ¥ 0:13 -
Edit + Zrusit Pfidat poznamku Ulozit
aaaa
POZNA
bbbb

Nova poznamka

poznamka

QIWIE]R|T]ZJU] I JO}P
AISIDIFIGIHIJ KL

¢ Y XCVBNM" @

123 @ Mezermik Enter

Obrazek 130 - vysledna podoba aplikace

Shrnuti kapitoly

Datové ulozisté iCloud firmy Apple slouzi k ukladani dat aplikaci nebo
synchronizaci dat aplikaci mezi vice =zafizenimi. Typicky mezi
mobilnim a desktopovym zafizenim. Pro uzivatel s Apple ID je
zdarma k dispozici ulozisté o kapacité 5 GB, kterd lze za poplatek
navysit.
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12. VYUZITI GEST A DOTYKU

V této kapitole se dozvite:

Cilem této lekce seznamit se s moznostmi vyuzivat v aplikaci
dotykl a gest.

Po absolvovani lekce budete:
e umét pracovat s dotyky, klepnuti a gesty
¢ umét vytvaret jednoducha gesta

Klicova slova této kapitoly:
dotyky, gesta, klepnuti, multidotykovy displej

Cas ke studiu: 3 hodiny

Zarizeni vyuzivajici operacni systém iOS (iPhone, iPad)
vyuzivaji kapacitni dotykovy displej, ktery podporuje multidotykové
ovladdani. UZivatel mize vyuzit vice prstl najednou. PFi ovladani
aplikaci pomoci dotykového displeje miZzeme vyuzit:

* gesta (gesture)

* dotyk (touch)

e klepnuti (tap)

Pro vice dotykovd gesta miZeme vyuZit nasledujici zpravy
(metody):

- (void) touchesBegan: (NSSet *)touches withEvent: (UIEvent
*)event
- (void) touchesCancelled: (NSSet *)touches
withEvent: (UIEvent *) event
- (void) touchesMoved: (NSSet *)touches withEvent: (UIEvent
*)event

(void) touchesEnded: (NSSet *)touches withEvent: (UIEvent
*)event

Programator si mze vytvofit i vlastni gesta. PFi jejich definici
je potfeba vytvaret jednoduché pohyby. U slozitych pohybu objektl
by bylo velmi slozité zajistit presné snimani.

Priklad

Nasledujici ukdzkova aplikace demonstruje zplsoby ovladani
aplikace dotyky, gesty a klepnutimi. Podle toho, jakym zplsobem
pracuje s displejem, se vypiSe typ a pfipadny pocet dotknuti.

Vytvofme novy projekt na zdkladé sSablony Single View
Application a umistime do View tfi komponenty typu Label. V jednom
se bude vypisovat o jaky typ gesta nebo dotyku se jedna. Druhé dva
budou vypisovat pocet dotek( nebo klepnuti. Tuto aplikaci je
vhodnéjsi testovat na konkrétnim redlném zarizeni.

106

N
[ 4
AN




ol

Edgd D&E0O

e 06 [ Touch01 — [&) Main.storyboard
P [ | /Atouchor) [ NataniPhones Finished running Touch01.app on Natan iPhone 5 1
QA Q=8 < » | [ Touch01 ) (] Touchol » [& Main.storyboard ) [E Main.storyboard (Base) » [E View Controller Scene View Controller ) | View | 4
Toucho1
¥ B targers, i0s 50K 7.1 v [ View Controller Scene
v (] Toucho1 v (@ View Controller
[R] AppDelegate.h i/ Top Layout Guide
|m) AppDelegate.m L) Bottom Layout Guide =
Main.storyboard v [ |view At
[h) ViewController.h | Label - Zpréva
[m] ViewController.m L Label - Dotyky Dotyky
(5] 1mages.xcassets ___ Label - Kiepnuti ,
» [ Supporting Files @ First Responder Klepnuti
» (] Toucho1Tests Exit
» (] Frameworks
» (] Products
+em@ e @]

()2 E|(Q = a

>

DBE 8w« O

View

Mode | Scale To Fill
Tag 18
Interaction (& User Interaction Enabled
 Mmultiple Touch
Alpha 13
Background (=3 | White Color
Tint [ S | Default

Drawing & Opaque ] Hidden
Clears Graphics Context
() Clip Subviews

 Autoresize Subviews
Stretching ol: 18
X Y
10 1E
Width Height

D{ o =

View Controller - A controller that
supports the fundamental view-
management model in iPhone OS.

Collection View Controller - A
controller that manages a collection
viey

Table View Controller - A
controller that manages a table view.

Obrazek 131 - navrh vzhledu aplikace
1 © 94 % k4

eeee0 T-Mobile CZ & 23:08
Konec dotyku.
Detekovani 1 dotekd.

Detekovano 6 klepnuti.

Obrazek 132 - aplikace na redlném zarizeni

Prohlednéte si zdrojové kody aplikace

// ViewController.h
#import <UIKit/UIKit.h>
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@interface ViewController : UIViewController

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

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

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

@end

// ViewController.m
#import "ViewController.h"

@interface ViewController ()
@end

@implementation ViewController
@synthesize messagelabel, tapsLabel, touchesLabel;

- (void)viewDidLoad
{
[super viewDidLoad];
// Do any additional setup after loading the view,
typically from a nib.
}

- (void)didReceiveMemoryWarning

[super didReceiveMemoryWarning];
// Dispose of any resources that can be recreated.

(void) updatelabellIsFromTouches: (NSSet *)touches

NSUInteger numberTap = [[touches anyObject] tapCount];
NSString * tapMessage = [[NSString alloc]

initWithFormat:@"Detekovano %d klepnuti.", numberTap];
tapsLabel.text = tapMessage;

NSUInteger numberTouche = [touches count];

NSString *touchMessage = [[NSString alloc]
initWithFormat:Q@"Detekovani %$d dotekt.", numberTouche]:;

touchesLabel.text = touchMessage;

- (void) touchesBegan: (NSSet *)touches withEvent: (UIEvent
*)event
{
messagelLabel.text = Q"ZzZacCatek dotykua.";
[self updatelabelIsFromTouches:touches];
1
- (void) touchesCancelled: (NSSet *)touches
withEvent: (UIEvent *)event

{

messagelabel.text = @"Dotyky zruSeny.";
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[self updatelabelIsFromTouches:touches];
}
- (void) touchesEnded: (NSSet *)touches withEvent: (UIEvent
*)event
{
messagelLabel.text = Q@"Konec dotyku.";
[self updatelabelIsFromTouches:touches];
}
- (void) touchesMoved: (NSSet *)touches withEvent: (UIEvent
*)event
{
messagelabel.text = @"Detekovano potazeni.";
[self updatelabelIsFromTouches:touches];
}
@end

Priklad

Druhy ukazkovy priklad je vlastné takova jednoducha hra. Na
obrazovce se budou ukazovat nahodna dCisla od 1 do 4 a ukolem
,hraée" je udélat pFisludny pocet dotekd. Tlatitkem vyvoldme nové
Cislo. Ve spodni ¢asti obrazovky se budou zobrazovat pocty skutecné
provedenych dotekl. Tato aplikace lze zkoudet jen na redlném

zarizeni s multidotykovym displejem.

006 [ Touch02 — [B Main.storyboard 7
P B | A touchoz) [ Natanihone's Finished running Touch02.app on Natan IPhane 5 B EEF L RERE | O =20
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v [ Teucho2 iew Controller Scene View B s ©
2 targers, 105 SDK 7.1 E
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[ AppDelegate.h 51/ Top Layout Guide Tag ol
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orybo 1 -
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L Label - 0 Nové &islo
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» (] supporting Files @ first Responder Tint [ S | Default )
» (] Touch02Tests Exit 5
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» (] Products BEIiE
g
+ ides
Width Height
W Controller - A
hat manages a table view.
View Controller - A
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® v =
n—,—‘ Collection View Controller -A |-
(1)) comvolethat manages acollecton | coratter - presnts
view. fEview controllers as
_————|/ [c] 12 el F|[Q = a =
 eme Sl @) (i)(E wier @) (&= 8] | = | S—

Obrazek 133 - navrh vzhledu aplikace

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

@interface ViewController : UIViewControlle

r

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

@property (weak, nonatomic) IBOutlet UILabe
*feedbackLabel;

- (IBAction)newNumber: (id) sender;
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@end

// ViewController.m
#import "ViewController.h"

@interface ViewController ()
@end

@implementation ViewController
@synthesize numberLabel, feedbackLabel;

- (void)viewDidLoad
{
[super viewDidLoad];
// Do any additional setup after loading the view,
typically from a nib.
}

- (void)didReceiveMemoryWarning

{
[super didReceiveMemoryWarning];
// Dispose of any resources that can be recreated.

- (void) updatelabelIsFromTouches: (NSSet *)touches

NSInteger number = [numberLabel.text integerValue];

NSUInteger numberTouche = [touches count];

NSString *touchMessage = [[NSString alloc]
initWithFormat:@" - %d doteku.", numberTouche];

NSString * str;

if (number == numberTouche)
str = [[NSString alloc] initWithFormat:@"Spravené
%d %@", number, touchMessagel];
else
str = [[NSString alloc] initWithFormat:@"Chyba $%d

%@", number, touchMessagel];

feedbackLabel.text = str;

- (void) touchesBegan: (NSSet *)touches withEvent: (UIEvent
*)event
{
[self updatelabelIsFromTouches:touches];
}
- (IBAction)newNumber: (id) sender
{
static BOOL seeded = NO;
if (!seeded) {
seeded = YES;
srandom (time (NULL) ) ;
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NSInteger number = (random () % 4) + 1;
NSString *fedbackStr = [[NSString alloc]
initWithFormat:@"%d", number];
numberLabel .text = fedbackStr;
1
@end

Shrnuti kapitoly

Hardwarova zafizeni siOS vyuzivaji multidotykové displeje.
K ovladani aplikaci pomoci dotykového displeje miZzeme vyuzit:

* gesta (gesture)

* dotyk (touch)

e klepnuti (tap)
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13. PRACE S GRAFIKOU

V této kapitole se dozvite:

Cilem této lekce seznamit se s moznostmi vyuziti grafiky pfi
tvorbé aplikaci v iOS.

Po absolvovani lekce budete:
e umét pracovat s knihovnami Quartz a OpenGL ES

Klicova slova této kapitoly:
Core Graphics, OpenGL ES, Quartz

Cas ke studiu: 3 hodiny

Vétsina aplikaci si vystaci pro vykresleni grafickych komponent
s frameworkem UIKit. Pro nékteré aplikace potfebuji vykreslit vliastni
grafické casti. K tomu Ize vyuzit dvé knihovny:

* Quartz 2D
* OpenGL ES
OpenGL ES

OpenGL ES vyuziva zcela jiny pristup nez Quartz 2D. Bod o
souradnicich (0,0) se nachazi v levém dolnim rohu. Knihovna pracuje
jako stavovy automat a funguje jako okno do tfidimenzionalniho
svéta. Knihovna OpenGL ES je vykonnéjsi a komplexnéjsi nez
knihovna Quartz.

