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iOS App Development For Dummies - Jesse
Feiler 2014-04-14
If you’ve got incredible iOS ideas, get this book
and bring them to life! iOS 7 represents the most
significant update to Apple’s mobile operating
system since the first iPhone was released, and
even the most seasoned app developers are
looking for information on how to take
advantage of the latest iOS 7 features in their
app designs. That’s where iOS App Development
For Dummies comes in! Whether you’re a
programming hobbyist wanting to build an app
for fun or a professional developer looking to
expand into the iOS market, this book will walk
you through the fundamentals of building a
universal app that stands out in the iOS crowd.
Walks you through joining Apple’s developer
program, downloading the latest SDK, and
working with Apple’s developer tools Explains
the key differences between iPad and iPhone
apps and how to use each device’s features to
your advantage Shows you how to design your
app with the end user in mind and create a
fantastic user experience Covers using nib files,
views, view controllers, interface objects,
gesture recognizers, and much more There’s no
time like now to tap into the power of iOS – start
building the next big app today with help from
iOS App Development For Dummies!
Swift Game Development - Siddharth Shekar
2018-09-28
Embrace the mobile gaming revolution by
creating popular iOS games with Swift 4.2 Key
FeaturesLearn to create games for iPhone and

iPad with the latest Swift Programming
languageUnderstand the fundamental concepts
of game development like game physics, camera
action, sprites, controls, among othersBuild
Augmented reality games using ARKit for true
performanceBook Description Swift is the
perfect choice for game development.
Developers are intrigued by Swift and want to
make use of new features to develop their best
games yet. Packed with best practices and easyto-use examples, this book leads you step by step
through the development of your first Swift
game. The book starts by introducing Swift's
best features – including its new ones for game
development. Using SpriteKit, you will learn how
to animate sprites and textures. Along the way,
you will master physics, animations, and
collision effects and how to build the UI aspects
of a game. You will then work on creating a 3D
game using the SceneKit framework. Further,
we will look at how to add monetization and
integrate Game Center. With iOS 12, we see the
introduction of ARKit 2.0. This new version
allows us to integrate shared experiences such
as multiplayer augmented reality and persistent
AR that is tied to a specific location so that the
same information can be replicated on all
connected devices. In the next section, we will
dive into creating Augmented Reality games
using SpriteKit and SceneKit. Then, finally, we
will see how to create a Multipeer AR project to
connect two devices, and send and receive data
back and forth between those devices in real
time. By the end of this book, you will be able to
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create your own iOS games using Swift and
publish them on the iOS App Store. What you
will learnDeliver powerful graphics, physics, and
sound in your game by using SpriteKit and
SceneKitSet up a scene using the new
capabilities of the scene editor and custom
classesMaximize gameplay with little-known tips
and strategies for fun, repeatable actionMake
use of animations, graphics, and particles to
polish your gameUnderstand the current mobile
monetization landscapeIntegrate your game with
Game CenterDevelop 2D and 3D Augmented
Reality games using Apple's new ARKit
frameworkPublish your game to the App
StoreWho this book is for If you wish to create
and publish iOS games using Swift, then this
book is for you. No prior game development or
experience with Apple ecosystem is needed.
31. Forum Bauinformatik - Sternal,
Maximilian 2019-09-17
Das Forum Bauinformatik steht unter dem Motto
„von jungen Forschenden für junge
Forschende“. Es bietet jungen
Wissenschaftlerinnen und Wissenschaftlern
sowie interessierten Studierenden die
Möglichkeit, ihre Forschungsarbeiten zu
präsentieren, Problemstellungen fachspezifisch
zu diskutieren und sich ganz allgemein über den
neusten Stand der Forschung zu informieren.
