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Professional iPhone and iPod touch
Programming
Building Applications for Mobile
Safari
John Wiley & Sons The Safari-exclusive applications for iPhone and iPod
touch assemble various elements, and this book shows you how to
integrate these elements with key design concepts and principles in order
to develop a highly usable interface for the touch screen. You’ll learn to
use existing open-source libraries in your code, imitate the overall look and
feel of built-in Apple applications, and migrate existing Web 2.0 apps and
sites to this new mobile platform. By the end of the book, you’ll feel
untouchable as you create a custom mobile application from scratch. Note:
CD-ROM/DVD and other supplementary materials are not included as part
of eBook ﬁle.

The Business of iPhone and iPad
App Development

2

Making and Marketing Apps that
Succeed
Apress The phenomenal success of the iPhone, iPad and the iPod touch has
ushered in a “gold rush” for developers, but with well over 300,000 apps in
the highly competitive App Store, it has become increasingly diﬃcult for
new apps to stand out in the crowd. Achieving consumer awareness and
sales longevity for your iOS app requires a lot of organization and some
strategic planning. Updated and expanded for iOS 4, this bestselling book
will show you how to incorporate marketing and business savvy into every
aspect of the design and development process, giving your app the best
possible chance of succeeding in the App Store. The Business of iPhone
and iPad App Development was written by experienced developers with
business backgrounds, taking you step-by-step through cost eﬀective
marketing techniques that have proven successful for professional iOS app
creators—perfect for independent developers on shoestring budgets. No
prior business knowledge is required. This is the book you wish you had
read before you launched your ﬁrst app!

iPhone and iPad Web Design For
Dummies
John Wiley & Sons

IPad Mini For Dummies
John Wiley & Sons Provides instructions and advice for iPad mini users,
including navigating the touch screen, using FaceTime, syncing music,
buying and reading ebooks, troubleshooting, and ﬁnding accessories.

iPod touch Made Simple
Apress The iPod touch is much more than just music. You have all of the
features of a PDA—including email, calendar, Google Maps, the App Store,
and even phone capabilities—as well as the ability to watch movies and
play your favorite games, all packed into Apple's sleek design. With iPod
touch Made Simple, you'll learn how to take advantage of all these features
and more. Packed with over 1,000 visuals and screenshots, this book will
help you master the all of the functions of the iPod touch and teach you
time-saving techniques and tips along the way. Written by two successful
smartphone trainers and authors, this is the go-to guide for the iPod touch.
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The iOS 5 Developer's Cookbook
Expanded Electronic Edition:
Essentials and Advanced Recipes
for iOS Programmers
Addison-Wesley This title contains the standard edition of The iOS 5
Developer’s Cookbook PLUS nine additional chapters on advance content.
If you already have the eBook edition of The iOS 5 Developer’s Cookbook,
you can purchase The iOS 5 Developer’s Cookbook: The Additional Recipes
(ISBN: 9780133028393), which only contains the extra chapters, at a low
cost. In this expanded ebook, best-selling author and iOS development
guru Erica Sadun brings together all the information you need to quickly
start building successful iOS apps for iPhone, iPad, and iPod touch. Sadun
has thoroughly revised her best-selling book to focus on powerful new iOS
5 features, APIs, and frameworks, the latest version of Objective-C, and
Apple’s breakthrough Xcode 4 toolset. The iOS 5 Developer's Cookbook:
Expanded Electronic Edition is packed with ready-made code solutions for
the iOS 5 development challenges you’re most likely to face, eliminating
trial-and-error and helping you build reliable apps from the very beginning.
Sadun teaches each new concept and technique through robust code that
is easy to reuse and extend. This isn't just cut-and-paste: Using her
examples, Sadun fully explains both the “how” and “why” of eﬀective iOS
5 development. Her tested recipes address virtually every major area of
iOS development, from user interface design to view controllers, gestures,
and touch to networking and security. This expanded ebook edition adds
chapters on documents and data sharing; the Address Book; iCloud; Core
Location and MapKit; Audio, Video, and MediaKit; Push Notiﬁcations;
Accessibility; In-app purchasing with StoreKit; and GameKit. Whatever your
iOS development experience, it will give you all the expert answers and
reliable code you’ll need to jumpstart any iOS 5 project!