Knihovna Quartz

Pri kresleni se vyuziva virtualni platno, na které se nanasi
grafické 2D objekty. PFi praci s knihovnou Quartz 2D se stejné jako
pfi praci s frameworkem Core Graphics odehrava kresleni v grafickém
kontextu (graphics context). Soufadnicovy systém ma bod (0,0)

v levém hornim rohu.
CGContextRef context = UIGraphicsGetCurrentContext ()

- graficky kontext

CGContextMoveToPoint (context, x, Vy);
- pfesun pera

CGContextAddLineToPoint (context, x, vy);
- kresleni cary

CGContextStrokePath (context) ;
- vykresleni

Priklad
Vytvofrme aplikaci, ktera vykresli Usecku, obdélnik, elipsu.
Vytvorfime si tfidu DrawView.

// DrawView.h

#import <UIKit/UIKit.h>

@interface DrawView : UIView
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@end

// DrawView.m
#import "DrawView.h"

@implementation DrawView

- (id)initWithFrame: (CGRect) frame
{
self = [super initWithFrame:frame];
if (self) {
// Initialization code
}

return self;

// Only override drawRect: if you perform custom drawing.
// An empty implementation adversely affects performance
during animation.
- (void)drawRect: (CGRect) rect
{

// Drawing code

CGContextRef context = UIGraphicsGetCurrentContext ()

//line

CGContextSetLineWidth (context, 7.0);

CGColorSpaceRef colorSpace =
CGColorSpaceCreateDeviceRGB () ;

CGColorSpaceRelease (colorSpace) ;

CGFloat components[] = {0.8,0.4,0.1,1.0};

CGColorRef color = CGColorCreate(colorSpace,
components) ;

CGContextSetStrokeColorWithColor (context,color);//[UIColor
redColor] .CGColor) ;

CGContextMoveToPoint (context, 30, 30);
CGContextAddLineToPoint (context, 300, 300);
CGContextStrokePath (context) ;

//rectangle

CGContextSetLineWidth (context, 2.0);

CGFloat components2[] = {0.1,0.3,0.2,1.0};

color = CGColorCreate(colorSpace, components?2);
CGContextSetStrokeColorWithColor (context,color);
CGRect rectangle = CGRectMake (10,50, 200,400);
CGContextAddRect (context, rectangle);
CGContextStrokePath (context) ;

//ellipse

CGContextSetLineWidth (context, 1.0);

CGFloat components3[] = {0.1,0.9,0.9,0.5};

color = CGColorCreate(colorSpace, components3);
CGContextSetStrokeColorWithColor (context,color);
rectangle = CGRectMake (50,100, 230,430);
CGContextAddEllipseInRect (context, rectangle);
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CGContextStrokePath (context) ;

//£111

CGContextSetFillColorWithColor (context,
CGContextFillEllipseInRect (context,
CGContextSetLineWidth (context,

ellipse

7.0);

CGColorSpaceRelease (colorSpace) ;
CGColorRelease (color) ;

//

@end

color);
rectangle) ;
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Priklad
Vytvorme

aplikaci, kterd umozni vybrat

barvu a druh

grafického objektu. Tahem po obrazovce se graficky objekt vykresli.

P> B | 7AQuartz05 ) iPhone Retina (4-inch 64-bit) ) I0S 7.1

mnQ Ao =
Quartz05

vA; targets, i0S SDK 7.1

v (] Quartz05

= 8 < >

Carrier

B Quartz05 — [ Main.storyboard

Running Quartz05 on iPhone Retina (4-inch 64-bit 3

[ Quartz05 ) (7] Quartz05 ) [B Main.storyboard ) [B} Main.storyboard (Base) » No Selection

»|_iOS Simulator - iPhone Retina (4-inch 64-bit).

9:32PM -

[h] QuartzAppDelegate.n

Cervena

()

modra Zluta

zelena |QELREIRE]

|m] QuartzAppDelegate.m

[h] Constants.h A
[h] QuartzuiColorRandom.h A
[m QuartzuiColorRandom.m A
[h] QuartzDrawview.h
[m] QuartzDrawview.m
[h] QuartzviewController.n
[m] QuartzviewController.m
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Quartz View Controller
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Do aplikace priddme Navigator Bar a Toolbar, ve kterych
budeme vybirat barvy a objekty. Je potfeba nastavit pocet segmentd.

[ Quartz05 — [ Main.storyboard

(4-inch 64-bit) ) i0S 7.1 Running Quartz05 on iPhone Retina (4-inch 64-bit 3
<« > [Ba B B B < | Navigation Item Bar Segmented Control - ervend, modrd, Zlutd, zelend, ndhodné | € A »
v [E Quartz View Controller Scene Segmented Control
v ([ Quartz View Controller Style | Bar ]
[l Top Layout Guide (- State () Momentary
£ Bottom Layout Guide Segments s|()
v | Quartz Draw View : X i R i -_—-Me BB
e Cervena [ modra Zluta zelena |nahodn: - 1 s
v | Navigation Bar [{] a%: Segment | Segment 0 - fervend |
¥ | <|Navigation Item Title | Eervend
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| O E—
v L] Bar Button item Content Offset (18] [] 6]
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-/ Bar Button Item - Flexi...
@ First Responder Control
Exit View

Obrazek 138 - nastaveni poctu segmentd u Navigation Bar
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(4-inch 64-bit) ) iOS 7.1 Runnin

< > | [§ quartz0s B
v [E Quartz View Controller Scene
v (@ Quartz View Controller
= Top Layout Guide
— | Bottom Layout Guide
¥ | Quartz Draw View
v || Navigation Bar
w | <|Navigation Item

) Bar Segmented Cont....

¥ || Toolbar
v Bar Button Item

£I2) Bar Segmented Cont...

-+ Bar Button Item - Flexi..
@ First Responder
Exit

Obrazek 139 - nastaveni poctu segmentt u Toolbaru

M Quartz05 — [B Main.storyboard

5 on iPhone Retina (4-inch 64-bit

Bar Button Item » fI2) Bar Segmented Control - se¢ka, Obdelnik, elipsa, foto | 4

3

C_]
[éewena modra Zluta zelena nahodnal
[ usecka | Obdelnik l elipsa l foto }l

Zdrojové kody aplikace:

// Constants.h

typedef enum {
kLineShape

kRectShape,

=0,

kEllipseShape,

kImageShape

} ShapeType;

typedef enum {

kRedColorTab

=0,

kBlueColorTab,
kYellowColorTab,
kGreenColorTab,
kRandomColorTab

} ColorTabIndex;

#define degreesToRadian (x)

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

@interface UIColor (Random)
+ (UIColor *)randomColor;

@end

// QuartzUIColorRandom.m
#import "QuartzUIColorRandom.h"

(M _PT *

@implementation UIColor (Random)
+ (UIColor *)randomColor

{

static BOOL seeded = NO;
if (!seeded)
seeded
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srandom (time (NULL)) ;
}

CGFloat red = (CGFloat) random () / (CGFloat) RAND MAX;
CGFloat blue = (CGFloat)random()/(CGFloat)RAND MAX;
CGFloat green = (CGFloat)random()/ (CGFloat)RAND MAX;

return [UIColor colorWithRed:red green:green blue:blue
alpha:1.0£f];

}
@end

// QuartzDrawView.h
#import <UIKit/UIKit.h>
#import "Constants.h"

@interface QuartzDrawView : UlIView

{
CGPoint firstTouch;
CGPoint lastTouch;
UIColor *currentColor;
ShapeType shapeType;
UIImage *drawlImage;
BOOL useRandomColor;
CGRect redrawRect;

}

@property CGPoint firstTouch;

@property CGPoint lastTouch;

@property (nonatomic, retain) UIColor *currentColor;
@property ShapeType shapeType;

@property (nonatomic, retain) UIImage *drawlmage;
@property BOOL useRandomColor;

@property CGRect redrawRect;

@end

// QuartzDrawView.m
#import "QuartzDrawView.h"
#import "QuartzUIColorRandom.h"

@implementation QuartzDrawView
@synthesize firstTouch;
@synthesize lastTouch;
@synthesize currentColor;
@synthesize shapeType;
@synthesize drawlImage;
@synthesize useRandomColor;
@synthesize redrawRect;

- (CGRect)currentRect {
return CGRectMake ((firstTouch.x > lastTouch.x) ?
lastTouch.x : firstTouch.x,
(firstTouch.y > lastTouch.y) ?
lastTouch.y : firstTouch.y,
fabsf (firstTouch.x - lastTouch.x),
fabsf (firstTouch.y - lastTouch.y));
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- (id)initWithCoder: (NSCoder*) coder
{
if ( ( self = [super initWithCoder:coder] ) ) {
self.currentColor = [UIColor redColor];
self.useRandomColor = NO;
if (drawImage == nil)
self.drawImage = [UIImage
imageNamed:Q@"RF.jpg"];
}

return self;

(id) initWithFrame: (CGRect) frame

self = [super initWithFrame:frame];
if (self) {
// Initialization code

}

return self;

(void) drawRect: (CGRect) rect {
CGContextRef context = UIGraphicsGetCurrentContext ()

CGContextSetLineWidth (context, 4.0);

CGContextSetStrokeColorWithColor (context,
currentColor.CGColor) ;

CGContextSetFillColorWithColor (context,
currentColor.CGColor) ;

CGRect currentRect = CGRectMake ((firstTouch.x >
lastTouch.x) ? lastTouch.x : firstTouch.x, (firstTouch.y >
lastTouch.y) ? lastTouch.y
firstTouch.y, fabsf (firstTouch.x - lastTouch.x),
fabsf (firstTouch.y - lastTouch.y));

switch (shapeType) {
case kLineShape:
CGContextMoveToPoint (context, firstTouch.x,
firstTouch.y);
CGContextAddLineToPoint (context, lastTouch.x,
lastTouch.y);
CGContextStrokePath (context) ;
break;
case kRectShape:
CGContextAddRect (context, currentRect);
CGContextDrawPath (context, kCGPathFillStroke);
break;
case kEllipseShape:
CGContextAddEllipseInRect (context,
currentRect) ;
CGContextDrawPath (context, kCGPathFillStroke);
break;
case kImageShape:
{
CGFloat horizontalOffset =
drawImage.size.width / 2;
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CGFloat verticalOffset = drawlImage.size.height
/25
CGPoint drawPoint = CGPointMake (lastTouch.x -
horizontalOffset, lastTouch.y - verticalOffset);
[drawImage drawAtPoint:drawPoint];
break;
}
default:
break;