Zudem ergibt sich dadurch eine ausgezeichnete
Gelegenheit, in die wissenschaftliche
Gemeinschaft im Bereich der Bauinformatik
einzusteigen und Kontakte zu anderen
Forschenden zu knüpfen. According to the motto
“from young researchers for young researchers”
the Forum Bauinformatik offers researchers as
well as interested undergraduates the
opportunity to present their research work, to
discuss discipline-specific problems and to catch
up to the current state in research. Furthermore,
it gives an excellent chance to get in touch with
the scientific community in the field of
Computing in Civil Engineering and socialize
with other researchers
Augmented Reality for Developers - Jonathan
Linowes 2017-10-09
Build exciting AR applications on mobile and
wearable devices with Unity 3D, Vuforia,
ARToolKit, Microsoft Mixed Reality HoloLens,
Apple ARKit, and Google ARCore About This
Book Create unique AR applications from

scratch, from beginning to end, with step-by-step
tutorials Use Unity 3D to efficiently create AR
apps for Android, iOS, and Windows platforms
Use Vuforia, ARTookKit, Windows Mixed Reality,
and Apple ARKit to build AR projects for a
variety of markets Learn best practices in AR
user experience, software design patterns, and
3D graphics Who This Book Is For The ideal
target audience for this book is developers who
have some experience in mobile development,
either Android or iOS. Some broad web
development experience would also be
beneficial. What You Will Learn Build
Augmented Reality applications through a stepby-step, tutorial-style project approach Use the
Unity 3D game engine with the Vuforia AR
platform, open source ARToolKit, Microsoft's
Mixed Reality Toolkit, Apple ARKit, and Google
ARCore, via the C# programming language
Implement practical demo applications of AR
including education, games, business marketing,
and industrial training Employ a variety of AR
recognition modes, including target images,
markers, objects, and spatial mapping Target a
variety of AR devices including phones, tablets,
and wearable smartglasses, for Android, iOS,
and Windows HoloLens Develop expertise with
Unity 3D graphics, UIs, physics, and event
systems Explore and utilize AR best practices
and software design patterns In Detail
Augmented Reality brings with it a set of
challenges that are unseen and unheard of for
traditional web and mobile developers. This book
is your gateway to Augmented Reality
development—not a theoretical showpiece for
your bookshelf, but a handbook you will keep by
your desk while coding and architecting your
first AR app and for years to come. The book
opens with an introduction to Augmented
Reality, including markets, technologies, and
development tools. You will begin by setting up
your development machine for Android, iOS, and
Windows development, learning the basics of
using Unity and the Vuforia AR platform as well
as the open source ARToolKit and Microsoft
Mixed Reality Toolkit. You will also receive an
introduction to Apple's ARKit and Google's
ARCore! You will then focus on building AR
applications, exploring a variety of recognition
targeting methods. You will go through multiple
complete projects illustrating key market sectors
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including business marketing, education,
industrial training, and gaming. By the end of
the book, you will have gained the necessary
knowledge to make quality content appropriate
for a range of AR devices, platforms, and
intended uses. Style and approach This book
adopts a practical, step-by-step, tutorial-style
approach. The design principles and
methodology will be explained by creating
different modules of the AR app.
Augmented Reality in Education - Vladimir
Geroimenko 2020-05-26
This is the first comprehensive research
monograph devoted to the use of augmented
reality in education. It is written by a team of 58
world-leading researchers, practitioners and
artists from 15 countries, pioneering in
employing augmented reality as a new teaching
and learning technology and tool. The authors
explore the state of the art in educational
augmented reality and its usage in a large
variety of particular areas, such as medical
education and training, English language
education, chemistry learning, environmental
and special education, dental training, mining
engineering teaching, historical and fine art
education. Augmented Reality in Education: A
New Technology for Teaching and Learning is
essential reading not only for educators of all
types and levels, educational researchers and
technology developers, but also for students
(both graduates and undergraduates) and
anyone who is interested in the educational use
of emerging augmented reality technology.
Unity 2018 Augmented Reality Projects - Jesse
Glover 2018-07-30
Create engaging Augmented Reality (AR)
applications with Unity 3D that can be
experienced with devices such as HoloLens and
Daydream Key Features Learn the principles of
AR application development Work with the most
popular sensors used in AR games and
applications across Android, Apple and Windows
Build experiences with interactive objects,
physics, UI, animations, and C# scripting Book
Description Augmented Reality allows for radical
innovations in countless areas. It magically
blends the physical and virtual worlds, bringing
applications from a screen into your hands.
Meanwhile, Unity has now become the leading
platform to develop augmented reality

experiences, as it provides a great pipeline for
working with 3D assets. Using a practical and
project-based approach, Unity 2018 Augmented
Reality Projects educates you about the specifics
of augmented reality development in Unity 2018.
This book teaches you how to use Unity in order
to develop AR applications which can be
experienced with devices such as HoloLens and
Daydream. You will learn to integrate, animate,
and overlay 3D objects on your camera feed,
before gradually moving on to implementing
sensor-based AR applications. In addition to this,
you will explore the technical considerations
that are especially important and possibly
unique to AR. The projects in the book
demonstrate how you can build a variety of AR
experiences, whilst also giving insights into C#
programming as well as the Unity 3D game
engine via the interactive Unity Editor. By the
end of the book, you will be equipped to develop
rich, interactive augmented reality experiences
for a range of AR devices and platforms using
Unity. What you will learn Build and run AR
applications for specific headsets, including
HoloLens and Daydream Create 3D scenes with
Unity and other 3D tools while learning about
world space and scale Move around your AR
scenes using locomotion and teleportation
Create filters or overlays that work in tandem
with facial recognition software Use GPS,
geolocation services, and the camera feed to
create a fitness application Integrate AR and VR
concepts together in a single application Who
this book is for Unity 2018 Augmented Reality
Projects is for you if you're a game developer
familiar with 3D computer graphics and
interested in building your own AR games or
applications. Any experience in Unity and C# is
an advantage.
