Chapter 1: Refreshing Your Cocos2d Knowledge

Ve R




BaglofiGeMms) SackiofiGemMs Box{ofiGeMms)
¥ 2500 ¥ 6500

Banked B
In Level 5

#30'Binas’
(180'Binas

CHestlofiGemd
@ 13000










@ all.tps — TexturePacker

File Edit View Tools Help

TextureSettings
Max size W: 2048 ~
Fixed size W: v
Size constraints |POT (Power of 2)
Force squared
Force word aligned
Pack |Best
Scale 0.4
Scale mode |Smooth
¥ Layout
Algorithm |MaxRects
Heuristics |Best
Border padding 2
Shape Padding 2
Inner Padding 0
Extrude 0

Reduce border artifacts
Allow rotation v
Trim mode | Trim_
Trim / Crop Threshold 1
Shape outlines

Common divisor x 1 syl

: u £ =

New Open Save Save defaults Add Sprites  Add Folder Delete Publish PVR Viewer

H: 2048 ~

95.png

@ flamethrowerpng

@ flamethrowerUpgra...

@ flamethrowerUpgra.

@ flamethrowerUpgra...

w= labellives.png

== labelScore.png

= |abelWave.png

— menuBackground.png

£ menulconGold.png

H menulconMenuButt...

® nailgun.png

@ nailgunUpgradeBot...

@ nailgunUpgradefire....
- ® nailgunUpgradeRan...

¥ Size: 1024x2048 (8192kB)

Emiter Settings




Rows/Cols: 2 I
Type: | 80x20

Styte: | Assignment 18]

Name: verts

N ey
N el

HR881818199)

=
oz
n

Jewn o 1= g




ﬂhttps1//github.com/mcos2d/ccmszdrswif’t

O This repository  Search

Q cocos2d / cocos2d-swift

Explore Gist Blog Help

cocos2d for iOS and OS X, built using Objective-C hitp:/iwww.coces2d-swift.org

7,809 commits. 12 branches 30 releases

-
@ Watch ~ 315 + Star
129 contributors
I

Pbranch: v33 ~ | cocos2d-swift / +

Merge pull request #1176 from boblemarin/v3.3
P stembeke authorsd 17 days ago
® Chipmunk7-ios_xcodeproj Recommended Xcode project settings update.
B Resources-Mac Removing Kazmath
B Resources-Pad/lmages Removing Kazmath
B Resources CCEffectinvert added with ui test
B UnitTests
B cocos2d-ests-android
W cocos2d-tests xcodeproj Fix a Metal linker error in the Ul test target
B8 cocos2duitests Premultiply tilemap layer alpha and test.
B8 cocos2dui various nodes doc update

B cocos2d xcodeproj added class ref index file to pbxproj (optional)

M cocos2d Raised max touches to 11 to avoid iPad crashes
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Chapter 2: Failing Faster with Prototypes
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n
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T ——
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Finished running MathGame on KaitZar = @&

[ MathGame ;[ ] Source ) m MainScene.m ) [
CCNDUE DT TOUNY = [CUVOECD TOT OUER I LICO 0T T [CCCU 0T COTOTWITNREDT g ey greengrey UTuergreyTT;
[self addChild:background] ;

CCLabel8MFont +blTurnssurvivedbesc = [CCLabelBMFont labelWithString:@ Turns Survived:" fntFile:@ bmFont.fnt"]
blTurnsSurvivedDesc. position = cep{winSize.width # 8.1, winSize.height + 8.8);
[self addChild: 1blTurnsSurvivedbescl;

1b1TurnsSurvived = [CCLabelBMFont labelWithString:@"'8" fntFile:@"bmFont.fnt"];
1b1TurnsSurvived.position = cep(winSize.width = 8.1, winSize.height * 8.75);
[selt addChild:1blTurnsSurvived];

CCLabelBFont *lblUnitsKilledbesc = [CCLabelBHFont labelWithStringi@"Units Killed:" fntFileie"bnfont.int");
1blUnitsKilledDesc. position = ccp(winSize.width * 8.1, winSize.height = 0.
[self addChild:lblUnitsKilledDescl;

olnitsKilled = [CCLabelBMFont labelWithString:@"@" fntFile:@ bmFont.fnt"];
blUnitsKilled.position = ccp(winSize.width * 8.1, winSize.height * 0.55)
[self addChild:lblWnitsKilled];

CCLabelBMFont =lblTotalScoreDesc = [CCLabelBMFont labelWithString:@'Total Score:" fntFile:@"bmFont.fnt"];
blTotalScoreDesc. position = ccp(winSize.width % 8.1, winSize.height * 0.4);
[self addChild:1blTetalScoreDesc];

1blTotalScore = [CCLabelBMFont labelWithString:@"1" fntFile:@'bmFont.fnt"];
1biTotalScore.position = ccp(winSize.width * 8.1, winSize.height * 8.35);
[self addChild: lblTotalScore];

“btnMenu.png"1];

CCButton =btaMenu = [CCButton buttonWithTitle:g"" spriteFrame: [CCSpriteFrame framewithImageNamed:
J/btnMenu.position = cop(winSize.width = 8.1, winSize.height = 8.1);
//[self addChild:btnMenu] ;

CCButten =btnRestart = [CCButton buttonWithTitle:e"" spriteFrame: [ccspmeFrame frameWithInageNamed:@"btnRestart.png"11;
//btnRestart.pesition = ccp(winSize.width * 8.1, winSize.height = 8.1
//[selt addChild:btnRestart];

CCLayoutBox *layoutButtons = [[CCLayoutBox alloc] init]
[layoutButtons addChild:btrRestart];

[layoutButtons addChild:btnMenul;

layoutBut tons. spacing = 10.;

0 4 & 1 |NoSelection

: GL supports NPOT textures: YES

: GL supports discard_framebuffer: YES

: GL supports shareable VAO: NO

: CCGraphicsBufferClass: CCGraphicsBufferGLUnsynchronized
: CCGraphicsBufferBindingsClas:

