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Introduction

W 
hen the folks at John Wiley & Sons approached me about writing 
Objective-C Programming For Dummies, I thought long and hard about 

it. Within 480 pages, I wanted to be sure that I could explain to someone with 
no programming experience how to actually create useful programs.

So I started to think about what makes programming so difficult.

It isn’t the concept of how programs work, which I cover easily in Part I. 
And it isn’t really the language itself (or the instruction set — I cover that in 
Chapter 4). It isn’t even the user interface — all that code needed to open 
and close windows, process menus and the mouse and user touches, draw 
graphics, and play audio and video (did I leave anything out?). No, while all 
that used to be really hard, now it’s made much easier by using the frame-
works available with Mac OS X and iOS.

What is really hard, after you understand the language and framework, is how 
you structure your program — how you actually go about taking your idea 
for an application and turning it into a robust Objective-C application.

Finding out how to use the tools is (relatively) easy; knowing how to use 
them to create a useful application is the real challenge.

So, besides explaining the instruction set and everything else involved with 
coding, what I do along the way is explain the other things you need to know 
(things like application architecture and design) — those things that will 
make it possible for you, when you are done with this book, to go out and 
start developing your first application. Nothing less.

So instead of a book that only shows you how to use all the features (instruc-
tions and frameworks) available to you, I decided to write a book that shows 
you both how and why. I do that by having you start to develop an applica-
tion in Chapter 5 (after I go over the instruction set) and add to that same 
application until you end up with it running on both the iPhone and Mac in 
Chapters 17 and 18. Granted, this application isn’t the most exciting one in 
the world, but it gives you the opportunity to use every feature of Objective-C 
that you’ll need to know to go out and build your own killer app. What’s 
more, you build the application incrementally, just as a professional devel-
ops a commercial application. Occasionally, you will enter some code only 
to delete it later, which may seem annoying at times. However, you will get a 
flavor for how you’ll work when you are out on your own.



2 Objective-C Programming For Dummies 

And while some development will be annoying and tedious, in general it is 
fun. So go enjoy yourself while you’re finding out about Objective-C. I know  
I do.

About This Book
Objective-C Programming For Dummies is a beginner’s guide to developing 
applications for both iOS devices and the Mac. You don’t need any program-
ming experience to get started. I expect you to come as a blank slate, ready 
to be filled with useful information and new ways to do things. In some ways, 
the less you know, the easier it will be for you because you won’t have any 
preconceived notions about programming.

This book distills the hundreds (or even thousands) of pages of Apple docu-
mentation, not to mention my own development experience, into only what’s 
necessary to start you developing real applications. I explain not only the 
language, but also along the way, I explicitly talk about object-oriented prin-
ciples and how doing things in a certain way (that is, following those prin-
ciples) leads to more extensible and enhanceable programs, which you will 
discover is the holy grail of programming.

Conventions Used in This Book
This book guides you through the process of building applications by using 
Objective-C.

Code examples in this book appear in a monospaced font so that they stand 
out a bit better. This means that the code you see will look like this:

NSLog(@”I am an Objective-C statement.”);

Objective-C is based on C, which (I want to remind you) is case sensitive, so 
please enter the code that appears in this book exactly as it appears in the 
text. I also use the standard Objective-C naming conventions — for example, 
class names always start with a capital letter, and the names of methods and 
instance variables always start with a lowercase letter.

All URLs in this book appear in a monospaced font as well:

www.dummies.com

http://www.dummies.com
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If you’re ever uncertain about anything in the code, you can always look at 
the source code at the website associated with this book: www.dummies.
com/go/objcprogrammingfd. And from time to time, I provide updates for 
the code and post other things you might find useful on my website, www.
nealgoldstein.com.

Foolish Assumptions
To find out how to program in Objective-C for Mac OS X or iOS, you need a 
Macintosh computer with the latest version of the Mac OS on it. You also 
need to download the Software Development Kit (SDK). You don’t have to 
become a registered Apple Developer to do that, but registering with Apple 
gives you access to all the information Apple provides for understanding 
Objective-C, iOS, and Mac OS X. I show you how to do both in Chapter 2 
(don’t worry; it doesn’t cost a cent).

I assume that you don’t have any programming knowledge but that you have 
at least a passing acquaintance with some of the ideas, and more important, 
a desire to know how to program. In general, the code is easy and straightfor-
ward (the book isn’t written to dazzle you with fancy coding techniques).

I also assume that you’re familiar with the Mac and/or iPhone and that you are 
comfortable doing all the things you have to do on the Mac to run applications, 
including using the Finder to cruise the file system to see what’s there.

How This Book Is Organized
Objective-C Programming For Dummies has five main parts.

Part I: Getting to the Starting Line
Part I introduces you to the world of application development. You find out 
how programs work and what you have to do to take an idea and turn it 
into a computer program. I explain the tools that are available to you and 
describe how to use them, and I lead you through downloading the Software 
Development Kit (SDK), which includes Xcode (Apple’s development envi-
ronment for the OS X and iOS operating systems). You get up and running 
on your first application, which gives you a taste for what words like compil-
ing and building mean. You also find out how to become a registered Apple 
Developer, both for the Mac and the iPhone (and if you are an iPhone devel-
oper, what you are required to do to distribute your applications through 
Apple’s App Store).

http://www.dummies.com/go/objcprogrammingfd
http://www.dummies.com/go/objcprogrammingfd
http://www.nealgoldstein.com
http://www.nealgoldstein.com
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Part II: Speaking the Language  
of Objective-C
As with any other skill, you have to pay your dues, and that means under-
standing the instruction set of the language and knowing how to use some of 
the languagelike features made available to you in the frameworks. You start 
by building an application that you will add to as you discover more and 
more about Objective-C.