1
- (void) touchesBegan: (NSSet *)touches withEvent: (UIEvent
*)event {

if (useRandomColor)

self.currentColor = [UIColor randomColor];

UITouch *touch = [touches anyObject];

firstTouch = [touch locationInView:self];

lastTouch = [touch locationInView:self];

[self setNeedsDisplay];
1
- (void) touchesEnded: (NSSet *)touches withEvent: (UIEvent
*)event

UITouch *touch = [touches anyObject];
lastTouch = [touch locationInView:self];
if (shapeType == kImageShape) {

CGFloat horizontalOffset =
drawImage.size.width/2.0;
CGFloat verticalOffset =
drawImage.size.height/2.0;
redrawRect = CGRectUnion (redrawRect,
CGRectMake (lastTouch.x - horizontalOffset, lastTouch.y -
verticalOffset, drawlmage.size.width,
drawImage.size.height));
}
else
redrawRect = CGRectUnion (redrawRect,
self.currentRect) ;

redrawRect = CGRectlInset (redrawRect, -2.0, -2.0);
[self setNeedsDisplayInRect:redrawRect];

}
- (void) touchesMoved: (NSSet *)touches withEvent: (UIEvent

*)event {

UITouch *touch = [touches anyObject];
lastTouch = [touch locationInView:self];
if (shapeType == kImageShape) {

CGFloat horizontalOffset =
drawImage.size.width/2.0;

CGFloat verticalOffset =
drawImage.size.height/2.0;

redrawRect = CGRectUnion (redrawRect,
CGRectMake (lastTouch.x - horizontalOffset, lastTouch.y -
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verticalOffset, drawlmage.size.width,
drawImage.size.height));

}

else

redrawRect = CGRectUnion (redrawRect,

self.currentRect);

redrawRect = CGRectlInset (redrawRect, -2.0, -2.0);

[self setNeedsDisplayInRect:redrawRect];

@end

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

@interface QuartzViewController : UIViewController
{
UISegmentedControl *colorControl;
1
@property (nonatomic, retain) IBOutlet UISegmentedControl
*colorControl;
- (IBAction)changeColor: (id) sender;
- (IBAction)changeShape: (id) sender;

@end

// QuartzViewController.m
#import "QuartzViewController.h"
#import "QuartzDrawView.h"
#import "QuartzUIColorRandom.h"
#import "Constants.h"

@interface QuartzViewController ()
@end

@implementation QuartzViewController
@synthesize colorControl;
/*
- (void)viewDidLoad
{

[super viewDidLoad];

// Do any additional setup after loading the view,

typically from a nib.
}

- (void)didReceiveMemoryWarning
{
[super didReceiveMemoryWarning];
// Dispose of any resources that can be recreated.
}
*/
- (IBAction)changeColor: (id) sender {
UISegmentedControl *control = sender;
NSInteger index = [control selectedSegmentIndex];
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QuartzDrawView *quartzView = (QuartzDrawView

*)self.view;

switch (index) {

case kRedColorTab:
quartzView.currentColor =
quartzView.useRandomColor
break;

case kBlueColorTab:
quartzView.currentColor =
quartzView.useRandomColor
break;

case kYellowColorTab:

[UIColor redColor];
= NO;

[UIColor blueColor];
= NO;

quartzView.currentColor = [UIColor
yellowColor];
quartzView.useRandomColor = NO;
break;
case kGreenColorTab:
quartzView.currentColor = [UIColor
greenColor];
quartzView.useRandomColor = NO;
break;
case kRandomColorTab:
quartzView.useRandomColor = YES;
break;
default:
break;
}
}
- (IBAction)changeShape: (id) sender {
UISegmentedControl *control = sender;

[ (QuartzDrawView *)self.view setShapeType: [control

selectedSegmentIndex]];

if ([control selectedSegmentIndex]
colorControl.hidden = YES;
else
colorControl.hidden = NO;

- (void)didReceiveMemoryWarning {
// Releases the view if it doesn
[super didReceiveMemoryWarning];

== kImageShape)

't have a superview.

// Release any cached data, images, etc that aren't

in use.

}

- (void)viewDidUnload {
// Release any retained subviews
// e.g. self.myOutlet = nil;
self.colorControl = nil;

}
@end
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Prace s fotografiemi
Nasledujici priklad ukazuje jednoduchou aplikaci vyuzivajici

fotoaparat a knihovnu fotografii.

| Button - Foto.
@ First Responder
Exit

- //

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

@interface ViewController : UIViewController <
UIImagePickerControllerDelegate,
UINavigationControllerDelegate>

@property BOOL newMedia;
® @property (weak, nonatomic) IBOutlet UIImageView *

imagedView;
® - (IBAction)useCamera:(id)sender;
® - (IBAction)useCameraRoll:(id)sender;

@end

o
o Fotografie

o C

EHE tHited IHQ [ = Q

| @ }
Obrazek 140 - aplikace

Kéd vyuziti fotoaparatu:
// ViewController.h
#import <UIKit/UIKit.h>
#import <MobileCoreServices/MobileCoreServices.h>

@interface ViewController : UIViewController
<UIImagePickerControllerDelegate,
UINavigationControllerDelegate>

@property BOOL newMedia;

@property

(weak, nonatomic) IBOutlet UIImageView

*imagedView;
- (IBAction)useCamera: (id) sender;
- (IBAction)useCameraRoll: (id) sender;

@end

// ViewController.m
#import "ViewController.h"

@interface ViewController ()

@end

@implementation ViewController
@synthesize newMedia, imagedView;

- (void)viewDidLoad

{

[super viewDidLoad];
// Do any additional setup after loading the view,
typically from a nib.

}
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- (void)didReceiveMemoryWarning

[super didReceiveMemoryWarning];
// Dispose of any resources that can be recreated.

(IBAction)useCamera: (id) sender

if ([UIImagePickerController
isSourceTypeAvailable:UIImagePickerControllerSourceTypeCam
eral)
{
UIImagePickerController *imagePicker =
[[UIImagePickerController alloc]
init];
imagePicker.sourceType =

UIImagePickerControllerSourceTypeCamera;

imagePicker.mediaTypes = @[ (NSString *)
kUTTypelImage];

imagePicker.allowsEditing = NO;

[self presentViewController:imagePicker
animated:YES

completion:nil];
newMedia = YES;

}
- (IBAction)useCameraRoll: (id) sender
{
if ([UIImagePickerController
isSourceTypeAvailable:UIImagePickerControllerSourceTypeSav
edPhotosAlbum])
{
UIImagePickerController *imagePicker =
[[UIImagePickerController
alloc] init];
imagePicker.sourceType =

UIImagePickerControllerSourceTypePhotolLibrary;

imagePicker.mediaTypes = @[ (NSString *)
kUTTypelImage];

imagePicker.allowsEditing = NO;

[self presentViewController:imagePicker
animated:YES

completion:nil];
newMedia = NO;

1
- (void) imagePickerController: (UIlImagePickerController
*)picker didFinishPickingMediaWithInfo: (NSDictionary
*)info
{

NSString *mediaType =
info[UIImagePickerControllerMediaTypel;

123



[self dismissViewControllerAnimated:YES
completion:nil];
if ([mediaType isEqualToString: (NSString*)
kUTTypelImage])
{
UIImage *image =
info[UIImagePickerControllerOriginalImage];
imagedView.image = image;
if (newMedia)
UIImageWriteToSavedPhotosAlbum (image, self,

@selector (image:finishedSavingWithError:
contextInfo:), nil);
}
else
if ([mediaType isEqualToString: (NSString
*)kUTTypeMoviel])
{
/]

- (void) imagePickerControllerDidCancel
(UIImagePickerController *)picker
{

[self dismissViewControllerAnimated:YES
completion:nil];

}

Shrnuti kapitoly

VétsSina aplikaci si vystaci pro vykresleni grafickych komponent
s frameworkem UIKit. Pro nékteré aplikace potfebuji vykreslit vliastni
grafické casti. K tomu Ize vyuzit dvé knihovny:

* Quartz 2D

* OpenGL ES
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14. SPRITKIT FRAMEWORK

V této kapitole se dozvite:

Cilem této lekce ukazat moznosti frameworku SpritKit pro
tvorbu her.

Po absolvovani lekce budete:
e umét pracovat s frameworkem SpritKit

Klicova slova této kapitoly:
SpritKit, 2D grafika, hry

Cas ke studiu: 2 hodiny

Pro tvorbu 2D her v iOS nebo Mac OS X je mozné vyuzit
framework SpritKit, ktery obsahuje nasledujici elementy:

* Sprit Kit View

* Scenes

* Nodes - s tfidami SKSpriteNode, SKLabelNode,
SKShapeNode, SKEmitterNode, SKVideoNode,
SKEffectNode, SKCropNode

* Physics Bodies

* Physics World

* Actions

* Transitions

* Texture Atlas

Priklad

V nasledujicim prikladu je jednoduchd ukazka vyuziti SpritKit
frameworku. Pfi zakladani nového projektu je potfeba vybrat
prislusnou Sablonu projektu — Spritkit Game.