CCGraphicsBufferBindingsGL

[y



Finished running MathGame on KeitZer
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17 Resources
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i H
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Resource
Other
Cancel Next Fbtnenu.png"]
Ty
5 CCButton =btnRestart = [CCButton buttonWithTitle:@"" spriteFrame: [CCSpriteFrame frameWithImageNamed:@"btnRestart.png"]l;
2 //btnRestart.position = ccp(winSize.width % 8.1, winSize.height * 8.1);
53 /#1self addChild:btrRestart];
s
55 CCLayoutBox layoutButtons = [[CCLayoutBox alloc] inif
E) [layoutButtons addChild:btrRestart];
57 [layoutButtons addChild:btnMenu];
8 layoutButtons.spacing = 10.f;
= » [ & L I |NoSelection
cocos2d: GL supports NPOT textures: YES
cocos2d: GL supports discard_framebuffer: YES
cocos2d: GL supports shareable VAO: NO
cocos2d: (CGraphicsBufferClass: CCGraphicsBufferGLUnsynchronized
cocos2d: CC i indi : CCGraphi indi
oe » W A Mathcame ) ] KeitZer Finished running MathGame on KeitZer ARsd =]
g -
BE QAo 5 Choose options for your new file:
+ [ MathGame
=l 4 targets, muttiple platforms
v [ Source bmFont. fnt"
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v[mios
|h| AppDelegate.n
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» [ Mac Subclass of:  CCNede . nt.fnt*];
h MainScene.h
MainScene.m
» [ MetalShaders iPad <
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» Biibs Language: Objective-C
» [ 7] Supperting Files
b [ Frameworks
» [ Prociucts
Cancel Previous Next [tbtaMenu. png”11;
Ty
5 CCButton *btaRestart = [CCButton buttonWithTitle:@"" spriteFrame: [CCSpriteFrame frameWithImageNamed:@"btnRestart.png"]
2 //btnRestart.position = ccp(winSize.width % 8.1, winSize.height # @.1);
5 //[self addChild:btnRestart];
B
55 CCLayoutBox *layoutButtons = [[CCLayoutBox allocl in
56 [layoutButtons addChild:btrRestart];
57 [layoutButtons addChild:btnMenu];
8 layoutButtons.spacing = 18.7;
= = [ 2 L I |nNosSelection

cocos2d: GL supports NPOT textures: YES
cocos2d: GL supports discard_framebuffer: YES
cocos2d: GL supports shareable VAO: NO
cocos2d: CCGraphicsBufferClass: CCGraphicsBufferGLUnsynchronized
cocos2d: CCGraph indingsClass: CCGraphi indi
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[ Packages » [ MetalShaders
0 Platforms
h Prefix.pch

[ Resources

Targets [ /A MathGame i0S
~| A\ MathGame Android
| @ MathGame Java
| ¢ MathGame Mac

Cancel

00033000

.

mFont. fnt"1;

t. fnt"];

Fnt

btnMenu.png"1];

indingsClass: CCGraphi

cocos2d: CC

Chapter 3, Focusing on Physics
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o0 ) B ¢A mathGame » [ 08 Device M

| Build Math H | Yesterday at 12:06 AM

B & Q& © =

=S|

v |—E| MathGame
= 4 targets, multiple platforms

v m Source
v [[7] Platforms
v[mics
h AppDelegate.h
ﬁ AppDelegate.m
» [ Android
» [ Mac
E MainScene.h
m MainScene.m
h MenuScene.h
@ MenuScene.m
| Unit.h
m Unit.m
» 17 MetalShaders
» [ Resources
» [ libs
» | 7| Supporting Files
» [ 7| Frameworks
» [ Products

£ Choose options for adding these files:

Destination: Copy items if needed

Added folders: @) Create groups
(") Create folder references

Add to targets: @ A MathGame iOS
"1 ¢ MathGame Android
| @ MathGame Java
| #A MathGame Mac

Y
ES) | +
£ return self;
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Chapter 5, Creating Cool Content



Direction & Distance:
Top left; Bottom left
Move dist: -10

Result:
Both move left by 10

Direction & Distance:
Top left; Bottom right
Move dist: -10

Result:
Top moves left 10
Bottom doesn’t
move right 10
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Chapter 6, Tidying Up and Polishing

9-Patch Sprite

How it works? |

Turns Survived: How to Play:
0 Drag Friendly Units
Units Killed:

0

B
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Total Score: n n
‘ SEEE uEn
1e
Menu= s
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Cancel Facebook Post

| scored 49 in MathGame! See if you can beat me! https:// I

itunes.apple.com/app/id1 23456789|
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Sound Music

Hi, Alex Ogorek My Profile Sign out

i0S Developer Program

9 Certificates, Identifiers & Profiles €

iTunes Connect ©
Apple Developer Forums (5]
Developer Support Center >}

Certificates, Identifiers & Profiles

ii i0OS Apps

‘ﬁ Certificates
‘ﬁ Identifiers
W Devices

‘ﬁ Provisioning Profiles

Learn More
D App Distribution Guide



App Groups

App ID Description

Merchant IDs

Name: CubiciD
[J Devices —
You cannot use special characters such as @, &, *, ',

All

[} Provisioning Profiles
Al App ID Prefix
Development
Value: | TLL2CEFHFE (Team ID)
Distribution

App ID Suffix

© Explicit App ID
If you plan to incorporate app services such as Game Center, In-App Purchase, Data
Protection, and iCloud, or want a provisioning profile unique to a single app, you must
register an explicit App ID for your app.

To create an explicit App 1D, enter a unigue string in the Bundle ID field. This string
should match the Bundle 1D of your app.

Bundle ID:  com.kettgames cubic

We recommend using a reverse-domain name style string {l.e.,
com.domainname.appname). It cannot contain an asterisk (*).

Wildcard App ID
This allows you to use a single App ID to match multiple apps. To create a wildcard App
ID, enter an asterisk (*) as the last digit in the Bundle ID field.

|E| General Capabilities Info Build Settings Build Phases Build Rules

PROJECT

¥ Identity
MathGame

TARGETS Bundle Identifier | com keitgames.cubid
A\ MathGame i0S

72 MathGame Android
@ MathGame Java Build 1.0
ﬁ MathGame Mac

Version 1.0

Team = Alex Ogorek (keitgames@&gmal...