Creating Augmented and Virtual Realities - Erin
Pangilinan 2019-03-18
Despite popular forays into augmented and
virtual reality in recent years, spatial computing
still sits on the cusp of mainstream use.
Developers, artists, and designers looking to
enter this field today have few places to turn for
expert guidance. In this book, Erin Pangilinan,
Steve Lukas, and Vasanth Mohan examine the
AR and VR development pipeline and provide
hands-on practice to help you hone your skills.
Through step-by-step tutorials, you’ll learn how
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to build practical applications and experiences
grounded in theory and backed by industry use
cases. In each section of the book, industry
specialists, including Timoni West, Victor
Prisacariu, and Nicolas Meuleau, join the
authors to explain the technology behind spatial
computing. In three parts, this book covers: Art
and design: Explore spatial computing and
design interactions, human-centered interaction
and sensory design, and content creation tools
for digital art Technical development: Examine
differences between ARKit, ARCore, and spatial
mapping-based systems; learn approaches to
cross-platform development on head-mounted
displays Use cases: Learn how data and machine
learning visualization and AI work in spatial
computing, training, sports, health, and other
enterprise applications
Multimedia Storytelling for Digital
Communicators in a Multiplatform World Seth Gitner 2022-07-12
Now in its second edition, Multimedia
Storytelling for Digital Communicators in a
Multiplatform World is a trusted guide for all
students who need to master visual
communication through multiple media and
platforms. Incorporating how-to’s on everything
from website and social media optimization to
screenwriting, this textbook provides readers
with the tools for successfully merging new
multimedia technology with very old and deeprooted storytelling concepts. Topics covered
include: how to understand conflict, characters,
and plot development; conducting successful
interviews; editing video in post-production; and
sourcing royalty-free music and sound effects.
The book also includes a range of supplemental
material, including exercises for each chapter,
interviews with seasoned professionals, key
terms, and review questions. New to this edition
are thoroughly updated chapters on social media
storytelling, visual storytelling with mobile
devices, and post-production techniques, to
reflect current industry trends. This book is a
key resource for students learning to think and
create visually in fields across broadcast and
digital journalism, film, photography,
advertising, and public relations.
International User Interfaces - Jakob Nielsen
1996-06-29
Leading authorities from around the world

discuss the latest topics in international userinterface design. With most major companies in
the computer industry depending on exports for
50 percent or more of their sales, user-interface
design teams face a major challenge in making
their products both useful and accessible to the
global marketplace. It is no longer enough to
simply offer a product translated in ten to
twenty different languages. Users also want a
product that acknowledges their unique cultural
characteristics and business practices. In
International User Interfaces, Elisa del Galdo
and Jakob Nielsen head a team of acknowledged
international authorities who confront some of
the problems currently facing international userinterface developers, including: International
Usability Engineering. Developing a Cultural
Model. Arabization of Graphical User Interfaces.
Managing a Multiple-Language Document
System. An Intelligent Lexical Management
System for Multilingual Machine Translation. A
Chinese Text Display Supported by an Algorithm
for Chinese Segmentation. Breaking the
Language Barrier with Graphics. Cultural Issues
That Can Affect Training
Brain-Inspired Cognitive Architectures for
Artificial Intelligence: BICA*AI 2020 - Alexei V.
Samsonovich 2020-12-08
The book focuses on original approaches
intended to support the development of
biologically inspired cognitive architectures. It
bridges together different disciplines, from
classical artificial intelligence to linguistics, from
neuro- and social sciences to design and
creativity, among others. The chapters, based on
contributions presented at the Eleventh Annual
Meeting of the BICA Society, held on November
10-14, 2020, in Natal, Brazil, discuss emerging
methods, theories and ideas towards the
realization of general-purpose humanlike
artificial intelligence or fostering a better
understanding of the ways the human mind
works. All in all, the book provides engineers,
mathematicians, psychologists, computer
scientists and other experts with a timely
snapshot of recent research and a source of
inspiration for future developments in the
broadly intended areas of artificial intelligence
and biological inspiration.
Image Processing and Computer Vision in
iOS - Oge Marques 2020-11-23
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This book presents the fundamentals of mobile
visual computing in iOS development and
provides directions for developers and
researchers interested in developing iOS
applications with image processing and
computer vision capabilities. Presenting a
technical overview of some of the tools,
languages, libraries, frameworks, and APIs
currently available for developing iOS
applications Image Processing and Computer
Vision in iOS reveals the rich capabilities in
image processing and computer vision. Its main
goal is to provide a road map to what is
currently available, and a path to successfully
tackle this rather complex but highly rewarding
task.
