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Introduction

But to make your product a success, you need to do much more than just

These days, there’s no shortage of books about how to develop an iPhone app.
create great software.

iPhone App Development: The Missing Manual takes you through the entire devel-
opment process. You'll learn how to write the code for a successful title on the App
Store, but just as importantly, you'll acquire the skills to design, test, and market that
product.

Unlike other books that take a dry, mechanical approach to the topic, this book tells
the story of a real product’s development from start to finish. You'll follow along as
an actual iPhone developer recounts the tale using the popular Safety Light applica-
tion as a protagonist.

Creating a great iPhone app is often a group effort. Whether you're a developer,
designer, marketer, or project manager, you'll find topics that get you up to speed on
this new and exciting platform. And when there’s more to learn, expert advice will
point you in the right direction to fill in the details.

The App Store

Since the iTunes App Store’s launch in July 2008, over 100,000 iPhone applications
have been submitted to the store. Customers have downloaded over 3 billion
applications that were created by developers just like you. The success of this
endeavor has exceeded everyone’s wildest expectations.



Before the App Store was launched, iPhone app development was limited to the tal-
ented engineers at Apple’s headquarters in Cupertino, California. But in just a couple
of years, thousands of developers worldwide have discovered how easy and fun it is
to write software for the iPhone. And by keeping 70 cents of every dollar spent on
their app in iTunes, some developers have found these apps to be very profitable.

These early adapters also learned something the hard way: This new and innovative
computing device that you carry around in your pocket comes with a different set
of rules. A multitouch display with ubiquitous networking in a small form presents
many challenges.

The difficulties are not limited to technology; either. How you design, build, and dis-
tribute your apps requires a new way of thinking. Many developers have struggled
with their initiation into a consumer mass market.

As you walk through the iPhone app development process from start to finish, you'll
learn from those who preceded you. You'll avoid the pitfalls of some, while learning
from the success of others. The goal, of course, is to help you make the best applica-
tion possible.

Figure 1-1:

What better way to learn iPhane app development than to watch an
experienced developer build a product with step-by-step instruction? In this
book, you'll see the Safety Light (A) app come to life and go on sale in the
iTunes App Store.
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About This Book

Despite the many improvements in software over the years, one feature has grown
consistently worse—documentation. With the purchase of most software programs
these days, you don’t get a single page of printed instructions. To learn about the
hundreds of features in a program, you're expected to use online electronic help.

But even if youre comfortable reading a help screen in one window as you try
to work in another, something is still missing. At times, the terse electronic help
screens assume you already understand the discussion at hand, and hurriedly skip
over important topics that require an in-depth presentation. In addition, you don’t
always get an objective evaluation of the program’s features. (Your fellow engineers
often add technically sophisticated features to a program because they can, not
because you need them.) You shouldn’t have to waste your time learning features
that don't help you get your work done. ;

In this book’s pages, you'll find step-by-step instructions for developing iPhone
applications. In addition, you'll find that “big picture” topics such as design, sales,
and marketing are covered. The goal is to make you an effective and successful
developer, not just to teach you how to write the code.

Note: This book periodically recommends other books, covering topics that are too spedialized or tan-
gential for a manual about iPhone development. Careful readers may notice that not every one of these
titles is published by Missing Manual-parent, O'Reilly Media. While we're happy to mention other Missing
Manuals and boaks in the O'Reilly family, if a great book out there doesn't happen to be published by
O'Reilly, we'll still let you know about it.

iPhone App Development: The Missing Manual is designed to accommodate read-
ers at different technical levels. The primary discussions are written for computer
users with some programming knowledge. But if you're a first-timer, special side-
bar articles called “Up to Speed” provide the introductory information you need to
understand the topic at hand. If youre an advanced user, on the other hand, keep
your eye out for similar shaded boxes called “Power Users’ Clinic” They offer more
technical tips, tricks, and shortcuts for the experienced developer.

About the Outline

iPhone App Development: The Missing Manual is divided into four parts, most con-
taining several chapters:

» Part 1: Getting Started with Cocoa Touch. In the first four chapters, you'll build
your first iPhone App and get acquainted with your basic tools: Cocoa Touch,
Interface Builder, Xcode, and the Objective-C programming language. You'll
also start thinking about how to use these tools to design a new application.

INTRODUCTION
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« Part 2: Development in Depth. In the next three chapters, you'll learn how to
set up your iPhone development environment, including getting your app onto
a phone for the first time. You’ll also take a guided tour through the code of the
finished app and learn how to test the final product.

+ Part 3: The Business End. The final two chapters explore the business of being
an iPhone developer. You'll learn how to get your app onto iTunes, promote it
through various marketing channels, and how to keep track of your sales. A sur-
vey of the iPhone app market will help you understand where your app fits in.

+ Part 4: Appendix. The appendix introduces you to the vast array of resources
for learning more about all of the topics covered in this book.

At the Missing Manual website, you’ll find free, downloadable bonus material. In
addition to the project and source code for the Safety Light iPhone application,
you'll find a promotional website template that you can use for your products.

The Very Basics

This book contains very little jargon or nerd terminology. You will, however,
encounter a few terms and concepts that youll come across frequently in your
computing life:

« Clicking. This book gives you three kinds of instructions that require you to use
your computer’s mouse or trackpad. To click means to point the arrow cursor at
something on the screen and then—without moving the cursor at all—to press
and release the left clicker button on the mouse (or laptop trackpad). To double-
click, of course, means to click twice in rapid succession, again without moving
the cursor at all. And to drag means to move the cursor while pressing the left
button continuously.

+ Keyboard shortcuts. Every time you take your hand off the keyboard to move
the mouse, you lose time and potentially disrupt your creative flow. That's why
many experienced developers use keystroke combinations instead of menu
commands wherever possible. 3¢-B, for example, is a keyboard shortcut to build
your application in Xcode.

When you see a shortcut like 3-S (which saves changes to the current docu-
ment), it’s telling you to hold down the 3 key, and, while it's down, to press the
letter S key, and then release both keys.

 Choice is good. Xcode and Interface Builder frequently give you several ways
to trigger a particular command—by choosing a menu command, or by clicking
a toolbar button, or by pressing a key combination, for example. Some people
prefer the speed of keyboard shortcuts; others like the satisfaction of a visual
command array available in menus or toolbars. This book listsall of the alterna-
tives, but by no means are you expected to memorize all of them.
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