€ > C |

Apple Inc. [US]| https://itunesconnect.apple.com/We

iTunes Connect My Apps ~
+ oo



New iOS App

Name 7

Cubic

Primary Language 7

English

Bundle ID 7

CubiclD - com.keitgames.cubic

Register a new bundie ID on the Developer Portal.

Versions Prerelease Pricing

1.0

Version 7

1.0

SKU 7
CUBICSKU

In-App Purchases

Game Center More ~

Enable Game Center

To add Game Center to your app binary, you must include the feature in the Game Kit framework. You can start by enabling Game Center for a single game or
a group of games. Both options enable multiplayer features including compatibility across multiple apps.

Single Game

Select this option if your app has its own
set of leaderboards and achievements.

Enable for Single Game

Group of Games

Select this option if this app shares
leaderboards and achievements with
other apps you have provided.

Enable for Group Games




Single Leaderboard

Leaderboard Reference Name total score leaderboard ?
Leaderboard ID  leTotalScore S

Score Format Type | Integer

)
g

Score Submission Type @BestScore () Most Recent Score ?

Sort Order ()Low to High @High to Low ?

Score Range (Optional) o To 988998 ?
999999

Leaderboard Localization

You must add at least one language below. For each language, provide a score format and a leaderboard name.

Add Language

lﬁe L_a&g: Leaderboard Name Score Format
I ——
English Total Score Integer (100,000,122)

Add Language

Language | English

Name Total Score

Score Format | Integer (100,000,122)

Score Format Suffix  Points

Score Format Suffix (Plural)

Image(Optional)




0| ¢ & MathGame

[}

PROJECT
™ MathGame

TARGETS
7 MathGame 105
7 MathGame Android
@ MathGame Java
7 MathGame Mac

General Capabilities Info

¥ Target Dependencies (1 item)
» Run Script
» Compile Sources (6 items)

¥ Link Binary With Libraries (11 items)
Name
fiv! libcocos2d.a
53 GLKit framework
53 QuartzCore.framework
[ OpenGLES.framework
5 OpenAL.framework
£ AudioToelbox.framework
@ AVFoundation.framework
(55 VIKit.framework
g Feundation framework
[ CoreGraphics.framework

CoreText.framework

F Compile Metal Shaders

» Copy Bundle Resources (22 items)

Build Settings

Drag to reorder frameworks

Build Phases

Build Rules

Status

Required 2
Required
Required J
Required
Required 2
Required
Required J
Required 2
Required
Required J

Required



Choose frameworks and libraries to add:

1 gamekit a

v[mios 8.1

= GamekKit.framework

Add Other... Cancel Add

=5 GOTESErapnics Tramework
(3 CoreText.framewaork

+ —

Dran



0000 ATET = 412 PM @ 67% @ 14

{ Settings Game Center

ana MVITe you 1O MUTipIayer games OVer
Wi-Fi or Bluetooth.

GAME CENTER PROFILE

FRIEND RECOMMENDATIONS

Get personalized friend recommendations by
uploading your contacts or connecting with
Facebook.

DEVELOPER

Sandbox O

Logging

Export Logs

Chapter 7, Reaching Our Destination
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)!Andro{d 9 NSString *const DictUnitsKilled = @"unitsKilled"
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» [ Mac 1
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@ MenuScene.m _ =
@ Unit.h Launch Images Source Use Asset Catalog
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¥ | | Resources
» [ Platforms
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» B9 icons )
Add embedded binaries here
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All Applications » TestAppName » iPhone SDK
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View Controller - A controller that
supports the fundamental view-
management model in i0S.

cantraller that manages navigation

< Navigation Controller - A
through a hierarchy of views.

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

Show Slicing | B8

Download the Flurry SDK (viphone SDK 6.0.0) for iPhone

Please note: Flurry's latest SDKs (5.4 and above) are compatible with Xcode 6. If you are
dewveloping in Xcode 5 please use our SDK 5.3. You can downlead Flurry SDK 5.3 from this link.

Release Notes

Download

ics Integration Instructions

Flurry Publisher Integration Instrn




@ MainScene.m l DS Store

h MenuScena.h I v im Flurry-10S-6.0.0

M .DS Store

MenuScene.m
Unit.h
m Unit.m
» [ MetalShaders
v D Resources
» [7] Platforms
> I_:| res
> D lcons

ERIERIER

s APl Documentation

» [ FlurryAds
7 FlurryiOS-6.xUpgradeREADME. pdf
= FlurryiOSAdvertisingREADMEVE.0.0. pdf
% FlurryiOSAnalyticsREADMEVE. 0.0.pdf
= FlurryiDSReleaseMNotesvs. 0.0.pdf

» [ Licenses

Dl || ProjectApiKey.txt

» | | Supporting Files
» [ 7| Frameworks
b | | Products
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v [ Source PROJECT +
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v@mios r%I ) GLKt framework
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h| AppDelegate.n jf.: — meAnd - 53 QuartzCore.framework
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m{AppDelegete . Q OpenGLES.framework
» [ Android @ MathGame Java
» [ Mac A\ MathGame Mac libFlurry_6.0.0.2
h AboutScene.h Q OpenAl.framework
m] AboutScene.m (54 AudicToolbox. framewark

h| GameOverScene.h £ AVFoundation.framework

m GameOverScene.m
o E54 UIKit.framework

h| GKHelperh
m GKHelperm (24 Foundation.framework
h LoadingScene.h QCorﬁGraphics.fmmework
m LoadingScene.m 21 CoreText.framework
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— Drag to reorder frameworks
MainScene.m

| MenuScene.h Add items
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Flurry Classic

Create Dashboar
> usage
> Retention

> Audience

> Erors.
> Technical

> Manage

Spark Chans

Sessions
332
New Users
Total Erors. 3
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5
£ oo
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iTunes Connect My Apps