SwiftUI Apprentice (First Edition) - Audrey
Tam Tam 2021-05-26
Learn iOS Development Using SwiftUIYou've
heard about Apple's hot new declarative user
interface SDK - SwiftUI - and are ready to try
your hand at iOS development. But, you have no
idea where to begin.SwiftUI Apprentice to the
rescue! This book will guide you through the
first steps of your journey as you learn to build
beautiful iOS apps.Who This Book is ForThis
book for developers who are new to iOS and
SwiftUI who are looking for a step-by-step path
to learning.Topics Covered in SwiftUI
ApprenticeUsing Xcode: Learn how to use Xcode
- Apple's integrated development environment to code, build and debug your iOS apps.Planning
and Prototyping: Learn how to plan and
prototype apps using SwiftUI. Once you're happy
with the prototype, you'll fill out the
implementation into a full-featured app with a
beautiful, professionally-designed user
interface.Managing Assets: Discover how to
manage app assets, such as colors and images,
so your app looks good on all iOS devices from
the smallest iPod Touch to the largest
iPad.SwiftUI Data Flow: See how to manage
data within a SwiftUI app so the user interface
updates automatically as that data changes.Data
Persistence: Explore multiple strategies for
persisting an app's data. Understand the pros
and cons of several approaches so you can
decide the best solution for your own
apps.Networking: Learn to access REST APIs so
your app can use internet resources to enhance
your app's user experience.One thing you can

count on: After reading this book, you'll be
prepared to create your own iOS apps using
SwiftUI.
Mastering iOS 12 Programming - Donny Wals
2018-10-31
Become a professional iOS developer with the
most in-depth and advanced guide to Swift,
Xcode 10, ARKit, and Core ML Key
FeaturesExplore the extensive world of iOS
development through practical examplesGain
detailed insights into core iOS programming
concepts such as app extensions and
performanceExtend your iOS apps by adding
augmented reality and machine learning
capabilitiesBook Description The iOS
development environment has significantly
matured, and with Apple users spending more
money in the App Store, there are plenty of
development opportunities for professional iOS
developers. However, the journey to mastering
iOS development and the new features of iOS 12
is not straightforward. This book will help you
make that transition smoothly and easily. With
the help of Swift 4.2, you’ll not only learn how to
program for iOS 12, but also how to write
efficient, readable, and maintainable Swift code
that maintains industry best practices.
Mastering iOS 12 Programming will help you
build real-world applications and reflect the realworld development flow. You will also find a mix
of thorough background information and
practical examples, teaching you how to start
implementing your newly gained knowledge. By
the end of this book, you will have got to grips
with building iOS applications that harness
advanced techniques and make best use of the
latest and greatest features available in iOS 12.
What you will learnBuild a professional iOS
application using Xcode 10 and Swift 4.2Use
AutoLayout to create complex layouts that look
great on every deviceDelve into advanced
animations with UIViewPropertyAnimator and
UIKit DynamicsEnhance your app by using
instruments and building your own profiling
toolsIntegrate iMessage, Siri, and more in your
app through app extensionsTrain and use
machine learning models with Core ML 2 and
Create MLCreate engaging augmented reality
experiences with ARKit 2Who this book is for If
you’re a developer with some experience in iOS
programming and want to enhance your skills by
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unlocking the full potential of the latest iOS
version with Swift to build great applications,
this book is for you.
Beginning iOS AR Game Development - Allan
Fowler 2018-11-16
Create a fully featured application that’s both
sophisticated and engaging. This book provides
a detailed guide in developing augmented reality
games that can take advantage of the advanced
capabilities of new iOS devices and code while
also offering compatibility with still supported
legacy devices. No programming experience is
necessary as this book begins on the ground
floor with basic programming concepts in Unity
and builds to incorporating input from the real
world to create interactive realities. You’ll learn
to program with the Unity 2017 development
platform using C#. Recent announcements of
increased AR capabilities on the latest iPhones
and iPads show a clear dedication on Apple’s
part to this emerging market of immersive
games and apps. Unity 2017 is the latest version
of this industry leading development platform
and C# is a ubiquitous programming language
perfect for any programmer to begin with. Using
the latest development technologies, Beginning
iOS AR Game Development will show you how to
program games that interact directly with the
real world environment around the user for
creative fantastic augmented reality
experiences. What You'll Learn Download assets
from the Unity store Create a scene in Unity
2017 Use physics and controls on mobile devices
Who This Book Is For Beginner programmers
and/or people new to developing games using
Unity. It also serves as a great introduction to
developing AR games and educators teaching
the subject at high school or higher levels.