Programming IOS 6
"O'Reilly Media, Inc." Provides information on using iOS 6 to create
applications for the iPhone, iPad, and iPod Touch.

iPod touch Made Simple, iOS 5
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Edition
Apress The new iOS 5-driven iPod touch devices are much more than just
music. These have all the features of a PDA—including email, calendar,
Google Maps, the App Store, and even phone capabilities—as well as the
ability to watch movies and play your favorite games, all packed into
Apple's sleek design. With iPod touch Made Simple, iOS 5 Edition, you'll
learn how to take advantage of all these features and more, now available
using the new iOS 5. Packed with over 1,000 visuals and screenshots, this
book will help you master all the functions of the iPod touch devices that
run iOS 5 and teach you time-saving techniques and tips along the way.
Written by two successful smartphone trainers and authors, this is the goto guide for the iPod touch!

The iOS 4 Developer's Cookbook
Core Concepts and Essential
Recipes for iOS Programmers
Addison-Wesley Professional Praise for previous editions of The iPhone
Developer’s Cookbook “This book would be a bargain at ten times its price!
If you are writing iPhone software, it will save you weeks of development
time. Erica has included dozens of crisp and clear examples illustrating
essential iPhone development techniques and many others that show
special eﬀects going way beyond Apple’s oﬃcial documentation.” –Tim
Burks, iPhone Software Developer, TootSweet Software “Erica Sadun’s
technical expertise lives up to the Addison-Wesley name. The iPhone
Developer’s Cookbook is a comprehensive walkthrough of iPhone
development that will help anyone out, from beginners to more
experienced developers. Code samples and screenshots help punctuate the
numerous tips and tricks in this book.” –Jacqui Cheng, Associate Editor, Ars
Technica “We make our living writing this stuﬀ and yet I am humbled by
Erica’s command of her subject matter and the way she presents the
material: pleasantly informal, then very appropriately detailed technically.
This is a going to be the Petzold book for iPhone developers.” –Daniel
Pasco, Lead Developer and CEO, Black Pixel Luminance “ “The iPhone
Developer’s Cookbook should be the ﬁrst resource for the beginning
iPhone programmer, and is the best supplemental material to Apple’s own
documentation.” –Alex C. Schaefer, Lead Programmer, ApolloIM, iPhone
Application Development Specialist, MeLLmo, Inc. “Erica’s book is a truly
great resource for Cocoa Touch developers. This book goes far beyond the
documentation on Apple’s Web site, and she includes methods that give
the developer a deeper understanding of the iPhone OS, by letting them
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glimpse at what’s going on behind the scenes on this incredible mobile
platform.” –John Zorko, Sr. Software Engineer, Mobile Devices “I’ve found
this book to be an invaluable resource for those times when I need to
quickly grasp a new concept and walk away with a working block of code.
Erica has an impressive knowledge of the iPhone platform, is a master at
describing technical information, and provides a compendium of excellent
code examples.” –John Muchow, 3 Sixty Software, LLC; founder,
iPhoneDeveloperTips.com “This book is the most complete guide if you
want coding for the iPhone, covering from the basics to the newest and
coolest technologies. I built several applications in the past, but I still
learned a huge amount from this book. It is a must-have for every iPhone
developer.” –Roberto Gamboni, Software Engineer, AT&T Interactive “It’s
rare that developer cookbooks can both provide good recipes and solid
discussion of fundamental techniques, but Erica Sadun’s book manages to
do both very well.” –Jeremy McNally, Developer, entp https://github.com/
http://ericasadun.com/

Ipad for Dummies
John Wiley & Sons Your e-mail, photos, music, books, and games —
everything you need is just a touch away with iPad! Part iPod touch, part
MacBook, part e-Reader, and all amazing, the iPad combines the best of
your favorite gadgets into one ultraportable touch device. From sending email and surﬁng the web to taking pictures, watching and recording
videos, playing games, downloading apps, and so much more, the fun
begins right here with this friendly For Dummies guide Magic touch —
navigate the multitouch screen, use the onscreen keyboard, and e-mail and
surf the web with just the touch of a ﬁnger Picture perfect — turn your iPad
into a digital picture frame, add cool eﬀects to your photos, and make
FaceTime video calls Get rhythm — organize your music collection, listen to
your favorite tunes, and create cool custom playlists All those apps —
download the latest apps, keep them up to date, and indulge your interests
with games, e-books, and more Open the book and ﬁnd: Steps for getting
started with your iPad Easy ways to organize your e-mail, calendar, and
contacts How to make a video call with FaceTime Advice on using the
iPad's HD video camera How to increase productivity with folders and
multitasking Fast and easy shortcuts and helpful iPad hints Tips for staying
connected with Facebook and Twitter Learn to: Set up your iPad, use the
multitouch interface, and get connected Surf the web, listen to music,
watch movies, and video chat with FaceTime Utilize your iPad as an e-book
reader, portable game console, or HD video camera