. Set up Beta testers
cs| Change the price of yourapp _ vijew app’s reviews

1.0 pare for Sub

Virsns  Prerelease | Premg | InAppPurchases Cenler  Reviews More ~
| Manage LBs/Achievements
Version Information Manage In-App Purcahses

App Vidso Preview and Screenshots
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iPad
iPhone Pre-5

/\
= | I / \~/\//\“
| | \/

YW 1.8 mins
Median Session Length

30.63
Avg. Active Users

Session Frequency

Submit app once ready

‘Submit for Review

iPhone 5/5s/5¢ Screenshots and Video Preview

iPhone 6+ for the...
iPhone 6
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[/ Cubic! Version 1.0 [ Submtior Revew |~
Words people can search to find

The name that will appear your app/game in the App Store
o I in the AEE Store -
[ Your website

Privacy Poley URL 7
Hitp iiexample com (optional)

i B

~ The description of the app —p

in the App Store c———
f) cubict version 1.0 Copyright Information [Smermoren] =
General App Information
e App’s Icon il
._ {1024x1024) I
[g— ADP'S 1D
&y \ersion # of current version
_— Categories the app will ——

_ appear under i

——— Rating of Which Build you want to Your contact
seewe o YOUT ApP submit for this version information

(eg: 4+, 9+, etc)

/| Cubic! Version 1.0 [SubmttorRevew |
Game cene === Enabling LBs/Achievements

Newsstand Notes to the reviewer
Your contact info

App Review Information
Gontact Inforeation 7 |

Dmmk ount 7

A demo accounts (|f itisan
e @CCOUNT-ANIVEN AME) s conneeve o s conneior e

__ When the game should be released

Additional Information

Version Release

Status History

Version Summary
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— Archives

Cubic!

MathGame .

Archive Type: iOS App Archive Validate...
Creation Date: February B, 2015 at 2:20 PM Submit...
Version: 1.0 S
Identifier: com.keitgames.cubic Export...

Estimated App Store Size: | Estimate Size |

MName Creation Date ~ Comment Status
MathGame February 8, 2015 at 9:20 PM

MathGame.ipa
| Signing Identity: iPhone Distribution: Alex Cgores
Binary and Entitlements Provisioning Profile

L : MathGame.app (5 Entitlements) XC: com.keitgam... @

Include app symbals for your application to receive symbolicated crash logs from Apple. Learn More

Cancel Previous Export
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| - - Template Chooser

Deliver Your App New In-App purchases

Open Recent R " Choose

[ NON ) Deliver Your App

Cubic! 1.0 (iOS App)

Application Cubic!

Version Number 1.0

SKU Number CUBICSKU
Primary Language English
Copyright KeitGames 2015
Type i0S App

Apple ID o m—

Activity...

License Agreement Edit

Apple's Standard License Agreem
Add Build

BU" Build Upload Date
g

1.00.0) February 08, 2015 9:29 PM

Cancel




Chapter 8, Exploring Swift
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L |
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(100 times) : l

L

J/For syntax
var total = @
JS/Aup to but not including 1@@
for x in @..<180 {
total += x
}

total

- W a Frem o= oA - oad

(100 times) &)
4,850

152, 976, 294, 14|

S

4.950 Value History

52, 976, 294, 14|




* total += x
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o
[ 20 40 &0 100
|
total 4= x
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Save As:

Tags:

Boo =

Fa Name

TurretGame.spritebuilder

<>

9 TurretGame

~  Date Modified

Primary Language: = Swift B

057+ and OSX 10.10+ only

New Folder

No Preview Available

P |9 ccbResources

. MainScene.ccb

2 Bm o =

| resources-phone
| resources-phonehd
| resources-tablet

| resources-tablethd



» || ccbResources

B vans| Show in Finder

Open with Ex

ternal Editor

FALILNEST — LLASLINLIMES AL LI 1.3 e L L LSk

na

Published-iOS

Make Smart Sprite Sheet
Create Keyframes from Selection
New File...
New Folder
New Package
Delete
m

Il Default-568h@2x.png

Default-Lan...2x~ipad.png

Default-Landscape~ipad.png

Default.png

Default@2x.png

[ I1cons

B iTunesArtwork

['9 Launch Images

9 Platforms

[ Published-Android
Published-i0OS

9 ccbResources 3
configCocos2d.plist
fileLookup.plist

i MainScene.ccbi

' resources-phone

» [ resources-phonehd
P9 resources-tablet
» [ resources-tablethd
> spriteFrameFileList.plist
» @ Strings.ccblang

& Macintosh HD » [ L »

"
“

» || resources-phone

» || resources-phonehd

» || resources-tablet
|| resources-tablethd

A folder named "resources-phone” already exists in this

& you're copying?

lecation. Do you want to merge or replace it with the one

Merge will combine the two folders, preserving all the newer

items such as "bmFont.fnt" and 1 other item.

10 items|

Apply to All Stop

Replace ! Merge |

]

! Choose a template for your new file:

i0s
Source
User Interface
Core Data
[ Resource
Other
cocos2d
cocos2d v2.x
0s X
Source
User Interface
Core Data
Resource
Other

Cocoa Touch Test Case Class

Class

m h

Objective-C File Header File

-

Playground Swift File

C C+

C File C++ File

Cocoa Touch Class

A Cocoa Touch class.

Cancel




Choose options for your new file:

Class: IGameO\mrSoene{ I

Subclass of: | GCScene B

Also create XIB file
iPad v

Language: Swift

| Cancel | | Previous |




EIZ8 Product Debug Source Control Window Help

Align >
J Arrange S
]  Resolve Auto Layout Issues P in....(Base) : [E] Yourl...cene [
- Pin > -
H _ 57|

: Embed In >
l. Mavigation Controller

¢ Localization Locking Tab Bar Controller

[ 3
Canvas > |
Size Class >

w Hide Document Outline
, Reveal in Document Outline

: v' Automatically Refresh Views ‘
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Choose options for your new project:

Product Name: |Natesﬁpd

QOrganization Name:
Organization |dentifier:
Bundle Identifier:

Language:

Devices:

KeitGames

com.keitgames

com.keitgames.MotesApp
Swift

Universal

| | Use Core Data

Cancel

Pravious




= @ <& L] &[T

Click to open

No Selection

Object
Library

O @ B

=" View Controller - A controller that
| | supports the fundamental view-
=== management model in i0S5.

