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Versions

• iOS 13 – we’ll be developing for the current version
• XCode - if you have a Mac, download it from the App 

Store. Our computers already have it. It will then be 
found in your Applications folder. We are using XCode 
11.3 at the time of setting up this lesson.
• Swift 5 is the current version of Swift.



XCode Playground

• When you open XCode, you have the choice to open a playground or 
a project. A playground lets you experiment with concepts.
• In a blank playground, play with the following code:

var greeting:String = "Hello World”
var score:Int = 15
var name:String = "Cindy"
greeting = "Hello, \(name)"
var num:Int = 1
var total:Int = score + num



Variables

Notes for naming variables:
• Names can't contain mathematical symbols.
• Names can't contain spaces.
• Names can't begin with a number
Camelcase – you will often see this in some styles of programming, 
where the first letter of a name of something is lowercase, but in other 
first letters are capitalized. You can decide what style is best for you, 
but there are some accepted standards.
Ex., var welcomeMessage



Programming Concepts

If Statements
if(total>15) {print("Win")}

Lists and Loops
let zoo = ["zebra", "lion","giraffe"]
zoo[0]
zoo.count

Comments
Use comments to ignore lines of code //

Types 
String, Int, Double, Bool



New Project
Choose Single View App



XCode Interface

Library in Swift 5 is now a floating panel accessed by the Library button (+)



Toolbar

Navigator

Library

Editor – Storyboard and Code
Use option and then select the 
ViewController in the File Inspector to 
see both open in Editor



Inspectors and Views

Toggle panels

Debug



Simulator
• When you press the run button 

(triangle in top left of interface), the 
Simulator is launched to show you what 
your app looks like and how it works. 
• Change Simulator to the type of phone 

you want to make your app using the 
main toolbar. Then choose the Run 
button. You will see the Simulator and 
then the app launches.
• If you need to change the size of the 

device in the Simulator, just click and 
drag on the edges.
• Make sure you click the stop button 

(square) after each run session.



Errors

• As you are working on your app, you may (you will!) see icons with 
exclamation marks in them. They are either warnings (yellow) or 
errors (red). In some cases, you may have to debug them. We will 
address as we go. These error messages will be an important part of 
debugging and troubleshooting.

• As you are coding, if you make a mistake and need to start a section 
over, make sure you delete any connections in the Connections 
Inspector on the right panel. 



Labels

• From Library, select and drag Label
• Click ctrl and drag from label into the 

ViewController section. 

@IBOutlet weak var myLabel: UILabel!

• This creates a “connection” from the 
label to the code. You can see this 
connection defined in the Connections 
Inspector on the right.
• Can then give the label a value

myLabel.text = "Hello World” – put this 
code in the viewDidLoad method



Text Fields

• Allows user input
• Search the Library for a Text Field and drag to Storyboard
• Ctrl and drag to make a connection in the code

IBOutlet weak var myName: UITextField! 



Buttons

• Find a button in the Library and drag to the Storyboard
• Ctrl and drag to code
@IBAction func myButton(_ sender: Any) {

}
• Creates a function for the button in which you can insert commands 

to happen when the user engages with the button. This also creates a 
“connection” that can be viewed in the Connections Inspector.



UI Elements

• Images – drag image to Assets.xcassets (find in file navigator)
Find an Image View in the Library and drag that to the screen. You can then pick 
the image from the Utilities area with the Attributes Inspector. Size that image 
appropriately for the screen.

• Switch

• Slider



Onward

• That’s a basic overview of how XCode and Swift work together
• We’ll be using these concepts and more for the next several classes to 

go through some exercises to practice.
• Note: for OSX Catalina, there is a new method of developing Swift

interfaces called SwiftUI. We will be using the Storyboard method in 
this class this semester, but be ready for this update to change the 
way iOS apps are developed in the future.
• Stay focused, pay attention to where you are putting code, recognize 

error messages, try to solve problems!