iPad For Dummies
John Wiley & Sons This edition covers the latest tips and tricks to getting the
most out of your iPad. Clear instructions get you started with the basics,
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like setting up your iPad, mastering the multi-touch interface, and
synching your data. Next, you'll discover how to work in the iCloud, set up
iTunes on your iPad, browse the Internet, send and receive e-mails, text
with iMessage, download apps from the App Store, making video calls with
FaceTime, work with Siri, import pictures, get organized with Reminders,
ﬁnd your way with Maps, and so much more. It includes coverage of iPad
Air 2, iPad Air, and all models of iPad mini. --

iPad 2 For Dummies
John Wiley & Sons The up-to-date guide to getting the most out of your iPad
or iPad 2! With an elegantly thin form, front-and-rear-facing cameras,
irresistible multitouch interface, and, now, with the awesome iOS 5 and
iCloud, the iPad is one addictive device. This full-color guide helps you get
to know your iPad so well you may never want to put it down! Mac experts
and veteran For Dummies authors Edward Baig and Bob "Dr. Mac" LeVitus
walk you through the basics as you set up and explore the iPad, master the
multitouch interface, set up iTunes for your iPad, browse the web, ﬁnd
apps in the App Store, and synchronize it all with iCloud. You'll learn how
to turn your iPad into the ultimate gaming machine; curl up with an iBook;
immerse yourself in music, videos, movies, and TV shows; and organize,
edit, and share photos. Keep in touch with e-mail, social networking apps,
iMessage, and FaceTime video calling. Plus, you'll never be late again, with
the iPad's built-in address book, calendar, Maps, and Reminders. Covers
the iPad 2 and iPad Fully updated for the newest iOS 5 features including
Notiﬁcation Center, iMessage, Newsstand, AirPlay Mirroring, Safari Reader,
and more Explains how to record HD video; take fantastic photos; surf the
web; organize your e-mail and calendar; and ﬁnd your favorite music,
movies, games, and apps Includes tips on protecting your information and
troubleshooting From the beginner basics to smooth and savvy tips, iPad 2
For Dummies, 3rd Edition will make you wonder how you ever lived without
your iPad.

Learning IOS Development
A Hands-on Guide to the
Fundamentals of IOS Programming
Addison-Wesley Professional Features hands-on sample projects and exercises
designed to help programmers create iOS applications.
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Flash IOS Apps Cookbook
Packt Publishing Ltd The book is written in a cookbook style, presenting
examples in the style of recipes, allowing you to go directly to your topic of
interest, or follow topics throughout a chapter to gain in-depth knowledge.
Flash developers or enthusiasts looking to build iOS apps using their
existing Flash and ActionScript 3.0 skills.

Learning Cocoa with Objective-C
Developing for the Mac and iOS App
Stores
"O'Reilly Media, Inc." Get up to speed on Cocoa and Objective-C, and start
developing applications on the iOS and OS X platforms. If you don’t have
experience with Apple’s developer tools, no problem! From object-oriented
programming to storing app data in iCloud, the fourth edition of this book
covers everything you need to build apps for the iPhone, iPad, and Mac.
You’ll learn how to work with the Xcode IDE, Objective-C’s Foundation
library, and other developer tools such as Event Kit framework and Core
Animation. Along the way, you’ll build example projects, including a simple
Objective-C application, a custom view, a simple video player application,
and an app that displays calendar events for the user. Learn the
application lifecycle on OS X and iOS Work with the user-interface system
in Cocoa and Cocoa Touch Use AV Foundation to display video and audio
Build apps that let users create, edit, and work with documents Store data
locally with the ﬁle system, or on the network with iCloud Display lists or
collections of data with table views and collection views Interact with the
outside world with Core Location and Core Motion Use blocks and operation
queues for multiprocessing