Navigation Controller - A
( controller that manages navigation
through a hierarchy of views.

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

i BJ| & @




B«

> View Controller Scene

|'g1 NotesApp | | NotesApp » . Main.storyboard

Table View Controller

Prototype Cells

B <

+ [E] Table View Controller Scene

[E Notesmpp » [T N...

> B ML)

v ([l Table View Gontroller
v [=| Table View
v [ Table View Cell
I:‘ Content View
4 | Mavigation ltem
(i First Responder
Exit
(| Show segue to View Controller

b [5] View Controller Scene

v [&] Navigation Controller Scene
w £ Navigation Controller
Mavigation Bar
Eﬁl First Responder
Exit
Relationship "root view controller...

M. ¥ E Table View Controller Scene

Main.storyboard (Base) ' No Selection

Show segue to View Controller | {

[=31=; I =
>

@ = ¢ 03 e

No Selection

0o eH

View Controller - A controller that
supports the fundamental view-
management model in i05.

MNavigation Controller - A
controller that manages navigation
through a hierarchy of views.

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

De=m ¥ EO

Storyboard Segue

Identifier | showEditorSegue

Segue | Show (e.g. Push)




v E Table View Controller Scene
w [l Table View Controller
v [ | Table View
v || Table View Cell
I:‘ Content View
< | Mavigation Item
Eﬁl First Responder

Exit

View Controller Scene

v [E Navigation Controller Scene

¥ (£ Navigaticn Contreller
Navigation Bar
Eﬁ'l First Responder

Exit

[S]

EE < |'g1 NotesApp » | | NotesApp . Main.storyboard » . Main.storyboard (Base) » ﬁ Navigation Controller Scene » (£ Mavigation Controller

v [E] Table View Controller Scene
v ([l Table View Contrellar
v || Table View
v [ Table View Cell
I:‘ Content View
< | Navigation Item
(i First Responder

Exit

iew Controller Scene

v H Navigation Controller Scene
¥ < Mavigation Controller
Mavigation Bar
Eﬁl First Responder
Exit
Relationship *root view contreller...

Relationship *root view controller...

EE 4 |'g1 NotesApp » | | NotesApp . Main.storyboard » . Main.storyboard (Base) » E Table View Controller Scene » 2 Table View Centroller

Table View Controller

Prototype Cells

O

Prototype Cells

wAny nAny

Tatiba Vs Gossroliar

= ot B
<a>

Visw Cons
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Table View Controller Scene

[ Notesapp b [N.pp » B M..ard )

v (£ Table View Controller
v D Table View
v || Table View Cell
|:| Content View
< | Navigation ltem
Eﬁl First Responder
Exit

View Controller Scene

Navigation Controller Scene

¥ < Navigation Controller

[ First Responder
Exit

Relationship "reot view contreller...

B«

» [E] Table View Controller Scene

|'g1 NotesApp » | | Noteshpp *

» [E] view Controller Scene

» [5] Navigation Controller Scene

M...se) »

Navigation Controller Scene » (€ Navigation Controller | {

>

e gdlE o

Simulated Metrics

(o I G

Main.storyboard »

ew Controller

Main.storyboard (Base) » No Selection 4 > O ® O B &
L]
ltem
\
Y .
\ No Selection
o e
Toolbar - Provides a mechanism for
AY digplaying a toolbar at the bottom of
W | Edit the screen.
- Bar Button Item - Represents an
I\tsm item on a UlToolbar or
UlNavigationltem cbject.
Tab Bar - Provides a mechanism for
digplaying a tabs at the bottom of the
% ---| screen
whny hAny B o tal E1) BB

Size | Inferred

. . =
Orientation | Inferred
Status Bar | Inferred
Top Bar | Inferred
Bottom Bar | Inferred

Navigation Controller

Bar Visibility € Shows Navigation Bar
| Shows Toolbar
Hide Bars [ | On Swipe
| OnTap

| When Keyboard Appears

— | When Vertically Compact

View Controller

Title
Is Initial View Ceontroller

o Layour | AGlUst Scroll View Insets |
| Hide Bottom Bar on Push
Resize View From NIB
| Use Full Screen (Deprecated)
Extend Edges Under Top Bars
Under Bottom Bars

o oe
View Controller - A controller that

supports the fundamental view-
management model in i0S.




|'g1 NotesApp | | NotesApp *

B«

v Notes Scene

v [ Table View Controller

Mai...ard » B Mai..se) Tab...ene [0 Table View Controller » | ¢ Notes | € >

hﬁl First Responder

Exit

Show segue to View Controller

View Controller Scene

Navigation Controller Scene

e

[E NotesApp |

BRI <

Notes Scene

w ([l Table View Centroller

type Cells

]

| NotesApp . Mai...card . Mail...ase)

Notes

whAny hAny

B ot B

Tabl...ene » ([ Tabl...oller » [= Table View  [=] CELL

—ceee
¥ | < |Motes
== | Add
Eﬁl First Responder
Exit

Show segue to View Controller

iew Controller Scene

Navigation Gontroller Scene

| i)
| (-
Notes =
O

O] B @
Navigati E
i Title | Notes |

Prompt

Back Button

0o eH

Toolbar - Provides a mechanism for
digplaying a toolbar at the bottom of
Edit the screen

Bar Button ltem - Represents an
item on a UlToolbar or
UlNavigationltem cbject.