Think of this as getting down the vocabulary of a new language, but without 
the pain and all that memorization.

Part III: Walking the Object-Oriented 
Walk
After you understand the basic instruction set and the other Objective-C and 
framework features, it’s time to put those instructions together to create a pro-
gram. In this part, I focus on the right way to structure your program — what’s 
known as the program architecture. Having the right architecture results in a 
program that not only works but also can be extended to add new functional-
ity easily. And not only that, it enables you to easily track down and fix those 
pesky bugs that make their home in everyone’s programs. I also show you how 
to deal with the mundane, but necessary, plumbing issues such as memory 
management and object initialization.

Whereas Part II is about getting down the vocabulary, Part III is about using 
the vocabulary to create sentences and paragraphs and even entire books.

Part IV: Moving from Language  
to Application
With an architecture in place, you can begin to add more and more function-
ality to your program. You start to work with data and discover some of the 
tricks that framework developers use to make their frameworks so extensible.

After you have your application doing what you want it to do, you need to 
take all that functionality and make it available to the user. So, in this part, I 
show you how your application fits into the user SDK-supplied frameworks 
that do all the user interface heavy lifting on Mac OS X and iOS. And because 
you design the application the right way from the start, you’ll be able to plug 
it into the user interface with minimal effort. You just do some building of the 
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user interface in Interface Builder (part of the SDK), add a few lines of code, 
and you are there. No sweat, no bother. And yes, because you did it the right 
way from the start, the same application code will run on both the Mac and 
iOS devices (using the frameworks for Mac OS X and iOS).

Part V: The Part of Tens
Part V consists of voices from the trenches. I also show you some tips on 
debugging (yes, your application will, upon occasion, have bugs) that might 
shorten those late, into-the-night debugging sessions that are (unfortunately) 
part and parcel of being a developer. Although they may not always be fun, 
solved bugs are often a great source of conversation among developers. I 
also offer some tips about approaching application development that will 
lead to good health and happiness as a developer.

Icons Used in This Book
	 When you see this icon, you can be sure that the code available at this book’s 

website applies to the current example. You can find the code for all projects 
in this book at www.dummies.com/go/objcprogrammingfd — perfect for 
those who don’t feel like typing the code.

	 This icon indicates a useful pointer that you shouldn’t skip.

	 This icon represents a friendly reminder. It describes a vital point that you 
should keep in mind while proceeding through a particular section of the 
chapter.

	 This icon signifies that the accompanying explanation might be informative 
(dare I say, interesting), but it isn’t essential to understanding Objective-C 
application development. Feel free to skip past these tidbits if you like (though 
skipping while trying to absorb the main concepts may be tricky).

	 This icon alerts you to potential problems that you may encounter along the 
way. Read and obey these bits of experience to avoid trouble.

http://www.dummies.com/go/objcprogrammingfd
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On the Web
I’ve uploaded all the code for the projects in this book to the website at www.
dummies.com/go/objcprogrammingfd. You’ll find folders for each chap-
ter starting with Chapter 4. In each of these chapter folders is a folder that 
contains the Xcode project that provides the starting point for that chapter. 
So for Chapter 4, for example, the folder is labeled Chapter 4 Start Here.

Also in the chapter folder is a folder that contains the final version of the 
project for each chapter (except for Chapter 4 where it isn’t applicable). 
Some chapters also have intermediate versions of the project; so, in Chapter 5,  
for example, the folders are Chapter 5 A, Chapter 5 B, and so on. I explain 
what is in each in the corresponding chapter.

Where to Go from Here
Occasionally, we have updates to our technology books. If this book does 
have technical updates, they will be posted at www.dummies.com/go/
objcprogrammingfdupdates.

http://www.dummies.com/go/objcprogrammingfd
http://www.dummies.com/go/objcprogrammingfd
http://www.dummies.com/go/objcprogrammingfdupdates
http://www.dummies.com/go/objcprogrammingfdupdates


Part I
Getting to the 
Starting Line



In this part . . .

S 
o you’ve decided you want to learn to program. You 
may have a good idea for a Mac or iPhone application 

and realize that the first thing you need to do is find out 
how to program in Objective-C. And although you may 
have a vague idea about it, you know you’re going to have 
to learn exactly what programming is and what’s required 
to create an application.

In this part, I help you understand what you need to know 
to get started. First of all, how do applications even work? 
How do you translate your ideas into a computer language 
that tells the computer what you want it to do, and then 
how does it take those instructions and actually do them? 
What is all this complier and framework stuff, and what 
exactly is object-oriented programming? 

You find out what makes a good application and what you 
can do to make yours a good one. Finally, so you can get 
free development software from Apple, I take you through 
the process of registering as an Apple developer. I explain 
how you can download the Software Development Kit 
(SDK), and even how to build your first program.