Beginning iOS Game Development
John Wiley & Sons Get in the game and start building games for the iPhone or
iPad! Whether you only have a little experience with iOS programming or
even none at all, this accessible guide is ideal for getting started
developing games for the iPhone and iPad. Experienced developer and
author Patrick Alessi presents the iOS system architecture, gives you the
step-by-step of game development, and introduces the languages used to
develop games. From the basic building blocks to including drawing,
responding to user interaction, animation, and sound, this book provides a
one-stop-shop for getting your game up and running. Explores the tools
and methodology used to develop games for the iPhone and iPad Requires
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no previous experience with building a game for the iOS platform Details
how iOS games require diﬀerent considerations than other applications
Addresses working with the Xcode programming environment, how to draw
with the Quartz 2D API, ways to handle user input, and techniques for
incorporating animation with Core Animation and sound with Core Audio If
you're ready to jump on the gaming app bandwagon, then this book is what
you need to get started!

Computers Helping People with
Special Needs
14th International Conference,
ICCHP 2014, Paris, France, July
9-11, 2014, Proceedings, Part I
Springer The two-volume set LNCS 8547 and 8548 constitutes the refereed
proceedings of the 14th International Conference on Computers Helping
People with Special Needs, ICCHP 2014, held in Paris, France, in July 2014.
The 132 revised full papers and 55 short papers presented were carefully
reviewed and selected from 362 submissions. The papers included in the
ﬁrst volume are organized in the following topical sections: accessible
media; digital content and media accessibility; 25 years of the Web:
weaving accessibility; towards e-inclusion for people with intellectual
disabilities; the impact of PDF/UA on accessible PDF; accessibility of nonverbal communication; emotions for accessibility (E4A), games and
entertainment software; accessibility and therapy; implementation and
take-up of e-accessibility; accessibility and usability of mobile platforms for
people with disabilities and elderly persons; portable and mobile platforms
for people with disabilities and elderly persons; people with cognitive
disabilities: At, ICT and AAC; autism: ICT and AT; access to mathematics,
science and music and blind and visually impaired people: AT, HCI and
accessibility.

Programming IOS 5
Fundamentals of IPhone, IPad, and
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IPod Touch Development
"O'Reilly Media, Inc." Get a solid grounding in the fundamentals of Cocoa
Touch, and avoid problems during iPhone and iPad app development. With
this revised and expanded edition, you’ll dig into Cocoa and learn how to
work eﬀectively with Objective-C and Xcode. This book covers iOS 5 and
Xcode 4.3 in a rigorous, orderly fashion—ideal whether you’re approaching
iOS for the ﬁrst time or need a reference to bolster existing skills. Many
discussions have been expanded or improved. All code examples have been
revised, and many new code examples have been added. The new memory
management system—ARC—is thoroughly explained and all code examples
have been revised to use it. New Objective-C features, such as declaration
of instance variables in the class’s implementation section, are described
and incorporated into the revised example code. Discussion of how an app
launches, and all code examples, are revised for project templates from
Xcode 4.2 and later. Other new Xcode features, including the Simulator’s
Debug menu, are covered, with screen shots based on Xcode 4.2 and later.
The discussion of Instruments is expanded, with screen shots—by popular
request! Storyboards are explained and discussed. The explanation of view
controllers is completely rewritten to include iOS 5 features, such as
custom parent view controllers and UIPageViewController. The Controls
chapter now includes iOS 5 interface customizability and the appearance
proxy. New features of interface classes are discussed, including tiling and
animated images, new table view features, new alert view styles. Coverage
of frameworks such as Core Motion and AV Foundation is greatly expanded.
New iOS 5 classes and frameworks are also discussed, including Core
Image and UIDocument (and iCloud support). Important iOS 5 changes that
can break existing code are explicitly called out in the text and listed in the
index.

Learning Mobile App Development
A Hands-on Guide to Building Apps
with IOS and Android
Pearson Education Now, one book can help you master mobile app
development with both market-leading platforms: Apple's iOS and Google's
Android. Perfect for both students and professionals, Learning Mobile App
Development is the only tutorial with complete parallel coverage of both
iOS and Android. With this guide, you can master either platform, or both-and gain a deeper understanding of the issues associated with developing
mobile apps. You'll develop an actual working app on both iOS and
Android, mastering the entire mobile app development lifecycle, from
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planning through licensing and distribution. Each tutorial in this book has
been carefully designed to support readers with widely varying
backgrounds and has been extensively tested in live developer training
courses. If you're new to iOS, you'll also ﬁnd an easy, practical introduction
to Objective-C, Apple's native language.