® Xcode File Edit View Find Navigate Editor Product Debug Source Control Window Help @9 4 5D L a i O 4 2 ¢ b 65%@EF Gt10.12. 11:06 Q i
— -]

oo

Kl 1 -
" RQAOE=@ oD e
Choose a template for your new project

|

S SpriteKit Game

D} om

Obrazek 141 - vybér Sablony projektu
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Sablona jiz obsahuje ukazkovy program, ve kterém mdzeme

castecné ovladat otaceni letadel.
i0S Simul File Edit Hardware Debug Window Help DO LOAR D

1 sk2.xcodeproj

> u /A sk2 ) [l iPad r 2 No Iss

m = Q A & = » B o a » sk2

ry — T - 1 Canahiliviac Info Build Settings Build Phases Build Rules
2 targets S 4 iOS Simulator - iPad / iOS 7.0.3 (11B508)
v sk2

[h) SKAppDelegate.h
|m! SKAppDelegate.m
[ Main.storyboard
[h) skviewController.h
|m! SkviewController.m
[h) SkMyScene.h
|m) SKMyScene.m
« Spaceship.png
|5 Images.xcassets

» Supporting Files

> sk2Tests

AR AR

» (] Frameworks

r > Products '
v
ait
ide Down
dscape Left
idscape Right
e during application launch
on
¥ Launch Images
Source | Launchimage
. vyv s . v
Obrazek 142 - spusteny projekt ze Sablony
[ SpriteKit1
.(64-bit) » i0S 7.1 Build SpriteKitl: Succeeded | 27.03.14 at 16:43 1
wo| o« » | [ spritekitl «nr»
J\Il ;L\ SpriteKitl 3 General Capabilities Info Build Settings Build Phases Build Rules
+ Q
P Target Dependencies (0 items)
» Compile Sources (5 items) %]
¥ Link Binary With Libraries (4 items) o
@CoreCraphlcs.framework Required &
E53 UIKit.framework Required &
53 SpriteKit.framework Required 5
@ Foundation.framework Required 5
+ -
P Copy Bundle Resources (5 items) [x]

Obrazek 143 - soucasti projektu je framework SpritKit
Vytvarime-li vlastni hru, je potfeba nejprve vyradit z projektu

ukazkové kody. Je potfeba odebrat soubory: SKMyScene.h,
SKMyScene.m, Spaceship.png.
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® Xcode File Edit View Find Navigate oduc bug  Source Contro ndow Help @9
000 ™ SpriteKit1.xcodeproj — [« Spaceship.png
Finished running SpriteKitl.app on iPad

" oa » h SpriteKitl ) ] SpriteKitl » « Spaceship.png ) No Selection

B QA Q== 8
SpriteKitl
v&zurgets.iossom.o

w ] SpriteKitl

[ skAppDelegate.h

[;nj SKAppDelegate.m

Main.storyboard

[h] SkviewController.h

E] SKviewController.m

[ SKkMyScene.h

B SKMyScene.m

B Spaceship.png
Images.xcassets

v [ Supporting Files

[} Spritekit1-Info.plist

L"] InfoPlist.strings

@ main.m

[h] Spritekitl-Prefix.pch

» (| SpriteKit1Tests

» [ |Frameworks

» [ ] Products

Do you want to move the 3 selected files to the Trash, or only
remove the references to them?

)

| cancel | Remove References | | Move to Trash |

Obrazek 144 - vytazeni soubor( z projektu

Ddale je potfeba odstranit nékteré casti kédu v souboru
SKViewController.m.

® Xcode File Edit View Find igate Ed ebug  Source Co findow He D9
800 [ SpriteKit1.xcodeproj — [m) SKViewController.m

Finished running SpriteKit1.app on iPad 01 - N
M Q A © = » 8 W < » [Xspritekil ) []SpriteKitl > [m] SKViewController.m >|?] -viewDidLoad 40>
o [y Spritekict = // SKViewController.m N
A e ok // SpriteKitl
v (] SpriteKitl 7/
%m’“"’"‘::":: // Created by Rostislav Fojtik on 10.12.13.
mhmw::m; // Copyright (c) 2013 Rostislav Fojtik. All rights reserved.
[h) SKviewController.h /7
|m] SKViewController.m X . . .
(5] Images.xcassets #import "SKViewController.h
v [_|Supporting Files (] 0
[7) Spritekit1-Info.plist
| InfoPlist.strings @implementation SKViewController B
{m main.m &
[h) Spritekit1-Prefix.pch - (void)viewDidLoad
» (] SpriteKit1Tests { (
» (] Frameworks [super viewDidLoad];
» (| Products. T
// Configure the view.
SKView * skView = (SKView *)self.view;
skView.showsFPS = YES;
skView.showsNodeCount = YES;
Create and configure tl ene.
ne sceneWithSize:skView.bounds.size];
ceneScaleModeAspectFill; s
ew presentScene:sc ¢
}
- (BOOL)shouldAutorotate

Obrazek 145 - odstranéni ¢asti kodu

Nasledné vytvorime novou tfidu pro praci se scénou hry. Tfida
bude potomkem tridy SKScene.
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® Xcode File Edit Vi L NavloatARE iD= e e

SKViewController.m

006 [ SpriteKit1.xcodeproj —
B TQ AQE® @ |4
- . SpriteKitl // | Choose atemplate for your new file: I
2 2 targets, i0S SOK 7.0 “ 1 -
v (] SpriteKitl = =
R skAppDelegate.n Cocoa Touch [iT h 3_\\
%mhﬂum Cand C++ % {omi) L el
[B Main.storyboard User Interface 4
class. Objective-C Objective-C clas: Objective-C J
EE - LU S e o szmes wmbuws
(5] Images. xcassets Other SR
v (| Supporting Files & 0s X th
[7) SpriteKit1-Info.plist Cocon Lt
| InfoPlist.strings Cand C++ Objective-C test 1
main.m User Interface case class s
[h! SpriteKit1-Prefix.pch Core Data C
» (] SpriteKit1Tests Resource
» (] Frameworks Other
» (] Products T
| ﬁ Objective-C class
BT
An Objective-C class, with implementation and header files.
[ Cancel | preious | [ Next ) L
- (NSUInteger)supportedInterfaceOrientations ¢
I if ([[UIDevice currentDevicel userInterfaceIdiom] == UIUserInterfaceIdiomPhone) {
return UIInte rfaceOrientationMaskAl1ButUpsideDown;

Obrazek 146 - vytvorem nove trldy
® Xcode File Edit ) rodu ug S H
I Spritekit1.xcodeproj — [m| SKViewController.m

Finished running SpriteKit1 on iPad No Issues

- h SpriteKitl Choose options for your new file:
2 targets, i0S SDK 7.0

v (] SpriteKitl
@ SKAppDelegate.h

v (] Supporting Files
[2) spritekit1-Info.plist
|5 InfoPlist.strings.
main.m
[h] SpriteKit1-Prefix.pch

» [ SpriteKit1Tests
» (| Frameworks
» (| Products

SKSpriteNode
SKTexture
SKTextureAtlas

- (NSUInteger)supportedInterfaceOrientations

if (TMITNevice currantNevical nearTnterfacaTdiaml == lITllearTnterfacaTdiamPhane) {

Obrazek 147 - vyber rodlcovske trldy .

® Xcode File Edit

Y SpriteKit1

Finished running SpriteKit1 on iPad No Issues

BnQAS=Em=B
" //
[h) welcomeScene.h A+
B WelcomeScene.m A
v [__|SpriteKitl

[h] SkAppDelegate.h

vB Spritekitl Choose options for your new file:
2 targets, iOS SDK 7.0

Class | SKGameScene
Subclass of [Skscene

v (] Supporting Files

[} SpriteKit1-Info.plist
|5 InfoPlist.strings.
main.m
[h) Spritekit1-Prefix.pch

» (] SpriteKit1Tests

» (| Frameworks

» (] Products

) Targeted for iPad
() With XIB for user interface L

Obrazek 148 - pojmenovani nové tridy
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Nasleduji kédy jsou pro uvodni scénu:
// WelcomeScene.h
#import <SpriteKit/SpriteKit.h>

@interface WelcomeScene : SKScene
@end

// WelcomeScene.m
#import "WelcomeScene.h"
#import "SKGameScene.h"

@interface WelcomeScene ()
@property BOOL sceneCreated;
@end

@implementation WelcomeScene

- (void) didMoveToView: (SKView *)view
{
if (!self.sceneCreated)
{
self.backgroundColor = [SKColor yellowColor];
self.scaleMode = SKSceneScaleModeAspectFill;
[self addChild: [self createWelcomeNode]];
self.sceneCreated = YES;

- (SKLabelNode *) createWelcomeNode

SKLabelNode *welcomeNode =
[SKLabelNode labelNodeWithFontNamed:@"Bradley Hand"];

welcomeNode.name = @"welcomeNode";
welcomeNode.text = @"Zacatek hry";
welcomeNode.fontSize = 50;
welcomeNode.fontColor = [SKColor blackColor];

welcomeNode.position =
CGPointMake (CGRectGetMidX (self.frame),
CGRectGetMidY (self.frame));

return welcomeNode;

- (void) touchesBegan: (NSSet *)touches withEvent: (UIEvent
*)event

{
SKNode *welcomeNode = [self
childNodeWithName:(@"welcomeNode"];

if (welcomeNode != nil)

{
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SKAction *fadeAway = [SKAction
fadeOutWithDuration:1.5];

[welcomeNode runAction:fadeAway completion:”™{
SKScene *gameScene =
[ [SKGameScene alloc]initWithSize:self.size];

SKTransition *doors =
[SKTransition doorwayWithDuration:1.0];

[self.view presentScene:gameScene
transition:doors];
}
1;

}

@end

wprsCIcyac.n return weLcomen SCEers, return weLcomen(
n iOS Simulator - iPad / iOS 7.0.3 (11B508) iOS Simulator - iPad / iOS 7.0.3 (11B508)
i Overtoor ® 2 T

]

q

L

e

n

n

e

K

-

d

Z.atatek hry - dotknt se zde!

1 node 60.0 2pe

Obrazek 149 - Uvodni scéna hry s animaci

Do projektu si vlozime pfipravené obrazky pro animace ve hre.

V nasem ukazkovém prikladu se bude jednat o postavicku, kterd hazi
kamenem, a obrazek kamenu. VSe mame pfipravené v adresafri.
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@& Finder Soubor Upra

» | ¢\ Spritekitl ) [ iPad

B QA O = B |4« > spriektl [h SKGamesd
+ I SpriteKitl //

2 targets, 05 SOK 7.0 " // SKGameScene.h
[l welcomeScene.h A // SpriteKitl

m| WelcomeScene.m A
[h) SKGameScene.n
m| SKGameScene.m

OBLIBENE
) Viechny mé soubory (] shooter.atlas
{3 2013_grangy « Tracce_2008-4.pdf
e 5013 14 | Carnet di Marcia_2012-5.pdf
= '~ |« Tracce_2008-3.pdf
(2] PRIOS |& Carnet di Marcia_2012-4.pdf
'« Carnet di Marcia_2012-2.pdf
;;:::::"W |« Tracce_2009-5.pdf
& Carnet di Marcia_2012-1.pdf
© stahovani & Carnet di Marcia_2012-3.pdf
H Filmy ¥ Carnet di Marcia_2013-4.pdf

Created by Rostis
// Copyright (c) 28

|h) SkAppDelegate.h

SKAppDelegate.m
u.m.,mmw #import <SpriteKit/Spri
[h) SkviewController #import "WelcomeScene.