Item

Tab Bar - Provides a mechanism for
| displaying a tabs at the bottom of the
J -=+| screen

oo
oo

0D @ @|¢|E o

Table View Cell

Style | Custom
Identifier | CELL
Selection | Default

Accessory | None

Editing Acc. | Mone

&l o] o] o]

»
o

Indentation 0%
Level Width

Indent While Editing
| Shows Re-order Controls

Separator Default Insets




g8 <

v [E] Notes Scene

@] NotesApp » | | NoteshApp @

¥ ([ Table View Controller
v [ Table View
v [5]cELL
|| content view
¥ |4 Notes
- | Add
{Jf First Responder
Exit

Show segue to View Controller

Main.storyboard » . Main.st...(Base) »

View Controller Scene

ol view Contraller

View Controller Scene

Exit
{1 First Responder
v o view Controller

Iz‘ Bottom Layout Guide

[T view

[ 3 ﬁ Navigation Controller Scene

&)
B <

¥ [E] Notes Scene
¥ [l Table View Controller
v [ Table view
v [E] cELL
l:‘ Content View
¥ | < MNotes
| Add
Eﬁl First Responder
Exit
Show segue to Title

v Title Scene
Exit
Eﬁl First Responder
v (@ Title

BTop Layout Guide
| 2| Bottom Layout Guide
D View

oL Title

]

whAny nAny

@] MNotesApp » || NoteshApp * . Main.... yboard » . Main....(Base) ' [= View...r Scene ' [0 Title » | < | Title » | =

IE‘ Done

avigation Controller Scene

Done

= o el B

Dane

OeE ¢ E O

Simulated Metrics

Size | Inferred

. . ~
Orientation | Inferred
Status Bar | Inferred
Top Bar | Inferred
Bottom Bar | Inferred

View Controller

Title
[T 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

Prasentation | Full Screen

|| Defines Context
("] Provides Context
Content Size || Use Preferred Explicit Size

OO0 e o

Container View - Defines a region
of a view controller that can include a
child view controller.

€ ik2| Navigation Bar - Provides a
Iy mechanism for displaying a
\\ navigation bar just below the status...

| Navigation Item - Represents a
( state of the navigation bar, including
a title.

oo
oo

poalge o

Bar Button ltem
Style | Bordered

Identifier  Custom

o]oT0]

Tint | =1 Defauit

Bar Item

Title | Done

mage
Tag o
Enabled

gl




98 ¢ > [B Notes
l v [E Notes Scene

¥ (L)) Table View Con
v [ Table view
v [5]cELL

D Conter
[=] Add

(i First Responde:
Exit
Show segue to

v Title Scene
Exit
ﬁ?] First Responde:
v ([ Title
E Top Layout C
|Z| Bottom Layc
I:‘ View
v [<]Title
[*| Done

» [E Navigation Contre

0D® @906

Simulated Metrics

Size | Inferred a
Orientation | Inferred a
Status Bar | Inferred a

Top Bar | Inferred a
Bottom Bar | Inferred a

View Controller

Title
("] 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 Cpague Bars

Transition Style | Gover Vertical a
Presentation | Full Screen a

"] Defines Context
| Provides Context
Content Size || Use Preferred Explicit Size

00 ed

1 | Collection Reusable View -
Defines the attributes and behavior of
reusable views in a collection view....

Text View - Displays multiple lines of
itable text and sends an action
to a target object when R...

whAny hAny

= i tad H]

Scroll View - Provides a mechanism
to display content that is larger than
the size of the application’s window.
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v Notes Scene
w ([l Table View Controller
v [ | Table View
v [E]cELL
I:‘ Content View
¥ | < |Notes
Add
tﬁl First Responder
Exit

Show segue to Title

Title Scene
Exit
[ First Responder
v ([@ Title
[E]] Text view
¥ | < | Title
Done

> Navigation Controller Scene

|'g1 NotesApp » | | NotesApp . Main.storyboard . Main.st...[Base) -

View C...r Scene » [ Title ) |:| Text View

Title

Lorem ipsum dolor sit er elit lamet, consectetaur cillium adipisicing

tempor incididunt ut labore et dolore magna aligua. Ut enim ad mini
exercitation ullamco laboris nisi ut aliquip ex ea commodo conseque
in reprehenderit in voluptate velit esse cillum dolore eu fugiat nulla p
occaecat cupidatat non proident, sunt in culpa qui officia deserunt n

laborum. Nam liber te conscient to factor tum poen legum odiogque

wAny hAny

(S S =]

o e L ERNC)]
Text View
Text | Plain

Lorem ipeum delor sit er elit
lamet, consectataur cillium
adipisicing pecu, sed do
eiusmod tempor incididunt ut
labore et delore magna
aligua. Ut enim ad minim
wveniam, guis nestrud
exercitation ullamco laboris
nisi ut aliquip ex ea commodo
conseguat. Duis aute irure
dolor in reprehenderit in
voluptate velit esse cillum
dolore eu fugiat nulla pariatur.
Excepteur sint occaecat
cupidatat non proident, sunt
in culpa qui officia deserunt
mellit anim id est laborum.
Nam liber te conscient to
factor tum poen legum
odioque civiuda.

Color | NEEE  Default
+ Fortt | System 14.0 [in]

Alignment E

Behavior ) Editable

Selectable

Detection [_| Links | Addresses

| Phone Numbers

0D ed

Collection Reusable View -
Defines the attributes and behavior of
reusable views in a collection view, ...

Text View - Displays multiple lines of
editable text and sends an action
message to a target object when R...

Scroll View - Provides 2 mechanism
to display content that is larger than
the size of the application’s window.

oo a
oo |2




B« [E] Notestpp ¢ || NotesApp @ B Main...

¥ [E] Notes Scene

v ([l Table View Controller

v [ Table view

v E|cELL

[ 1] content view
¥ | < MNotes
[=] add

[ First Responder
Exit

Show segue to Title

v Title Scene
Exit
m‘l'] First Responder
v () Tive
[E1] Text view
¥ | < |Title
== | Done

v [ Navigation Controller Scene
¥ (£ Navigaticn Contreller
Navigation Bar
Eﬁ'l First Responder
Exit

Relationship "root view controller...

oard ) B Main...ase) » B Tabl...cene [ Tabl..troller » | < | Notes ;| Add

O] L RG]
Bar Button Item

Style  Bordered

Identifier | Add

in reprehenderit in voluptate velit esse cillu

Lorem ipsum dolor sit er elit lamet, consec
tempor incididunt ut labore et dolore magn
exercitation ullamco laboris nisi ut aliguip €

aecat cupidatat non proident, sunt in ¢
laboisim. Nam liber te conscient to factor t

whny hAny &t ke B

ofo] o]

Tint | =1 Default

<>E

Bar ltem
Title
Image
Tag a
& Enabled
o oe

1 | Collection Reusable View -
Defines the attributes and behavior of
views in a ion view,...