AdvancED CSS
Apress So you think you know CSS? Take your CSS skills to the next level
and learn to write organized and optimized CSS that will improve the
maintainability, performance, and appearance of your work. You'll learn
how document ﬂow and CSS positioning schemes will help you make your
documents more accessible. You'll discover the great styling possibilities of
CSS paired with semantic structures like Microformats and RDFa, while
enriching the self-describing semantics of XHTML content. Learn how to
group logically related declarations, minify style sheets, and prevent
performance bottle necks such as reﬂows and repaints. With support for
CSS enjoying unprecedented ubiquity, you can ﬁnally use such features as
generated content, complex selector chains, and CSS3's visual properties,
like box-shadow, in your projects.

The Business of iOS App
Development
For iPhone, iPad and iPod touch
Apress Updated and expanded for the new Apple iOS8, The Business of iOS
App Development, Third Edition shows you how to incorporate marketing
and business savvy into every aspect of the design and development
process, giving your app the best possible chance of succeeding in the App
Store. This book is written by experienced developers with business
backgrounds, taking you step-by-step through cost-eﬀective marketing
techniques that have proven successful for professional iOS app
creators—perfect for independent developers on shoestring budgets. No
prior business knowledge is required. The phenomenal success of the
iPhone, iPad and the iPod touch have ushered in a "gold rush" for
developers, but with well over a million apps in the highly competitive App
Store, it has become increasingly diﬃcult for new apps to stand out in the
crowd. Achieving consumer awareness and sales longevity for your iOS app
requires a lot of organization and some strategic planning. This is the book
you wish you had read before you launched your ﬁrst app!
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Beginning iPhone 4 Development
Exploring the iOS SDK
Apress Beginning iPhone 4 Development is here! The authors of the
bestselling Beginning iPhone 3 Development are back, with the same
excellent material completely updated for iOS 4 and written from the
ground up using the latest version of Apple's Xcode 3. All source code has
been updated to use the latest Xcode templates and current APIs, and allnew screenshots show Xcode 3 in action. Beginning iPhone 4 Development
is a complete course in iOS 4 apps development. You’ll master techniques
that work on iPhone, iPad, and iPod touch. We start with the basics,
showing you how to download and install the tools you'll need, and how to
create your ﬁrst simple application. Next you’ll learn to integrate all the
interface elements iOS users have come to know and love, such as buttons,
switches, pickers, toolbars, and sliders. You’ll master a variety of design
patterns, from the simplest single view to complex hierarchical drill-downs.
The confusing art of table building will be demystiﬁed, and you’ll learn
techniques to save and retrieve your data using SQLite, iPhone’s built-in
database management system and Core Data, the standard for persistence
that Apple brought to iOS with the release of SDK 3. And there’s much
more! You’ll learn to draw using Quartz 2D and OpenGL ES, add multitouch
gestural support (pinches and swipes) to your applications, and work with
the camera, photo library, accelerometer, and built-in GPS. You’ll discover
the ﬁne points of application preferences and learn how to localize your
apps for multiple languages. You'll also learn how to use the new
concurrency APIs included in iOS 4, and make robust multithreaded
applications using Grand Central Dispatch. The iPhone 4 update to the
best-selling and most recommended book for Cocoa touch developers
Written in an accessible, easy-to-follow style Full of useful tips and
techniques to help you become an iOS pro NOTE: For iPhone 4S or iOS 5
apps development, please instead check out the next edition of this book,
Beginning iOS 5 Development - now available.

iPad and iPad Pro For Dummies
John Wiley & Sons The A to Z guide to getting the most from your iPad Your
iPad is a magical piece of technology connecting you to the rest of the
world pretty much anytime and anywhere. Super thin and (well, almost)
light as a feather, it allows you to keep up with your day to day duties, stay
in touch with family and friends, catch up with work, relax with books and
movies, or even create your own works of art! Given all it’s capable of, it’s
essential to have a guide to help you make the most of your device. The
latest edition of iPad and iPad Pro for Dummies helps users of all
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experience levels navigate this amazing looking glass. Assuming no prior
knowledge, it takes you from the basics—including getting to know the
iPad and adding useful accessories such as keyboards and pencils—to
setting up email, connecting with other devices, maintaining ﬁles, and
researching and installing the best apps for you. Discover the simple steps
to get up and running Make your iPad work better and faster for you
Explore the features of the brand new iPadOS Get easy ﬁxes to common
problems Pick up your copy today and ﬁnd out just how sweet life in Apple
tablet form can be!