SKViewController.m ]

(] Images.xcassets @interface SKGameScen & Carnet di Marcia_2013-2.pdf
v (2] supporting Fies ' JJ Hudba 4 Carnet di Marcia_2013-1.pdf
ELJ SpriteKitl-Info.plist @property §nt score; Obrézky |& Carnet di Marcia_2013-3.pdf
| InfoPlist.strings @property int alienCoun &2 SkyDrive & Tracce_2009-4.pdf
[m main.m |& Tracce_2009-1.pdf
[h) SpriteKit1-Prefix.pch @end [ Disk Google & Tracce_2009-3.pdf
» [ SpriteKit1Tests %3 Dropbox |« Tracce_2009-2.pdf
» (] Frameworks 73 Natan ¥ Tracce_2008-5.pdf
» (] Products |« Tracce_2010-4.pdf
@ Airdrop 4 Tracce_2010-5.pdf
[ Plocha & Tracce_2010-3.pdf
» [0 Skaut

rabdizeni
Obrazek 150 - vlozeni ptipravenych obrazkd

& Xcode File Edit View avigate _Ed Product Debug rce Contro ndow )
600 iteKi i — B h

S Finished running SpriteKit1 on iPad No Issues m
B TQAS=Emm B W< |
o ;’:;?:)s — - // Choose options for adding these files Identity and Type
[h) WelcomeScene.h A Name [5)
WelcomeScene.m A Destination ™ Copy items into destination group's folder (if needed) oaen G
SKGameScene.h A+
SKGameScene.m A Folders (#) Create groups for any added folders e j:
() Create folder references for any added folders Pr
[h] SKAppDelegate.h [
SKAppDelegate.m Add to targets | /A SpriteKit1 S
s":'v""m i ) SpriteKit1Tests [T soaings
ntr |
m| SKViewController.m " Indent Using [ §
Images.xcassets widths [
v (] Supporting Files
[7] SpriteKit1-Info.plist ]
| InfoPlist.strings
{m) main.m
[h) SpriteKit1-Prefix.pch
» (] SpriteKit1Tests
» (| Frameworks
» (] Products
Cancel Finish
]
View ¢
support
manage

Obrazek 151 - zkopirovani soubod do projektu

Kédy pro scénu hry, kterou jsme si vytvofili:
// SKGameScene.h
#import <SpriteKit/SpriteKit.h>
#import "WelcomeScene.h"

@interface SKGameScene : SKScene
<SKPhysicsContactDelegate>

@end

// SKGameScene.m
#import "SKGameScene.h"
#import "WelcomeScene.h"
@interface SKGameScene ()
@property int score;
@property int alienCount;

@property NSArray *shooterAnimation;
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@property BOOL sceneCreated;
@property int ballCount;

@end

@implementation SKGameScene

static const uint32 t rockCategory = 0xl1 << 0;
//static const uint32 t ballCategory = 0xl << 1;
- (void)didMoveToView: (SKView *)view

{

if (!self.sceneCreated)
{
self.score = 0;
self.sceneCreated = YES;

}

- (void) initSKGameScene

{
self.backgroundColor = [SKColor whiteColor];
self.scaleMode = SKSceneScaleModeAspectFill;

SKSpriteNode *shooterNode = [self createShooterNode];

shooterNode.position =
CGPointMake (CGRectGetMinX (self.frame) +55,
CGRectGetMidY¥Y (self.frame));

[self addChild:shooterNode];
NSMutableArray *gameFrames = [NSMutableArray array];

SKTextureAtlas *shooterAtlas =
[SKTextureAtlas atlasNamed:@"shooter"];

for (int 1 = 1; i1 <= shooterAtlas.textureNames.count;
++1)
{
NSString *texture =
[NSString stringWithFormat:@"shootersd"™, i];

[gameFrames addObject: [shooterAtlas
textureNamed: texture]];

}

self.shooterAnimation = gameFrames;

- (void) touchesBegan: (NSSet *)touches withEvent: (UIEvent
*)event

{
SKNode *shooterNode = [self
childNodeWithName:@"shooterNode"];

if (shooterNode != nil)
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SKAction *animate = [SKAction

animateWithTextures:self.shooterAnimation
timePerFrame: 0.157;

SKAction *shootRock = [SKAction runBlock:"{
SKNode *rockNode = [self createRockNode];

[self addChild:rockNode];
[rockNode.physicsBody
applyImpulse:CGVectorMake (30.0, 0)1;
b1

SKAction *sequence =
[SKAction sequence:@[animate, shootRock]];

[shooterNode runAction:sequence];

- (SKSpriteNode *)createShooterNode

{
SKSpriteNode *shooterNode =

[[SKSpriteNode alloc]
initWithImageNamed:(@"shooterl.png"];

shooterNode.name = @"shooterNode";

return shooterNode;

- (SKSpriteNode *) createRockNode

{
SKSpriteNode *rock =
[[SKSpriteNode alloc] initWithImageNamed:@"rock.png"];

rock.position =
CGPointMake (CGRectGetMinX (self.frame) +60,

CGRectGetMidY (self.frame)+30) ;
rock.name = @"rockNode";
rock.physicsBody =
[SKPhysicsBody

bodyWithRectangleOfSize:rock.frame.size];

rock.physicsBody.usesPreciseCollisionDetection = YES;
rock.physicsBody.categoryBitMask = rockCategory;

return rock;
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- (void) createBallNode

{
SKSpriteNode *ball = [[SKSpriteNode alloc]

initWithImageNamed:@"BallTexture.png"];

ball.position = CGPointMake (randomBetween (200,
self.size.width),
self.size.height-50);

ball.name = (@"ballNode";
ball.physicsBody =
[SKPhysicsBody
bodyWithCircleOfRadius: (ball.size.width/2)-7]1;

ball.physicsBody.usesPreciseCollisionDetection = YES;
// ball.physicsBody.categoryBitMask = ballCategory;

[self addChild:balll;

- (void) didBeginContact: (SKPhysicsContact *)contact

{
SKSpriteNode *firstNode, *secondNode;

firstNode = (SKSpriteNode *)contact.bodyA.node;
secondNode = (SKSpriteNode *) contact.bodyB.node;
if (contact.bodyA.categoryBitMask == rockCategory)
{
CGPoint contactPoint = contact.contactPoint;
float contact y = contactPoint.y;
float target x = secondNode.position.x;

float target y = secondNode.position.y;
float margin = secondNode.frame.size.height/2 -
25;

if ((contact y > (target y - margin)) &&
(contact y < (target y + margin)))

NSString *burstPath =
[ [NSBundle mainBundle]
pathForResource:@"BurstParticle"
ofType:@"sks"];

SKEmitterNode *burstNode =
[NSKeyedUnarchiver
unarchiveObjectWithFile:burstPath];

burstNode.position = CGPointMake (target x,
target y);

[secondNode removeFromParent];
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[self addChild:burstNode];
self.score++;

- (SKLabelNode *) createScoreNode

{
SKLabelNode *scoreNode =
[SKLabelNode labelNodeWithFontNamed:@"Bradley Hand"];

scoreNode.name = @"scoreNode";

NSString *newScore =
[NSString stringWithFormat:@"Score: %i", self.score];

scoreNode.text = newScore;
scoreNode.fontSize = 60;
scoreNode.fontColor = [SKColor redColor];

scoreNode.position =
CGPointMake (CGRectGetMidX (self.frame),
CGRectGetMidY (self.frame));

return scoreNode;

- (void) gameOver

{

SKLabelNode *scoreNode = [self createScoreNode];
[self addChild:scoreNode];
SKAction *fadeOut = [SKAction sequence:Q@[[SKAction

waitForDuration:3.0],
[SKAction

fadeOutWithDuration:3.0]1]11;
SKAction *welcomeReturn = [SKAction runBlock:"{

SKTransition *transition =
[SKTransition
revealWithDirection:SKTransitionDirectionDown
duration:1.0];

WelcomeScene *welcomeScene =
[ [WelcomeScene alloc] initWithSize:self.size]:;

[self.scene.view presentScene: welcomeScene
transition:transition];

}1;

SKAction *sequence = [SKAction sequence:@[fadeOut,
welcomeReturn]];
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[self runAction:sequence];

static inline CGFloat randomFloat ()

{
return rand() / (CGFloat) RAND MAX;

static inline CGFloat randomBetween (CGFloat low, CGFloat
high)
{

return randomFloat () * (high - low) + low;
@end
006 #OS Simuil. - iPad Retina / iOS 7.0.3 (118508)
Operitor T alak..] i0S Si I, - iPad Retina / i0S 7.0.3 (118508)
Operator T %N ) i0S Simul. - iPad Retina / iOS 7.0.3 (118508)
Operator T oYX iOS Simul - iPad |
Operator ¥

7 |

P4 e
WS s

\\ L ql
724

Obrazek 152 - jednotlivé faze hazejici postavicky ve spusténém programu

Shrnuti kapitoly

Pro tvorbu 2D her lze vyuzit framework SpritKit, ktery usnadnuje
vyvoj aplikace.
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15. PRACE S MEDII A SOCIALNIMI SITEMI

V této kapitole se dozvite:

Cilem této lekce ukazat moznosti vyuziti médii a socialnich siti
v mobilnich aplikacich.

Po absolvovani lekce budete:
v 7 . . . 7 o
* umeét pracovat s fotoaparatem, audiem, knihovnami obrazku a
o
zvuku
e vytvaret v aplikacich podporu pro praci se sociadlnimi sitémi

Klicova slova této kapitoly:
audio, fotoaparat, socialni sité, facebook, twitter

Cas ke studiu: 3 hodiny

Operacni systém iOS nabizi pfimou podporu pro praci se
socidlnimi sitémi typu Facebook a Twitter. V nastaveni systému je
mozné navazat systém na konkrétni Ucty do prislusné socialni sité.

iOS Simulator - iPhone Retina (4-inch) / iOS 7 iOS Simulator - iPhone Retina (4-inch) / iOS 7.. iOS Simulator - iPhone Retina (4-inch) / iOS 7
Operator = 1:57 PM - Operétor = 1:58 PM - Operator & 1:58 PM -
Nastaveni { Twitter  Add Account < Nastaver Twitter
w vaan

# Obrazky a Fotoaparat

User Name Twitter

¥ Game Center Twitter Inc.
Password

¥ Twitter @rostislavfojtik

n Facebook Add Account

®® Flickr

Vimeo

VyvojaF

setting01

Obrazek 153 - podpora socialnich siti v opera¢nim systému iOS

Priklad

Nasledujici priklad ukazuje jednoduchou aplikaci, kterd umozni
napsat zpravu, ptipojit k ni z knihovny obrazkd fotografii a poslat do
prislusné socialni sité. Ve storyboardu si vytvorme vzhled aplikace,
do které umistime komponenty:

e TextView - pro zapis zpravy

e Button - pro vyvolani vybéru fotografie

 Image View - pro zobrazeni vybrané fotografie

* Navigation Bar, ktery bude obsahovat Button pro vytvoreni

nové zpravy a druhy Button pro odeslani vytvoreni zpravy
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00 Social01 — [E| Main.storyboard
" : | Build Social01: Succeeded | 10.04.14 at 15:46 A2

— =
| 4 » | [ socialol ) [ ] Socialol » [B Main.story... B Main.story... » [E] View Cont... » @ View Controller » (5

