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•I Have This Idea for an App… 
•Session 203

•💭



“To live a creative life, we must lose  
the fear of being wrong.”

•Joseph Chilton Pearce
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•Dream big and organize our ideas 
•Learn to navigate Xcode 
•Build a simple game using Swift 
•Add multiple views within our app 
•Persist and display data for users

Our Journey👣
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•Navigating Xcode
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•Creating Views with the Storyboard



















•Demo 
•Creating the view for our app
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•Navigating Xcode to learn how to create fun apps
•Creating a simple UI using the Storyboard
•Connecting our UI to code
•Writing game logic code in Swift
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Taking It Further! 🚀

Use SpriteKit to give more life to your good and bad buttons

Add MusicKit integration to incorporate sound into the game play

Read from sensors and change the speed of the game based on user movement

Introduction to SpriteKit WWDC 2013

Introducing MusicKit WWDC 2017

Creating Immersive Apps with Core Motion WWDC 2017



Tanu Singhal

•Enhancing Your App
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Model-View-Controller 

UIViewController

UIView NSObject



•Demo 
•Setting up a data model



Saving Data

Core Data Best Practices Executive Ballroom Thursday 2:00PM

Networking with NSURLSession WWDC 2015

Introducing CloudKit WWDC 2014
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•Demo 
•Creating the user interface
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Navigation Controllers and Table View Controllers

HealthSettings Unicorn Game



View Controllers

View Controller Programming Guide for iOS Apple Developer Documentation

Table View Programming Guide Apple Developer Documentation

Navigation Controllers Apple Developer Documentation



Auto Layout

Mysteries of Auto Layout, Part 1 WWDC 2015

Auto Layout Techniques in Interface Builder WWDC 2017

High Performance Auto Layout Hall 2 Wednesday 3:00PM



•Demo 
•View controller and logic
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Next Steps

Test your app using XCTest framework

Review App Store Review Guidelines

Enroll in the Apple Developer Program

Submit for App Review

Tell the world!
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Summary

Explore Xcode

Build a user interface

Think about the data

Create good experiences for all devices

Follow best practices

Congratulations! You’re an iOS App Developer!



More Information
https://developer.apple.com/wwdc2018/203