HCI International 2022 – Late Breaking
Papers: Interacting with eXtended Reality
and Artificial Intelligence - Jessie Y. C. Chen
2022-12-26
This proceedings LNCS 13518 constitutes the
refereed proceedings of the 24th International
Conference on Human-Computer Interaction,
HCII 2022, which was held virtually as part of
the 24th International Conference, HCII 2022, in
June/July 2022. HCII 2022 received a total of
5583 submissions from academia, research
institutes, industry, and governmental agencies
from 88 countries submitted contributions, and

1276 papers and 275 posters were included in
the proceedings that were published just before
the start of the conference. Additionally, 296
papers and 181 posters are included in the
volumes of the proceedings published after the
conference, as “Late Breaking Work” (papers
and posters). The contributions thoroughly cover
the entire field of human-computer interaction,
addressing major advances in knowledge and
effective use of computers in a variety of
application areas.
Apple Augmented Reality by Tutorials (Second
Edition) - raywenderlich Tutorial Team
2022-02-23
Learn Augmented Reality!Augmented reality is
going to be the next big thing - there's absolutely
no doubt about it. If you want to build realistic
and immersive AR experiences for the Apple
platform, this book is your golden ticket.Apple
Augmented Reality by Tutorials is the easiest
and fastest way to get hands-on experience
using Apple frameworks and technologies like
Reality Composer, RealityKit, and ARKitWho
This Book Is ForThis book is for beginner to
intermediate iOS developers who already know
the basics of Swift development and are looking
to build immersive AR experiences for the Apple
platform.Topics Covered in Apple AR by
TutorialsAR Quick Look: Discover how to
integrate AR Quick Look into your apps to give
them some cool AR superpowers.Reality
Composer & Reality Files: Find out how to
leverage the power of Reality Composer to
create interactive AR-based experiences.Reality
Converter & PBR Materials: Discover how PBR
materials can add a level of realism to your AR
objects, and how to use Reality Converter to
convert, view, customize and create USDZ
content.RealityKit: Learn to set up and use
RealityKit to build a face-based augmented
reality app.Facial Blend Shapes: Build a fully
interactive augmented reality face mask that
reacts to your facial expressions using blend
shapes.ARKit: Get a complete introduction to
ARKit, Apple's framework for creating fully
interactive augmented reality, and learn about
the different types of rendering options available
with ARKit.Raycasting & Physics: Learn about
raycasting, 2D hit-testing and the SpriteKit
physics engine as you add more features and
functionality to your game.ECS & Collaborative
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Experiences: Build a collaborative AR experience
and learn how to create and manage a multipeer
connection.Object Capture: Learn how to create
realistic 3D models from real-life objects with
photogrammetry.After reading this book, you'll
have a deep understanding of the technologies
and frameworks used to create powerful,
immersive AR experiences for the Apple
platform.
Telematics and Computing - Miguel Felix MataRivera 2019-10-24
This book constitutes the thoroughly refereed
proceedings of the 8th International Congress on
Telematics and Computing, WITCOM 2019, held
in Merida, Mexico, in November 2019. The 31
full papers presented in this volume were
carefully reviewed and selected from 78
submissions. The papers are organized in topical
sections: GIS & climate change; telematics &
electronics; artificial intelligence & machine
learning; software engineering & education;
internet of things; and informatics security.
Apple ARKit Revealed - Dell Wolfensparger
2018-12-16
Jump-start your development efforts. Use
Apple’s ARKit platform to develop augmented
reality (AR) apps for the iPhone and iPad. Now
you can have your first AR app up and running in
under an hour. Apple ARKit Revealed is filled
with examples of applications that are easy to
construct and will help you learn the skills
needed to become a proficient ARKit developer.
The book explains and demonstrates the
advantages of using ARKit development tools
from Apple, Unity, and Unreal. This coverage of
different vendor products will help you choose
the right tool for the job when you build your
first AR application. Beyond teaching ARKit
itself, many of the code examples provided in
this book can be used as templates to start your
own AR development efforts. What You'll Learn
Create AR applications using Sprite Kit, Scene
Kit, and Metal2 Enhance your applications with
Hit-Testing, sound, and animation Build
positional tracking into your applications so that
users can move around Implement Visual
Inertial Odometry (VIO) techniques for object
placement and positioning Integrate with
popular 3D and 2D engines such as Unity3D and
Unreal Become familiar with “scene
understanding” and why it matters in AR

applications Who This Book Is For Developers
looking to get started with ARKit as quickly as
possible. The book is especially aimed at those
looking to get an app to market quickly in order
to showcase their AR skills or to target a fastemerging opportunity.
Machine Learning with Swift - Oleksandr
Sosnovshchenko 2018-02-28
Leverage the power of machine learning and
Swift programming to build intelligent iOS
applications with ease Key Features Implement
effective machine learning solutions for your iOS
applications Use Swift and Core ML to build and
deploy popular machine learning models
Develop neural networks for natural language
processing and computer vision Book
Description Machine learning as a field promises
to bring increased intelligence to the software
by helping us learn and analyse information
efficiently and discover certain patterns that
humans cannot. This book will be your guide as
you embark on an exciting journey in machine
learning using the popular Swift language. We’ll
start with machine learning basics in the first
part of the book to develop a lasting intuition
about fundamental machine learning concepts.