BEIQASEm®B

. Socialo1
A v [ View Controller Sc
¥ B targers, s sok 7.1 M E“’ ntroller Scene
v (] Social01 v (@ View Controller
[R] AppDelegate.h |1/ Top Layout Guide

Bottom Layout Guide

View Poslat zpravu ©)

|2 b+ [ Fed ||

@ AppDelegate.m

[ Main.storyboard M v

k] ViewController.h | Text View

@ ViewController.m W

Images.xcassets [ Image View

v DSupportlng Files v E] Navigation Bar
Social...o.plist 11 v [ <] Navigation Item
| InfoPlist.strings ___ Button - Poslat zprévu
@ main.m > D Bar Button Item
[h] Socialo1-Prefix.pch @ First Responder
v (] Social01Tests B exit

[m] Socialo1Tests.m
v [ Supporting Files
Social01...Info.plist
B InfoPlist.strings
» (] Frameworks
» (] Products

@
Obrazek 154 - navrh vzhledu aplikace

® Xcode File Edit View

— Edited

inch) ) i0S 7.1 Finished running Social01 on iPhone Retina (4-inch) A2

= w s —
BIQASE 8| | 4 » | [ Socialol ) (] Socialol ) B Main.storybo...) [ Main.storybo... ) [E] View Control... ) @ View Controller ) | View |4 £ > D E B ¥ O
v [ Socialor w | v [ View Controller Scene View

2 targets, i0S SOK 7.1 ’ :
v [ Socialol v (@ View Controller Mode [ Scale To Fill D
) Apsoclegten Elrop o cute S E—
Bott ut Guide
llapepecanicr) v v e Interaction & User Interaction Enabled
A
[h] ViewController.h 1 || Text View
i viewConolerm i L suon ooy P —
@ magescases 17 mage vew ——————n)
v (] Supporting Files » [ Navigation Bar Tint BEEE | Default ¢
[] Social...o.plist 1 @ First Responder
| InfoPlist.strings B exit Drawing @ Opaque [ Hidden
[m) main.m @ Clears Graphics Context
[h] Socialo1-Prefix.pch () Clip Subviews
v (] Social01Tests ™ Autoresize Subviews
8 secorters B S— - —
v (] Supporting Files X 2
£y SocaioL.nfopist [ G
| InfoPlist.strings Width Height
» (] Frameworks.
» (] Products
D @ =
View Controller - A controller that
n supports the fundamental view-
%5527 management model in iPhone OS.
Table View Controller - A
controller that manages a table view.
Collection View Controller - A
" controller that manages a collection
S view.

= Na';lgla‘:n:: Controller - A o
s © ’ ) O : g
Obrazek 155 - nastaveni atributu View

[a Ji= [t+itei T = Q] through a hierarchy of views.

Abychom mohli vyuzivat socidlni sité a dalsi posilani zprav, je
potieba pfipojit prislusné hlavickové soubory:
#import <Social/Social.h>
#import <MobileCoreServices/MobileCoreServices.h>

Kédy aplikace, které je nutné vytvorit:
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// ViewController.h

#import <UIKit/UIKit.h>

#import <Social/Social.h>

#import <MobileCoreServices/MobileCoreServices.h>

@interface ViewController : UIViewController
<UIImagePickerControllerDelegate,
UINavigationControllerDelegate>

@property (weak, nonatomic) IBOutlet UITextView *postText;
@property (strong, nonatomic) IBOutlet UIImageView
*postImage;

- (IBAction)sendPost: (id) sender;
- (IBAction)cancelAll: (id) sender;

@end

// ViewController.m
#import "ViewController.h"

@interface ViewController ()
@end

@implementation ViewController
@synthesize postImage, postText;

- (void)viewDidLoad
{
[super viewDidLoad];
// Do any additional setup after loading the view,
typically from a nib.
}

- (void)didReceiveMemoryWarning
{
[super didReceiveMemoryWarning];
// Dispose of any resources that can be recreated.

- (IBAction)selectedImage: (id) sender
{
if ([UIImagePickerController
isSourceTypeAvailable:UIImagePickerControllerSourceTypeSav
edPhotosAlbum])
{
UIImagePickerController *imagePicker =
[[UIImagePickerController alloc] init];
imagePicker.delegate = self;
imagePicker.sourceType =
UIImagePickerControllerSourceTypePhotoLibrary;
imagePicker.mediaTypes = @[ (NSString*)
kUTTypelImage];
imagePicker.allowsEditing = NO;
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[self presentViewController:imagePicker
animated:YES completion:nil];

- (IBAction)sendPost: (id) sender

{
NSArray *activityItems;

if (postImage != nil)
{
activityItems = @[postText.text, postlImage.image];

}

else

{

// activityItems = Q@[postText.text];

// UIAlertView *alert = [[UIAlertView
alloc]initWithTitle:Q@"Chyba" message:@"Chyba" delegate:nil
cancelButtonTitle:@"OK" otherButtonTitles: nil];

}

UIActivityViewController *activityController =
[[UIActivityViewController alloc]
initWithActivityItems:activityItems
applicationActivities:nil];

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

}

- (IBAction)cancelAll: (id) sender
{
postImage.image = nil;
postText.text = @"";

- (void) touchesBegan: (NSSet *)touches withEvent: (UIEvent
*)event

{

UITouch *touch = [[event allTouches] anyObject];
if ([postText isFirstResponder] && [touch view] !=
postText)

{
[postText resignFirstResponder];
}

[super touchesBegan:touches withEvent:event];

fpragma mark -
#pragma UIImagePickerControllerDelegate
- (void) imagePickerController: (UlImagePickerController
*)picker didFinishPickingMediaWithInfo: (NSDictionary
*)info
{

NSString *mediaType =
info[UIImagePickerControllerMediaTypel;
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[self dismissViewControllerAnimated:YES
completion:nil];
if ([mediaType isEqualToString: (NSString*)
kUTTypelImage])
{
UIImage *image =
info[UIImagePickerControllerOriginalImage];
postImage.image = image;

}
- (void)
imagePickerControllerDidCancel: (UlImagePickerController
*)picker
{
[self dismissViewControllerAnimated:YES

completion:nil];
}
@end

Diky podpore iOS nemusime programové freSit fazi posilani
zpravy. Po kliknuti na tlacitko Poslat zpravu se objevi standardni
dialog pro vybér kam a pomoci kterych nastroji se zprava odesle.

Operator & 2:07 PM - Operitor = 2:08 PM - esees T-Mobile CZ & 14:04 710 98% 13

Poslat zpravu ® Poslat zpravu ©) Photos Cancel

Camera Roll

Nejaka zprava Nejaka zprava 131

My Photo Stream
267

. Panoramas
2

Rohace
QWERTZU | OP Shared by You
Fotografie
A SDFGHUJKL Doma
Shared by You

Y XCVBNM’”-

123 & Mezernik Enter

Obrazek 156 - jednotlivé faze spusténé aplikace
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N
[ 4
AN

eeses T-Mobile CZ ¥ 14:04 7 9 98 % D+ Operétor ¥ 2:12PM -—
Poslat zpravu ® Poslat zpravu ©)
Nejaka zprava Nejaka zprava

AirDrop
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Priklad
Nasledujici priklad ukazuje vyuziti video prehravace v mobilni
aplikaci. Operacni systém iOS a mobilni zafizeni s nim pracujici
podporuji nasledujici typy videa s pfiponou .mov, .m4v, mpv a .3gpv
s pomoci komprese H.264 Baseline Profile Level 3.0 nebo MPEG-4
Part 2 video.

Po vytvoreni nového projektu je potfeba nejprve pfripojit
framework MediaPlayer do souboru VideoViewController pfidame
hlavickovy soubor: #import <MediaPlayer/MediaPlayer.h>.

® Xcode File Edit View Find Navigate Editor Product Debug Source Control Window Help LSNP e

e 00 [ Video
» | ﬁ Video  iPhone Retina (4-inch) ; iOS 7.0 Finished running Video on iPhone Retina (4-inch) 2
W 4 » | [ vVideo an»
= 7‘\: Video v General Capabilities Info Build Settings Build Phases Build Rules
v [_]Video * Q
E] VideoAppDelegate.h P Target Dependencies (0 items)
B] VideoAppDelegate.m
Main.storyboard
@ bt » Compile Sources (3 items) Q
@ VideoViewController.h
@] VideoViewController.m
(R Images xcassets ¥ Link Binary With Libraries (4 items) )
» [ | Supporting Files a Status
» (] VideoTests @ MediaPlayer.framework Required 5
» | Frameworks
> ﬂ . @ CoreGraphics.framework Required 5
£3 UIKit.framework Required &
@ Foundation.framework Required 5
+ - Drag to reorder frameworks
» Copy Bundle Resources (3 items) (%]
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v .‘ Video M (3] ;A Video 5 General Capabilities Info Build Settings Build Phases Build Rules
2 targets, iOS SDK 7.1
v (] Video ¥ Identity

@ VideoAppDelegate.h
@ VideoAppDelegate.m

Bundle Identifier |RF.Video

Main.storyboard M
B] VideoViewController.h M Version | 1.0
S v . ) -
@ VideoViewController.m Build [1.0 1
Images.xcassets
- -
» (| Supporting Files Team [Tone 0
» [ ] VideoTests
» [ Frameworks
» [ ] Products ¥ Deployment Info
Deployment Target | 7.0 v /|
Devices | iPhone 2
Main Interface | Main v |

Device Orientation || Portrait
") Upside Down
@I Landscape Left
@ Landscape Right

Status Bar Style | Default s

(") Hide during application launch
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// VideoViewController.h
#import <UIKit/UIKit.h>
#import <MediaPlayer/MediaPlayer.h>

@interface VideoViewController : UIViewController

@property (strong, nonatomic) MPMoviePlayerController
*moviePlayer;
- (IBAction)playMovie: (id) sender;

@end

// VideoViewController.m
#import "VideoViewController.h"

@interface VideoViewController ()
@end

@implementation VideoViewController
@synthesize moviePlayer;

- (void)viewDidLoad
{
[super viewDidLoad];
// Do any additional setup after loading the view,
typically from a nib.