iOS Game Development
Developing Games for iPad, iPhone,
and iPod Touch
CRC Press To create successful games for the iPhone family of mobile
devices, developers need to know how touch-input, real-time graphics, and
sound come together in the iOS environment. iOS Game Development:
Developing Games for iPad, iPhone, and iPod Touch takes you from the
basics of app coding to releasing and marketing your game on the App
Store. The book oﬀers a wealth of previously unpublished information
about the iOS platform. The text focuses on the concrete requirements of
game developers, presenting in-depth details on each step in the mobile
game development process. It explains the use of OpenGL ES for 2D/3D
graphics and OpenAL for sound, both of which are recommended for game
performance on the iOS platform. It also covers new APIs such as the
GLKit, GameKit, and Box2D Physics Engine. To better understand the
explanations, the author encourages you to access more than 30 iOS
example apps from his website. Each app represents a small piece of the
complex ﬁeld of game development in a straightforward manner. The apps
can be run on any device in the iPhone family and have been extensively
tested with various iOS versions. Suitable for both newcomers and more
advanced developers, this color book helps you get started with iOS game
development. By following the book’s clear descriptions and example
programs, you will understand how to implement the fundamentals in
smaller game projects and be able to create your ﬁrst game for the App
Store.

Interactive Entertainment
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A Videogame Industry Guide
gameindustrybook A comprehensive book about the video game industry.
The book discusses, in detail, the life cycle of a video game from
conception to distribution, including analysis of how game production,
marketing, and sales teams work together to launch a successful product.
In addition, the book provides informative chapters on intellectual
property, and contractual, regulatory, and other legal issues. Topics
covered are: Genres and Platforms, Publishing and Industry Economics,
Ancillary Opportunities, Industry Trade Organizations, Regulation, Legal
Aﬀairs, and Forming and Running a Games Company.

HWM
Singapore's leading tech magazine gives its readers the power to decide
with its informative articles and in-depth reviews.

Mobile HTML5
Using the Latest Today
"O'Reilly Media, Inc." Readers will quickly become familiar with HTML5's many
new APIs and understand how they work in the mobile environment with
this book. Learn how to use audio, video and graphics within the bandwith
and screen constraints of mobile devices, and discover how HTML5
interacts with JavaScript and CSS3.

Basic Sensors in IOS
Programming the Accelerometer,
Gyroscope, and More
"O'Reilly Media, Inc." "Programming the accelerometer, gyroscope, camera,
and magnetometer"--Cover.

IPad Application Development For
Dummies
John Wiley & Sons Provides information on creating applications for the iPad,
covering such topics as using Xcode, becoming a registered developer,
working with the multi-touch interace, and submitting and selling apps in
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the App Store.

IOS Drawing: Practical Uikit
Solutions (Black & White Edition)
Pearson Education [BLACK & WHITE Edition] Apple lavished iOS with a rich
and evolving library of resolution-independent 2D drawing utilities. Its APIs
include powerful features such as transparency, path-based drawing, antialiasing, and more. Harness these low-level, lightweight drawing routines
in your apps to build images, to create PDFs, to display views, and to print.
In this guide, Erica Sadun, bestselling author of The Core iOS 6 Developer's
Cookbook and The Advanced iOS 6 Developer's Cookbook, helps readers
explore iOS drawing through an abundance of examples alongside plenty of
explanations and tips. This short work provides the basic how-to
developers need to get started. You will learn about these speciﬁc topics:
The basic concepts of Quartz (Core Graphics) and UIKit drawing The
coordinate system, paths, masking, and clipping Text drawing
Transparency and alpha channels, drawing modes, blending, colors, and
spaces Transforms and geometry Patterns, shadows, and gradients
Bitmaps and pixels Approximately 311 pages. For related content by
author Erica Sadun, see iOS Auto Layout Demystiﬁed, The Core iOS 6
Developer's Cookbook, and The Advanced iOS 6 Developer's Cookbook.
informit.com/sadun To access the code samples, visit https:
//github.com/erica/iOS-Drawing.

Learning Cocoa with Objective-C
Developing for the Mac and IOS App
Stores
"O'Reilly Media, Inc." Explains how to develop software for iOS and OS X in
the Cocoa, Cocoa Touch, and Objective-C programming environments.