We explore various supervised and unsupervised
statistical learning techniques and how to
implement them in Swift, while the third section
walks you through deep learning techniques
with the help of typical real-world cases. In the
last section, we will dive into some hard core
topics such as model compression, GPU
acceleration and provide some recommendations
to avoid common mistakes during machine
learning application development. By the end of
the book, you'll be able to develop intelligent
applications written in Swift that can learn for
themselves. What you will learn Learn rapid
model prototyping with Python and Swift Deploy
pre-trained models to iOS using Core ML Find
hidden patterns in the data using unsupervised
learning Get a deeper understanding of the
clustering techniques Learn modern compact
architectures of neural networks for iOS devices
Train neural networks for image processing and
natural language processing Who this book is for
iOS developers who wish to create smarter iOS
applications using the power of machine
learning will find this book to be useful. This
book will also benefit data science professionals
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who are interested in performing machine
learning on mobile devices. Familiarity with
Swift programming is all you need to get started
with this book.
Information Technology Trends for a Global
and Interdisciplinary Research Community García-Peñalvo, Francisco J. 2021-01-08
Data is the base for information, information is
needed to have knowledge, and knowledge is
used to make decisions and manage 21st century
businesses and organizations. Thus, it is
imperative to remain up to date on the major
breakthroughs within the technological arena in
order to continually expand and enhance
knowledge for the benefit of all institutions.
Information Technology Trends for a Global and
Interdisciplinary Research Community is a
crucial reference source that covers novel and
emerging research in the field of information
science and technology, specifically focusing on
underrepresented technologies and trends that
influence and engage the knowledge society.
While highlighting topics that include
computational thinking, knowledge
management, artificial intelligence, and
visualization, this book is essential for
academicians, researchers, and students with an
interest in information management.
.NET Developer's Guide to Augmented Reality in
iOS - Lee Englestone 2021-02-23
Attention .NET developers, here is your starting
point for learning how to create and publish
augmented reality (AR) apps for iOS devices.
This book introduces and explores iOS
augmented reality mobile app development
specifically for .NET developers. The continued
adoption and popularity of Xamarin, a tool that
allows cross-platform mobile application
development, opens up many app publishing
opportunities to .NET developers that were
never before possible, including AR
development. You will use Xamarin to target
Apple’s augmented reality framework, ARKit, to
develop augmented reality apps in the language
you prefer—C#. Begin your journey with a
foundational introduction to augmented reality,
ARKit, Xamarin, and .NET. You will learn how
this remarkable collaboration of technologies
can produce fantastic experiences, many of them
never before tried by .NET developers. From
there you will dive into the fundamentals and

then explore various topics and AR features.
Throughout your learning, proof of concepts will
be demonstrated to reinforce learning. After
reading this book you will have the fundamentals
you need, as well as an understanding of the
overarching concepts that combine them. You
will come away with an understanding of the
wide range of augmented reality features
available for developers, including the newest
features included in the latest versions of ARKit.
What You Will Learn Create rich commercial and
personal augmented reality mobile apps Explore
the latest capabilities of ARKit Extend and
customize chapter examples for building your
own amazing apps Graduate from traditional 2D
UI app interfaces to immersive 3D AR interfaces
Who This Book Is For Developers who want to
learn how to use .NET and C# to create
augmented reality apps for iOS devices. It is
recommended that developers have some
Xamarin experience and are aware of the crossplatform options available to .NET. A paid Apple
developer account is not needed to experiment
with the AR code samples on your devices.
Managerial Challenges and Social Impacts of
Virtual and Augmented Reality - Loureiro,
Sandra Maria Correia 2020-01-03
The increase in smartphone usage and new
technologies embedded in smart devices have
led to innovative developments and applications
throughout a variety of industries. However, new
techniques such as spatial augmented reality are
becoming more affordable for business, allowing
consumers to experience and interact with the
world as they never have before. AR and VR
have vast implications for management and can
allow companies to increase their sustainability
and reduce their CO2 footprint. Managerial
Challenges and Social Impacts of Virtual and
Augmented Reality is a pivotal reference source
that provides vital research on the applications
of VR, AR, and related technologies from the
perspectives of managers and marketers in the
industry and discusses the social impact of these
technologies. While highlighting topics such as
consumer analysis, privacy ethics, and
relationship marketing, this book is ideally
designed for managers, marketers, technology
developers, managing directors, business
professionals, academicians, students, and
researchers seeking current studies on the
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evolution of interactive technology.