Text View - Displays multiple lines of
editable text and sends an action
to a target ebject when R...

Scroll View - Provides a mechanism
to display content that is larger than
the size of the application’s window.

oo
oo




g« [E Notestpp » | | NotesApp @ B Main...card © B Main. ase) ) B Tabl..cene ) [ Tabl..troller ) [ < | Notes » | Add O @ g B @
v [E] Notes Scene Bar Button [tem

¥ ([ Table View Contreller Style | Bordered

v Table View Identifier | Add
v [E|cELL _ = Tint | = Default
Content View
¥ | £ Notes + Bar Item
[=] Add )
- Title
g First Responder . N . -
: Lorem ipsum dolor sit er elit lamet, consec [y
5 Exit . g
ch i tempor incididunt ut labore et dolore magn - NE
ow segue to Title exercitation ullamco laboris nisi ut aliquip € B ™
Title Scene in reprehenderit in voluptate velit esse cillu Enabled
Exit occaecat cupidatat non proident, sunt in ©
- laborum. Nam liber te conscient to factor t:
[ First Responder
v (O Title Action Segue
Text View show
v [ < | Title show detail
Done present modally

popover presentation

v Navigation Controller Scene custom

Non-Adaptive Action Segue
push (deprecated)
modal {deprecated)

¥ (£ Navigation Controller

Navigation Bar
L-ﬁ] First Responder
Exit
Relationship “root view controller...

o oeo

Collection Reusable View -
Defines the attributes and behavior of
reusabla views in a collection view, ..

Text View - Displays multiple lines of
editable text and sends an action
to a target object when R...

Scroll View - Provides 2 mechanism
to display content that is larger than
the size of the application’s window.

B ot BT 88 @

® [} whAny hAny
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v [E] Notes Scene

v [ Table View Centroller
¥ [ | Table View
v [E|cELL
D Content View
¥ | < | Notes
Add
(i First Responder
Exit
Show segue to Title

(<) Show segue to Title

Title Scene
Exit
(i First Responder
v ([T Title
I:‘ Text View
¥ [ < | Title
Done

v [5] Navigation Controller Scene
¥ £ MNavigation Controller
Navigation Bar
(i First Responder

Exit

Relationship "root view controller...

[E] NotesApp [ ] NotesApp *

Mai...board » B Mai...Base) Table View Controller Scene

(—)
+

Show segue to Title

0D @ =0 0 6

Storyboard Segue

Identifier

Lorem ipsum dolor sit er elit lamet, consec
tempor incididunt ut labore et dolore magn
exercitation ullamco laboris nisi ut aliquip €
in reprehenderit in voluptate velit esse cillu
occaecat cupidatat non proident, sunt in ©
laborum. Nam liber te conscient to factor t

= =

Segue | Show (e.g. Push)

OO0 eH

1 | Collection Reusable View -

Defines the attributes and behavior of
reusable views in a collection view, ..

Text View - Displays multiple lines of
editable text and sends an action
to a target object when R...

Scroll View - Provides a mechanism
to display content that is larger than
the size of the application’s window.

whAny hAny
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v Notes Scene
v [l Table View Controller
v || Table View
v [5] cELL
D Content View
¥ | < Notes
Add
t-ﬁl First Responder
Exit

Show segue to Title

[E) NotesApp ' [7] NotesApp » B Main.storyboard » B Main.st...(Base) » [E] View C...r Scene » [0 Title » [-]] Text View

Title

psum dolor sit er elit lamet, consectetaur cillium adipisicing pecu, sed do ei
incididunt ut labore et dolore magna aligua. Ut enim ad minim veniam, guis
tion ullamco laberis nisi ut aliquip ex ea commodo consequat. Duis aute iru

Text | Plain

Lorem ipsum delor sit er elit
lamet, consectetaur cillium
adipisicing pecu, sed do
eiusmod tempor incididunt ut
labore et dolore magna
aligua. Ut enim ad minim
veniam, quis nostrud
exercitation ullamco laboris
nisi ut aliquip ex ea commodo
consequat. Duis aute irure
dolor in reprehenderit in

i Title Scene o ) ! A .
henderit in voluptate velit esse cillum dolore eu fugiat nulla pariatur. Excepte Tl Tl Coee E T
Exit t idat id ti ) i officia d t lit anim id delore eu fugiat nulla pariatur.
™ First R ; At cupida at non proic ent, sunt in culpa qui officia eserunt mollit anim id es Excepteur sint occaecat
[l First Responder . Nam liber te conscient to factor tum poen legum odioque civiuda. cupidatat nen proident, sunt
v ([0 Title in culpa qui officia deserunt
U Text View mallit anim id est laborum.
— Nam liber te conscient to
factor tum poen legum
Done odiogue civiuda.
v Navigation Controller Scene okl . | Datault
¥ (£ Mavigation Controller + Font | System 14.0 z
Navigation Bar . = | —= | —
Alignment = =E = -
t-ﬁl First Responder E
Exit Behavior () Editable Selectable
Relationship "root view controller... Detection [_| Links | Addresses
| Phone Numbers
oo e
1 | Collection Reusable View -
Defines the atiributes and behavior of
reusable views in a collection view,...
Text View - Displays multiple lines of
editable text and sends an action
message to a target object when R...
Scroll View - Provides a mechanism
to display content that is larger than
the size of the application’s window.
@ O whAny hAny = ol sl BB @
B 2 Q & & = B (BB« [E] NotesApp » [ ] NotesApp ¢ . TableViewGontroller.swift » [£] TableViewController
MNotesApp i/
¥ E‘ 2 targets, i0S SDK 8.1 2 ;:: :i:wtgntroller.swift
3 otesApp
¥ 7] NotesApp A Y,
PR 5 J// Created by Alex Ogorek on 2/6/15.
B TableViewController.swift i :::: Copyright (c) 2815 KeitGames. All rights reserved.
[ Images.xcassets 2 import UIKit

| LaunchScreen.xib
> DSupporti ng Files
» | | NotesAppTests

» [ | Products

1
1 class TableViewController: UIViewController {
1
1

3 override func viewDidlLoad() 4

1% super.viewDidLoad()