Computers and Society
Computing for Good
CRC Press Since computer scientists make decisions every day that have
societal context and inﬂuence, an understanding of society and computing
together should be integrated into computer science education. Showing
students what they can do with their computing degree, Computers and
Society: Computing for Good uses concrete examples and case studies to
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Smart Graphics
9th International Symposium, SG
2008, Rennes, France, August
27-29, 2008, Proceedings
Springer Science & Business Media For centuries, artists and designers have
been creating communicative graphics. With the advent of new forms of
media, the emergence of paradigms such as ubiquitous computing, and the
rapid evolution of interaction devices, there is a continuous cycle of
renewal of the technologies and methods to support artists, interaction
designers and developers.
Developingnewapproachesrequiresanunderstandingofthe fundamentals of
perception and cognition as they relate to interaction and communication
te- nologies, together with arti?cial intelligence and computer graphics
techniques to automate reasoning and enhance cognition. Smart Graphics
is in essence an interdisciplinary endeavor and brings together the ?elds of
computer graphics, arti?cial intelligence, cognitive science, graphic design
and ?ne art. The International Symposium on Smart Graphics 2008 was
held on August 27–29 in Rennes, France. It was the ninth event in a series
which originally started in 2000 as an American Association for Arti?cial
Intelligence Spring Symposium and has taken place every year since then.
Due to the high quality of the papers submitted this year, the
ProgramCommittee decided to accept 17
fullpapers(insteadoftheusual15),9shortpapersand3systemdemonstrations.
The acceptance rate for full papers was 34%. This year’s meeting included
a discussion as to the nature of the shape,
contentandfutureoftheevent.Representativesfromdi?erentcommunitieswer
e
invitedtogivetheiropinions,andtheorganizingcommitteewouldliketowarmly
thank them here. Such questions as the ongoing viability of the symposium
and theconsequencesofcolocatingSmartGraphicswithotherlargerresearchevents led to interesting
debates and have prepared the groundwork for what could be the future of
the Smart Graphics conference series.

Human-Computer Interaction --
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INTERACT 2011
13th IFIP TC 13 International
Conference, Lisbon, Portugal,
September 5-9, 2011, Proceedings
Springer Science & Business Media The four-volume set LNCS 6946-6949
constitutes the refereed proceedings of the 13th IFIP TC13 International
Conference on Human-Computer Interaction, INTERACT 2011, held in
Lisbon, Portugal, in September 2011. The 47 papers included in the ﬁrst
volume are organized in topical sections on accessibility, aﬀective HCI,
computer-mediated communication, computer-supported cooperative
work, evaluation, ﬁnding and retrieving, fun/aesthetic design, gestures,
and HCI in the classroom.

Migrating to iPhone and iPad for
.NET Developers
Apress Today's .NET developers are intrigued by what the iPhone and iPad
apps landscape has to oﬀer. Admit it: you're one of them. Apple's App
Store has hundreds of thousands of apps, and yours can be among them.
iPhone and iPad app development using the iOS software development kit
is one of the most appealing environments available for mobile technology.
Migrating to iPhone and iPad for .NET Developers helps .NET programmers
get started creating iPhone and iPad apps using the iOS software
development kit. Start with a crash course on development using iOS.
Then, ﬁnd out whether you want to use Xcode instead of Visual Studio, and
prepare yourself for the migration from C# to Objective-C! You'll learn how
your existing .NET skills can map most eﬃciently to the iOS development
environment. Next, you'll really get coding with Objective-C and the iOS
software development kit. You'll build your skills and enhance your apps
with visually appealing, dynamic user interfaces and pushing/pulling data
from a database though events and more. Discover the wonders of the
Cocoa library, and learn new ways to do things you already know like the
back of your hand in the .NET environment. Nearing the ﬁnish line, you'll
build your ﬁrst complete iPhone or iPad app, and extend your iPhone app
features—for example, by using third-party libraries. Once you have
created that ﬁrst iPhone or iPad app, we'll walk you through making it
available on the App Store. Migrating to iPhone and iPad for .NET
Developers even oﬀers tips on how to market your apps to new customers.
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When you ﬁnish reading Migrating to iPhone and iPad for .NET Developers,
you'll be an iOS apps developer as well as a .NET developer, in today's
competitive and fun mobile landscape!