}
- (void)didReceiveMemoryWarning
{
[super didReceiveMemoryWarning];
// Dispose of any resources that can be recreated.
}
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- (IBAction)playMovie: (id) sender
{

NSURL *url = [NSURL
URLWithString:@"http://www.nejaka adresa.cz/pokus.m4v"];
moviePlayer = [[MPMoviePlayerController alloc]

initWithContentURL:url];

[[NSNotificationCenter defaultCenter] addObserver:self
selector:@selector (moviePlayBackDidFinish)
name:MPMoviePlayerPlaybackDidFinishNotification
object:moviePlayer];

moviePlayer.controlStyle = MPMovieControlStyleDefault;

moviePlayer.shouldAutoplay = YES;

[self.view addSubview:moviePlayer.view];
[moviePlayer setFullscreen:YES animated:YES];

- (void)
moviePlayBackDidFinish: (NSNotification*)notification
{
MPMoviePlayerController *player = [notification
object];
[[NSNotificationCenter defaultCenter]
removeObserver:self
name :MPMoviePlayerPlaybackDidFinishNotification
object:player];
if ([player
respondsToSelector:@selector (setFullscreen:animated:) ])
{

[player.view removeFromSuperview];

L8 // Nn anv additinnal cetun atter lnadinn t|
___iOS Simulator - iPhone Retina (4-inch) / iOS 7.0.3 (118507)

:

e ST LE

e GESEEEEE AV, e 4
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KORESPONDENCNI UKOL

Vytvorte jednoduchou aplikaci pro iPhone, kterd bude slouzit
jako prevodnik zdkladnich jednotek. Vyberte si alesponn 3 druhy
jednotek SI. Vytvofeny program umozni prevod metrickych jednotek
napfiklad na angloamericky mérny systém.

MzZete napfiklad prevadét délkové jednotky z metrl na mile,
stopy a palce. Teploty ve stupnich Celsia na Farada a Kelvina,
hmotnost z kg na libry a podobné.

Vyuzijte v aplikaci napriklad ovladaci prvek Text Field pro
zadavani hodnot, Label pro vypis prevedenych hodnot, Picker View
pro vybér konkrétni jednotky.

Aplikaci neni potfeba optimalizovat pro rtznad rozlideni
obrazovky a jiné verze iOS.

146




147



LITERATURA

[1] Mark, D., LaMarche, J.: iPhone SDK, Priivodce vyvojem aplikaci
pro iPhone a iPod touch, Computer Press, Brno 2010, ISBN 978-80-
251-2820-6

[2] Kochan, S. G.: Objective-C 2.0, Vyukovy kurz programovani pro
Mac OS X a iPhone, Computer Press, Brno 2010, ISBN 978-80-251-
2654-7

[3] Nutting, J., Mark D., LaMarche J.: Cocoa, Privodce
programovanim pro Mac, Computer Press, Brno 2011, ISBN 978-80-
251-2883-1

[4] Alessi, P.: Vyvoj her pro iPhone a iPad, Zoner Press, Brno 2012,
ISBN 978-80-7413-199-8

[5] Cada, O.: Cocoa, uvod do programovéni pocitacd Apple, Grada,
Praha 2009, ISBN 978-80-247-2778-3

[6] Object-Oriented Programming with Objective-C,Apple Inc.,
iBooks.
https://itunes.apple.com/WebObjects/MZStore.woa/wa/viewBook?id
=409922309, 2010

[7] The Objective-C Programming Language, Apple Inc., iBooks.
https://itunes.apple.com/WebObjects/MZStore.woa/wa/viewBook?id
=409922308, 2010

[8] iOS Application Programming Guide, Apple Inc., iBooks.
https://itunes.apple.com/WebObjects/MZStore.woa/wa/viewBook?id
=409921492, 2010

[9] Cocoa Fundamentals Guide, Apple Inc., iBooks, 2010

[10] iOS Human Interface Guidelines, Apple Inc., iBooks, 2010

[11] iOS Technology Overview, Apple Inc., iBooks, 2010

[12] Neil, S.: iPad iOS 6, Development Essentials, iBooks, 2013,
ISBN 978-1480191297

[13] Druska, P.: Navrh iOS aplikacie od uplného zacidtku, iBooks,
2012

[14] Beginning Objective C Programming, A concise guide to learning
Objective C Programming, iBooks, 2011, ISBN 978-1-105-375646-7

148




SEZNAM OBRAZKU

Obrdzek 1 - zif1zeni deVelOPErSKENO UCEU ........cerorererrsseeersisssssessssesessisssssessssssesssssssssissssssisssssssissessssasasees 7
Obrdzek 2 - plocha s Dockem na otevirdni APIKACT .........covervceseeerrcrsiseerisseseriosssseessssssssisssssessisssssssisasees 8
Obrdzek 3 - souborovy manager Finder................ S

Obrdzek 4 - zkratky pro editaci V teXtU ........ccercomeeermcssesersens

Obrdzek 5 - hleddni pres NASLIOJ SPOLIGRL ..cevereeerrsseserrssssserisseserissssessissssessissssessissssessissssssssssssssan 10
ODrAzZek 6 - PIEAVOIDY SYSEEMU ..corvevereeeriirsssersissssessissssessssssessissssssssssssssssaassssasssssssisassessassssssisnasssssanassssanns 10
Obrdzek 7 - zakladni 0brazovka i0S NA IPRONE .......cceeveeosrseeoresrrosssssssssssssesssssssssssssssssisssssssssssssssssssseses 12
Obrdzek 8 - nastaveni vétsiny aplikaci a systému se provddi ve spole¢ném centru nastaveni 12
Obrdzek 9 - instalace aplikaci se provddi prostiednictVim ApPp StOTe......cercrnnseerosseserinsn 13
Obrdzek 10 - aplikace zabird celou PIOCAU ODTAZOVKY .......vcervorneeerioresersssssessisssssessssssessisssssessasssessane 13
Obrdzek 11 - objekty si posilaji zpravy ................... — w17
Obrdzek 12 - vytvoreni nové tridy ... w17
Obrdzek 13 - soubor obsahujici interface tridy. .18
Obrdzek 14 - soubor s IMPIEMENEACT EFIAY ..covuverrerrererrsseserssssssesissesesissssessissssessissssessissssessisssssssssssssans 19
Obrdzek 15 - diagram ti'id, jednodUCRA AEAICTIOSE ........ccrverrereerirseeerisseseerssssessisssssessssssessissssessassssessan 21
Obrdzek 16 - chybéjici definice metody z protokolu vyvold upozornéni.. w22

Obrdzek 17 - Architektura Model - View - Controler .......
Obrdzek 18 - Vyvojové prostiedi Xcode v App Store ...,
Obrdzek 19 - SPUSEENT XCOAE ...vuuervrnrerrirerriserissssrissserisssesenns
Obrdzek 20 - spustény simuldtor iPhonu (starsi verze)
Obrdzek 21 - Otevreni Xcode.............
Obrdzek 22 - vyber typu projektu..........
Obrdzek 23 - vyplnéni ndzvu projektu
Obrdzek 24 - nastaveni projektu ... inecernes

Obrdzek 25 - Xcode StOryDOATd......ccveeerorserersssseserissssersen

Obrdzek 26 - VloZeni ovlddaciho prvku do prostiedi aplikace................... .28
Obrdzek 27 - nastaveni vIastnosti tIACItRA........cccronveverrrnmeeerrsserersens .. 28
Obrdzek 28 - spojeni oviddaciho prvku s kodem.......... w29
Obrdzek 29 - vytvoreni outletu a jeNO POJMENOVANT ..u....ccrvveeerverreeerissesisrssssessissssessssssessissssessassssssane 29
ODTAZEK 30 - VYEVOTENT AKCE ...ervereevereteriissssersissesessissssessissssessassssessasssssssassssssasssssssisnssssssansessssasnasssssasessssanns
Obrdzek 31 - vybeér volby ACtion ...
Obrdzek 32 - pojmenovdni KONKrétni AKCe ........ovveeorsserorsseresnnes
Obrdzek 33 - outlet a akce v KOdU.........coconeeerrnnneenn.

Obrdzek 34 - spojeni oviddacich prvkii s kédem
Obrdzek 35 - spojeni oviddacich prvkii s kédem
Obrdzek 36 - spojeni oviddacich prvkii s kédem

Obrdzek 37 - kontrola spojeni ovladaciho PrvRU S KOAEM .......evcomverosmserossserisssessssesisssesisssesasssessssseses 33
Obrdzek 38 - vybeér redlného zarizeni Nebo typu SIMUIGEOT Ue......ccrvreveernseeeerssssserssssserssssssessssesessanse 34
Obrdzek 39 - SPUSTENT SIMUIATOTU cccovuurvereerrererrisesersissssessissssessisssssesssssssssasssssssasssssssisssssssasesessisasssssassessssanns 34
Obrdzek 40 - spusténd aplikace V SIMUIALOT U..u..coveevvessseerssseeossssssssssisssssssssessssssssssssssssssssssssssssssssesssseses 34
Obrdzek 41 - architektura
Obrdzek 42 - Cocoa @ MOAEI-VieW-CONEIOIIET ........ccrererrcrniseeriosseserissssessissssessisssssessissssessissssssassssssane 37
Obrdzek 43 - strdnky pro VYVojare i0S APIKACT.......ccwcrcrreeronseeerissssessssssessisssssessssssessisssessasssessae 39
Obrdzek 44 - prihldseni do VYVOJATSKENO CONEIU ..vurrrerrrrisierisseeerissssessissssessisssssessissssessasassessassessssan 39
ODTAZEK 45 = COTEIfIRUCE. cccvvrvrmrerriirerrisssteriissssessissssessissssessissssessisssssessasssssssas st ssasssssssesssssessasssssssasssssssssssssssannas
Obrdzek 46 - pripojeni testovacich zarizeni..

Obrdzek 47 - SeZNAM teStOVACICH ZATIZENI co.uovvveveerrsesrrsssseesssseeisssssisssssssssssssesssssssssssssssssssssssssssssssssssssssseses
Obrdzek 48 - prip0jené teStOVACICA ZATTZENT .....covuevervseeerrrsseerisseserissssessssssessisssssessssssessisssssassssssane
Obrdzek 49 - aplikace SPUSEENA V SIMUIALOT U..uuvrveerrrssseersrseessssssssssssssssssssesssssssssssssssssssssssssssssssssssesssseses 42
Obrdzek 50 - prevedeni jednotek a skryti klavesnice V apIiKACT ..........ccoeceroneverronneserssnsssernssesersnn 43
Obrdzek 51 - uZivatelské rozhrani aplikace .
Obrdzek 52 - outlety a akce v SOUDOTU VIEWCONETOUEE . u.uorrevorerrrernsrrsrsersssersssessssesisssesisssesssssesassseses 44
Obrdzek 53 - CONNECLION ISPECLOT .covuuverirriserrssssirsissssessissssessissssssssssssssssasssssssssssssssissssessassssssisssssssasassssans 45
Obrdzek 54 - kod akci v SOUDOTU VIEWCONEIOIIOT.M ccouuucerverrverisseeerissesessissssessissssessissssessissssessisssessane 45
Obrdzek 55 - rtizné podoby VYUZIt] PrVKU PICKET ... wcreerosseeerissssessssssessisssssessssssessisssessasessssan 48
Obrdzek 56 - Data Picker a Picker View.................. -

Obrdzek 57 - tvorba vzhledu aplikace............ccconeverrcsneserrenne.