15 /¢ Do any additional setup after loading the wview,
16 }

17

8 override func didReceiveMemoryWarning() {

19 super.didReceiveMemoryWarning()

0 // Dispose of any resources that can be recreated.
a }

1

A

typically from a nib.




v Notes Scene
¥ [ Notes

3 Table View

# | < | Motes

(if1 First Responder
Exit

Show segue to Title

» [El Title Scene

Navigation Controller Scene

EE ( |'g1 NotesfApp ' | | NotesApp * . Main.storyboard . Main.steryboard (Base) » Motes Scene * ([ Notes D
— =

A = E @

—
Custom Class

Class

|TabIaVIewCuntrullar [+]

Module

Identity

Storyboard 1D

Restoration 1D

User Defined R
Prototype Cells Key Path

+

Document

"~ Use Storyboard ID

untime Attributes
Type

Scene
s

Table View
Motes

| Add
st Responder

t
w segue to Title

icena

ation Controller Scene

Notes

Custom Class

Action Segue

show

show detail

present modally
popover presentation

=0

custom

Sant Actions
newMote

Mon-Adaptive Action Segue
push (deprecated)
meodal (deprecated)

Class
Module
User Defined Runtim
Key Path
]
+
Document
Label
®
Object ID wwi-c
Lock | Inhi
Notes | =
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Choose a template for your new file:

i0s
Source
User Interface
Core Data
Resource
Other
cocos2d

cocos2d v2.x
08 X

Source

User Interface

m

Objective-C File

Cocoa Touch Test Case Class
Class

h

Header File

Playground

C

C File

N

Swift File

Ce+

C++ File

Cocoa Touch Class

Core Data A Cocoa Touch class.
Resource
Other
Cancel —

nalalal

=

o |

[u]
x|

Choose options for your new file:

Class: Notes\ﬂewcontrallﬂri

Subclass of:

Language:

UlViewController

iPad

Swift

|| Also create XIB file

Cancel

Previous




Bl< >

[ MotesApp » [7] NotesApp » [

Main.storyboard » . Main.storyboard (Base) » Title Scene » [0 Title

D elE]T B O

r [E Notes Scene
v ]:[ Notes
» [=| Table View
¥ | < |Notes
[=] Add

(f First Responder
Exit
() Show segue to Title

v Title Scene

Exit

(gl First Responder

» [21] Navigation Controller Scene

Custor
I Class | NotesViewController )

®
Title Doneg

Identity Hide

Storyboard 1D

Restoration 1D
] Use Storyboard ID

User Defined Runtime

Key Path Type

+

Document

|kl

g+ [ Main.storyboard ; [

Main.storyboard (Base) Title Scene :IE[ Title

O @ &8 4+

Custom Class
Class | NotesViewCon
Medule

@

Identity

Titlep

Storyboard 1D

Restoration ID
"] Use Storyb

User Defined Runtime Attribut
Key Path

+_

Document

Label
* 8
Object ID BYZ-38-10r

Lock | Inherited - {N

MNotes | &=

O @

Collection Reusah
Defines the attributes
reusable views inac




P Main.storyboard »

Main.storyboard (Base) Title Scene » [0 Title

p (2 Notes
Eﬁ'l First Responder
Exit
Show segue to Title

v [E Title Scene

¥ (O Title
|:| Taxt View
b | < | Title
{5 First Responder
Exit

> ﬁ Navigation Controller Scene

Outlets

ixtBody
view

O @ B +

Custom Class

Class | NotesViewCot

Module
ldentity
Storyboard 1D

Restoration 1D

| Use Storyb

User Defined Runtime Attribut
Key Path

+
Document
Label
x
Object ID BYZ-38-t0r
Lock | Inherited - (N
Notes = = = =
O {1 ®

1 | Collection Reusah
Defines the attributes
reusable views inac

e
_\-\_—_—_—_\__—‘—\—._
— Vie
Title Tﬁsﬂ@ ‘
=]
E
Tra




b [ Notes
{5 First Responder
Exit
(1) Show segue to Title

v Title Scene
¥ 0 Title
[=7] Text view
v [¢]|Title
E' Done

{5 First Responder
Exit

> ﬁ Navigation Controller Scene

ElC > @ NotesApp » | | NotesApp [/ Main.storyboard » | Main.st...(Base) » Title Scene » ([0 Title » Title » E Done O @ & [ I @ I
v [E] Notes Scene Triggered Segues
action (0]
» £ Notes _Ati
X Sent Actions
ﬁ First Responder (doneEditingBody (% Tilla ®
= Exit
: g Outlets
(¢ Show segue to Title @ ﬁ’ﬂ (b - (% Tl ®
v Title Scene New Referancing Outlat [e]
L Al
w (Bl Titl
E[EI:_ Vi Title Done New Referencing Outlet Collection (o]
ext View
v (<] Title
I == | Done
Exit
> a Navigation Controller Scene
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Notes —|-

Stuff to do

Apartment ideas
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< Notes Stuff to do Done

Stuff to do

A quick note example.

QWERTYU I OP

A SDVFGHJKL

4 Z XCVBNM

123 0 space return
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o |
3 Choose a template for your new project:

i0s
Application
Framework & Library
Other
cocos2d
cocos2d v2.x

0s X
Application
Framework & Library
System Plug-in
Other
cocos2d

cocos2d v2.x

=] L) ()

Master-Detail Page-Based Single View Tabbed
Application Application Application Application
Game

Single View Application

This template provides a starting point for an applicaticn that uses a single view. It provides
a view controller to manage the view, and a storyboard or nib file that contains the view.

Cancel

MNext