Using iPhones, iPads, and iPods
A Practical Guide for Librarians
Rowman & Littleﬁeld Using iPhones and iPads: A Practical Guide for
Librarians oﬀers library professionals a clear path to Apple readiness. The
authors combine their experience in library public services and mobile
technology to provide easy-to-follow, step-by-step instructions to help you
get up to speed.

AdvancED Flash on Devices
Mobile Development with Flash Lite
and Flash 10
Apress AdvancED Flash on Devices begins with a discussion of the mobile
development landscape—the diﬀerent players, tools, hardware, platforms,
and operating systems. The second part of the book covers Flash Lite and
how to take advantage newer features supported in Flash Lite 3.x. Then,
the book covers AIR applications for multiple screens and includes topics
such as: How to utilize new features of AIR 1.5 and Flash 10 as well as
pitfalls to be aware of when building an AIR application for mobile How to
include platform and context awareness for better adaptation How to
adopt an application on multiple devices using dynamic graphical GUI
Creating two full working real life touch screen mobile application The last
part of the book covers creating Flex applications running Flash 9 and 10 in
mobile device browsers and includes topics such as: How to adopt Flex for
multiple mobile device browsers How to create various video players for
Flash Lite and Flash 10 and optimize your content. How to take advantage
of Flash Media Server Experienced Flash and ActionScript programmers
who want to extend their skills to mobile platforms should ﬁnd this book a
great help in developing in this exciting and expanding marketplace.

Learning iOS Programming
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From Xcode to App Store
"O'Reilly Media, Inc." Get a rapid introduction to iPhone, iPad, and iPod touch
programming. With this easy-to-follow guide, you’ll learn the steps
necessary for developing your ﬁrst marketable iOS application, from
opening Xcode to submitting your product to the App Store. Whether
you’re a developer new to Mac programming or an experienced Mac
developer ready to tackle iOS, this is your book. You’ll learn about
Objective-C and the core frameworks hands-on by writing iOS applications
that use them, giving you the basic skills for building your own applications
independently. Packed with code samples, this book is refreshed and
updated for iOS 5 and Xcode 4. Discover the advantages of building native
iOS apps Get started with Objective-C and the Cocoa Touch frameworks
Dive deep into the table view classes for building user interfaces Handle
data input, parse XML and JSON documents, and store data on SQLite Use
iOS sensors, including the accelerometer, magnetometer, camera, and GPS
Build apps that use the Core Location and MapKit frameworks Integrate
Apple’s iCloud service into your applications

The iPod touch Pocket Guide
Pearson Education Here is your essential companion to Apple’s iPod touch.
The iPod touch Pocket Guide, Second Edition, oﬀers real-world guidance
and practical advice on how to: Set up and quickly start using your pocketsized computer. Download apps from the App Store. Make FaceTime video
calls. Take pictures and record video clips. Keep everything in sync
between your Windows PC or Mac and your touch. E-mail family and friends
using your carrier’s wireless network or a Wi-Fi hotspot. Listen to songs
and podcasts, and watch movies and TV shows (and YouTube!). Browse the
Web using the built-in Safari browser. Figure out where you are with the
iPod touch’s location services.

Video Made on a Mac
Production and Postproduction
Using Apple Final Cut Studio and
Adobe Creative Suite
Peachpit Press On a Mac, the sky's the limit for creating professional video.
With all the tools available though, it can be a daunting task to decide
which ones oﬀer the best solutions for combined eﬃciency and high-level
results. How can you eﬀectively communicate your vision to clients and
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crew? How should you calibrate your camera for multi-camera and green
screen shoots? Is it better to do your keying in After Eﬀects, Motion, or
Final Cut? How should you set up your edit suite for eﬃciency and
accuracy? How do you manage large amounts of media and a multitude of
formats for multiple software applications? In Video Made on a Mac, you'll
learn the answers and much more. Chock-full of practical advice and stepby-step instructions, each chapter provides insight on the critical
components of production and postproduction that can make all the
diﬀerence when you're up against a tight budget and schedule. The
accompanying DVD supplies you with project ﬁles and high-deﬁnition
footage so you can follow along with the examples, as well as 50 training
videos. Whether you're an advanced Mac user or just beginning to
incorporate Adobe Creative Suite into your Final Cut Studio workﬂow, you'll
learn to apply best-practice techniques to all your video projects.
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