Augmented and Virtual Reality in Libraries Jolanda-Pieta van Arnhem 2018-05-24
This book is written for librarians, by librarians:
understanding that diverse communities use
libraries, museums, and archives for a variety of
different reasons. It makes augmented reality,
virtual reality, and mixed reality applications
much more accessible to professionals in
libraries, museums, and archives.
Internet of Things, Infrastructures and
Mobile Applications - Michael E. Auer
2020-09-10
This book gathers papers on interactive and
collaborative mobile learning environments,
assessment, evaluation and research methods in
mobile learning, mobile learning models, theory
and pedagogy, open and distance mobile
learning, life-long and informal learning using
mobile devices, wearables and the Internet of
Things, game-based learning, dynamic learning
experiences, mobile systems and services for
opening up education, mobile healthcare and
training, case studies on mobile learning, and 5G
network infrastructure. Today, interactive
mobile technologies have become the core of
many—if not all—fields of society. Not only do
the younger generation of students expect a
mobile working and learning environment, but
also the new ideas, technologies and solutions
introduced on a nearly daily basis also boost this
trend. Discussing and assessing key trends in
the mobile field were the primary aims of the
13th International Conference on Interactive
Mobile Communication Technologies and
Learning (IMCL2019), which was held in
Thessaloniki, Greece, from 31 October to 01
November 2019. Since being founded in 2006,
the conference has been devoted to new
approaches in interactive mobile technologies,
with a focus on learning. The IMCL conferences
have since become a central forum of the
exchange of new research results and relevant
trends, as well as best practices. The book’s
intended readership includes policymakers,
academics, educators, researchers in pedagogy
and learning theory, schoolteachers, further
education lecturers, practitioners in the learning
industry, etc.
Xcode 4 - Richard Wentk 2011-06-01
Everything you need to know to design, code,

and build amazing apps Xcode 4 is Apple’s
newest version of the popular development suite
for creating bleeding-edge OS X and iOS apps.
Written by an experienced developer and Applefocused journalist, this book not only covers
developing for OS X but also for the entire family
of iOS devices, including the iPhone, iPad, and
iPod touch. You’ll explore the newest tools for
compiling, debugging, and finding and fixing
common code errors so that you can look
forward to improved, smooth-running code that
is developed more efficiently than ever. Takes
you step-by-step through the process of
developing OS X and iOS applications using
Xcode 4 Examines the benefits of Xcode 4,
Apple’s updated, free, object oriented
programming environment Helps you tame the
complex Xcode environment so you can develop
amazing apps This book gets you up to speed on
all the remarkable new features and redesigned
user interface of Xcode 4 so you can get started
creating phenomenal apps today.
Human Interface and the Management of
Information: Applications in Complex
Technological Environments - Sakae
Yamamoto 2022-06-16
This two-volume set LNCS 13305 - 13306
constitutes the thoroughly refereed proceedings
of the thematic area Human Interface and the
Management of Information, HIMI 2022, which
was held as part of HCI International 2022 and
took place virtually during June 26-July 1, 2022.
The total of 1271 papers and 275 poster papers
included in the 39 HCII 2022 proceedings
volumes was carefully reviewed and selected
from 5487 submissions. The papers included in
the HCII-HIMI volume set were organized in
topical sections as follows: Part I: Humancentered design approaches; information design
and quality; visual design; visualization and big
data; Information, cognition and learning. Part
II: Recommender systems; robots and avatars
appearance and embodiment; information in
virtual and augmented reality; information in
complex technological environments.
Virtual & Augmented Reality For Dummies Paul Mealy 2018-06-08
An easy-to-understand primer on Virtual Reality
and Augmented Reality Virtual Reality (VR) and
Augmented Reality (AR) are driving the next
technological revolution. If you want to get in on
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the action, this book helps you understand what
these technologies are, their history, how they’re
being used, and how they’ll affect consumers
both personally and professionally in the very
near future. With VR and AR poised to become
mainstream within the next few years, an
accessible book to bring users up to speed on
the subject is sorely needed—and that’s where
this handy reference comes in! Rather than
focusing on a specific piece of hardware (HTC
Vive, Oculus Rift, iOS ARKit) or software (Unity,
Unreal Engine), Virtual & Augmented Reality
For Dummies offers a broad look at both VR and
AR, giving you a bird’s eye view of what you can
expect as they continue to take the world by
storm. * Keeps you up-to-date on the pulse of
this fast-changing technology * Explores the
many ways AR/VR are being used in fields such
as healthcare, education, and entertainment *
Includes interviews with designers, developers,
and technologists currently working in the fields
of VR and AR Perfect for both potential content
creators and content consumers, this book will
change the way you approach and contribute to
these emerging technologies.
