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Introduction

When 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

frameworks 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 (instructions 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

application 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 develops 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.

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 programming

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 documentation, 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 principles and how doing things in

a certain way (that is, following those principles) 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

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 straightforward (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.
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