Obrdzek 58 - import 0DrAZKil A0 APIIKACE...........ccoeversreverirsssserissesesissssessissssessissssessssssessissssssassssssan 50

149



Obrdzek 59 - potvrzeni importu obrdzkii do aplikace...........c.....
Obrdzek 60 - obrdzky se stanou soucdsti aplikace..................... .
Obrdzek 61 - vytvoreni NOVENO Property liStU......rrsceriseeesinninses
Obrdzek 62 - 0bSAh Property lStU .......ceroneeerorsssersssssessis .
Obrdzek 63 - VZAlEd APIIRACE .......coueveerireeeerssssrerrssesersisssssesiossssesissssessissssssinisses
Obrdzek 64 - umisténi Data Pickeru do aplikace a vytvoreni outletu
Obrdzek 65 - VYtVOTeni AKCe.......cwermreeerscrssseerssseserians coveeeessaanseerees
Obrdzek 66 - vytvorime novy projekt na zdkladé Sablony Tabbed Application ... 56
Obrdzek 67 - pohled na storyboard vytvoreného projektu
Obrdzek 68 - prepis textu na prvnim pohledu ...
Obrdzek 69 - zména barvy POZAAL .......cceronneeeriorsesersssssessins
Obrdzek 70 - zménénd barva pozadi...........conecereons
Obrdzek 71 - zména titulKu tlacitka.........cooecercrnmreerennerereans
Obrdzek 72 - pohled na prvni scénu spusténé aplikace.....
Obrdzek 73 - prepnuti aplikace do druhé scény ...,
Obrdzek 74 - vytvoreni prvni scény aplikace................
Obrdzek 75 - spojenti tlacitka s ndsledujici scénou ..................

Obrdzek 76 - VYDEr ACtION SEQUE........ccocerrornsseerisrereriissssersissesessis

Obrdzek 77 - vytvorené spojeni mezi SCENAMI.......urrerersseressserens

Obrdzek 78 - nastaveni animace prechodu MeZi SCENAMI ......oveereerernserismsessssmsesssssesssssssssssssasssssessssses
Obrdzek 79 - vytvoreni akce pro tlacitko Zpet........eron.

Obrdzek 80 - vysledny ndvrh aplikace .............ccoeeercesreeereens
Obrdzek 81 - prvni scéna (okno) spusténé aplikace...........
Obrdzek 82 - druhd scéna spusténé aplikace...............
Obrdzek 83 - SPUSEENG APIIKACE ...ovuoneerererererssrerrissseerrisnsssersssesessan
Obrdzek 84 - ndvrh vzhledu aplikace...........eecosneeereen.
Obrdzek 85 - pripojeni frameworku MapKit................
Obrdzek 86 - framework MapKit je pripojen k projektu...
Obrdzek 87 - pripojeni Navigator CONtrolleru..........een.
Obrdzek 88 - Navigator Controller je souldsti aplikace... .
Obrdzek 89 - umisténi oviddacich prvkii Map View Toolbar do aplikace..........cneerorssrrcssserenns 71
Obrdzek 90 - SPUSEENG APIIKACE ...ovuvncererererirssrerrissreerrisnsssersssesessans
Obrdzek 91 - Collection View
Obrdzek 92 - definovdni parametrii buriky tabulky............
Obrdzek 93 - vytvoreni NOVE tridy ... ceronneeeriossmsessssesessis
Obrdzek 94 - uréeni jména a rodice NOVE tIFidy .......ccroreeerrnne
Obrdzek 95 - spojeni nové tiidy s Collection View ..., .
Obrdzek 96 - vytvoreni tridy pro burnky taDUIRY .........ecosmsecosmseeisssssisssesesssesanns
Obrdzek 97 - vYtvOreni QULIEL ........cccvoveeerrrseseerssreserians S S
Obrdzek 98 - vIoZeni IMage VIEW A0 DUTIKY ......c.cocceceronseserssssseesissssessissesessassassessassesssssasssssssesssssnsssess
Obrdzek 99 - ZArojove KOQY ........cermeeersisssssersnsesersons
Obrdzek 100 - zdrojové kddy.
Obrdzek 101 - zdrojové kddy.

Obrdzek 102 - Zdrojoveé KOQY .........creerminsmseersissesersons

Obrdzek 103 - Zdrojoveé KOQY .........creermnsmseersnsesersons

Obrdzek 104 - cesta ke SI0ZCE DIreCtory ... ercersossesersssesessins .
Obrdzek 105 - termindl, priStup Ke SI0ZCe DIF@CLOTY ......ovcervovmeveriorssserriossesesiissssessissssssssssssesses .82
ODrAzZek 106 - NAVIR APIIKACE......cooueverrrseseerisssserissssessissssessissesessisssssssisssssessassessssasasssssasessssasesssssssasssssnsosess 83
Obrdzek 107 - aplikace pro ukladdni SeZNAMU VIASENOSE .......ovveerneerernseriossersssssesssssessssssssssssasssssesssssens 85
Obrdzek 108 - postup pripojeni KNINOVNY SQLItE..........cwcverorsesssssrissssssssssssssssssssssssssssssssssssssesssssens 88
Obrdzek 109 - hleddni knihovny v seznamu................ st 88
Obrdzek 110 - vybeér prislusné KNTROVNY .........ccoverromneserrsssesersssesersins

Obrdzek 111 - NAVIh APIIKACE.........ovcerreeerosssrerrisseersisnsssersssssessinss

Obrdzek 112 - vytvoreni NOVE Prazdng APIIKACE ..........ccocverrorecerronsssersssssessisssssessssesessissassesssssssssasssess 93
Obrdzek 113 - uaplikace se zaskrtne volba USe COre DAtA.........cwrerommerssmmsesssmsesssmssssssssisssssasssssans 94
Obrdzek 114 - vytvoreni entity S QUriDULY .........ocvveercsseeerrsssesersssesersins cerser s s 94
Obrdzek 115 - PORICA NA @NEIEU...covuoneerveeerisssrersisseeesissssessssssessissssssssassssessissssessissssssssssssesses

Obrdzek 116 — pr'edvolby SYStEMU V MAC OS X c.uverevererrsrersssesisssesisssesssssssssssssssssssssssssisses

Obrdzek 117 - zdkladni aplikace synchronizované pomoci iCIOUd ..........cceroreseeronseseriinsenens 97

150



Obrdzek 118 - dalsi aplikace, které uklddaji data do ICLOUA .........ocrovreeosmseeosmsersssesssserisssesisssessssseses 97
Obrdzek 119 - dokumenty v uloZisti iCloud vV apliKACE PAGES.........coveermmveerrvmsssersmssserssssssessssssessanen 98
Obrdzek 120 - nastaveni ukldddni dat aplikaci do iCloudu v operacnim systému i0S................ 98
Obrdzek 121 - ndvrh uZivatelského roZRraNi.......coeecrsercssserisnnes
Obrdzek 122 - tvorba Prazdnéio ODJEKEU...........cweeoseeericsseseesissssessissssessssssessissssssssssssssssasassssssesssseos
Obrdzek 123 - v nastaveni projektu je potieba zaktivnit vyuZiti sluZby iCloud...............ccoweve... 102
Obrdzek 124 - VYDEr VYVOJATE ......ovvveervorneverrirnireens
Obrdzek 125 - vytvoreni storyboardu ..................
Obrdzek 126 - storyboard aplikace........... .
Obrdzek 127 - vloZeni Bar Button Item...................
Obrdzek 128 - vybér typu tlacitka..............co...
Obrdzek 129 - zména typu tlacitka........... .
Obrdzek 130 - vyslednd pOAODA APIIKACE ..........ccovoneeerssseerisssseerisssseesissssessssssessisssssssssssssssasssssssasesesseos
Obrdzek 131 - ndvrh vzhledu aplikace......................

Obrdzek 132 - aplikace na redlném zarizeni ..
Obrdzek 133 - ndvrh vzhledu aplikace......................
Obrdzek 134 - spusténd aplikace.............cccc......
Obrdzek 135 - prostredi Xcode..........cuerrsneeen.
Obrdzek 136 - spusténd aplikace v simuldtoru
Obrdzek 137 - CAsti apliKACE .....coveveervrrererrrrneen,
Obrdzek 138 - nastaveni poctu segmentii U NAVIGALION BAT ..cveoveervonsersssssssssmsesisssssssssssssssssisssssanns 115
Obrdzek 139 - nastaveni poctu segmentii u Toolbaru
Obrdzek 140 — apliKACE ......coueeervreerrrsseerirseserissssernen
Obrdzek 141 - vybér Sablony projektu.....
Obrdzek 142 - spustény projekt ze Sablony.
Obrdzek 143 - soucdsti projektu je framework SPritKit.......rmessessssssssssssssssssasssssans 127
Obrdzek 144 - vyrazeni soubort z projektu..... S . 128
Obrdzek 145 - 0dStranéni CASti KOAU........uovreeormrrrosmerssssessssesisssesssssessssssssssssssssssssssssssssssssssess 128
Obrdzek 146 - vytvoreni nové tiidy ......... .
Obrdzek 147 - vybér rodicovské tridy........n..
Obrdzek 148 - pOjMENOVANT NOVE LITAY ..o..rervererrirsssesissssersissssessissssessissssessssssessisssssssssssssasssssssssssseos 129
Obrdzek 149 - vodni SCENA RTY S AMUIMACT.covuunverrireeerissseerissssersissssessissssessssssessisssssssssssssssasassssssessssess 131
Obrdzek 150 - vioZeni pripravenych ODTAZKUL........oocccomcercmmserrinssseeriossssessissssessissssssssssssessassssssasssesseos 132
Obrdzek 151 - zkopirovdni SOUDOU A0 PTOJEREU........cceuveeervcrreserrsssseerissssersssssessisssssssissssessassassssasssessens 132
Obrdzek 152 - jednotlivé faze hdzejici postavicky ve spusténém programu...... oo 137
Obrdzek 153 - podpora socidlnich siti v operacnim systému iOS.
Obrdzek 154 - ndvrh vzhledu aplikace..........cconeeercsneserrene.
Obrdzek 155 - nastaveni atributii View.........cc.........
Obrdzek 156 - jednotlivé fdaze spusténé aplikace...............
Obrdzek 157 - jednotlivé faze SPUSEENE APIIKACE.........ooccrvcrmrerrsssseeriossssersissssessisssssesissssessasssssssassssessens
Obrdzek 158 - pripojeni frameworku MediaPlayer..................
Obrdzek 159 - u aplikace nastavime pouze Landscape reZim
Obrdzek 160 - SPUSLENE VIAO ...vuuevernrerersrersiserisssesisssisssssssisssssssssssssssssesees

151