Mastering iOS 14 Programming - Mario
Eguiluz Alebicto 2021-03-19
Become a professional iOS developer with the
most in-depth and advanced guide to Swift 5.3,
Xcode 12.4, ARKit 4, Core ML, and iOS 14’s new
features Key FeaturesExplore the world of iOS
app development through practical
examplesUnderstand core iOS programming
concepts such as Core Data, networking, and the
Combine frameworkExtend your iOS apps by
adding augmented reality and machine learning
capabilities, widgets, App Clips, Dark Mode, and
animationsBook Description Mastering iOS 14
development isn’t a straightforward task, but
this book can help you do just that. With the help
of Swift 5.3, you’ll not only learn how to program
for iOS 14 but also be able to write efficient,
readable, and maintainable Swift code that
reflects industry best practices. This updated
fourth edition of the iOS 14 book will help you to
build apps and get to grips with real-world app
development flow. You’ll find detailed
background information and practical examples
that will help you get hands-on with using iOS
14's new features. The book also contains
examples that highlight the language changes in

Swift 5.3. As you advance through the chapters,
you'll see how to apply Dark Mode to your app,
understand lists and tables, and use animations
effectively. You’ll then create your code using
generics, protocols, and extensions and focus on
using Core Data, before progressing to perform
network calls and update your storage and UI
with the help of sample projects. Toward the
end, you'll make your apps smarter using
machine learning, streamline the flow of your
code with the Combine framework, and amaze
users by using Vision framework and ARKit 4.0
features. By the end of this iOS development
book, you’ll be able to build apps that harness
advanced techniques and make the best use of
iOS 14’s features. What you will learnBuild a
professional iOS application using Xcode 12.4
and Swift 5.3Create impressive new widgets for
your apps with iOS 14Extend the audience of
your app by creating an App ClipImprove the
flow of your code with the Combine
frameworkEnhance your app by using Core
LocationIntegrate Core Data to persist
information in your appTrain and use machine
learning models with Core MLCreate engaging
augmented reality experiences with ARKit 4 and
the Vision frameworkWho this book is for This
book is for developers with some experience in
iOS programming who want to enhance their
application development skills by unlocking the
full potential of the latest iOS version with Swift.
Complete IOS 12 Development Guide - Craig
Clayton 2019-03-20
Learn to create professional-grade iOS
applications for the App Store using the latest
iOS 12 features and other helpful tools Key
Features Explore the distinctive design
principles that define the iOS user experience
Train and use machine learning models with
Core ML 2 and Create ML Delve into advanced
animations with UIViewPropertyAnimator and
UIKitDynamics Book Description With Apple
users spending more money in the App Store,
there are plenty of development opportunities
for professional iOS developers. This Learning
Path is a direct route to iOS development, which
will take you through the basics and help you
put principles into practice. For experienced
programmers, this book will help you gain
insights into the latest iOS 12 features. This
book is also useful for beginners who want to
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gain expertise in iOS development. You'll start
with an introduction to iOS development, Xcode,
and Swift. To give your app the edge, you'll get
up to speed with advanced iOS topics, such as
gestures and animations. Next, you will
understand the latest Swift 4.2 and iOS 12
developments by incorporating new features,
such as the latest in notifications, custom-UI
notifications, maps, and recent additions in
SiriKit. With these tools, you'll be able to write
efficient, readable, and maintainable Swift code
that maintains industry best practices. By the
end of the book, you will have the confidence to
build iOS 12 applications that harness advanced
techniques and make the best use of the latest
features. This Learning Path includes content
from the following Packt products: iOS 12
Programming for Beginners - Third Edition by
Craig Clayton Mastering iOS 12 Programming Third Edition by Donny Wals What you will learn
Build a responsive user interface (UI) and add
privacy to your custom-rich notifications Set up
SiriKit to add voice for Siri shortcuts Integrate
iMessage, Siri, and more in your app through
app extensions Use TestFlight to collect
feedback before releasing your apps on the App
Store Use Auto Layout to create complex layouts
that look visually appealing on any device
Enhance your app by building your own profiling
tools Create engaging augmented reality
experiences with ARKit 2 Who this book is for If
you are completely new to Swift, iOS, or
programming and want to become an expert in
developing iOS applications, this Learning Path
is for you. You'll also find this Learning Path
useful if you're an experienced programmer
looking to explore the latest iOS 12 features.
Programming iOS 14 - Matt Neuburg 2020-10-08
If you’re grounded in the basics of Swift, Xcode,
and the Cocoa framework, this book provides a
structured explanation of all essential real-world
iOS app components. Through deep exploration
and copious code examples, you’ll learn how to
create views, manipulate view controllers, and
add features from iOS frameworks. Create,
arrange, draw, layer, and animate views that
respond to touch Use view controllers to manage
multiple screens of interface Master interface
classes for scroll views, table views, collection
views, text, popovers, split views, web views,
and controls Dive into frameworks for sound,

video, maps, and sensors Access user libraries:
music, photos, contacts, and calendar Explore
additional topics, including files, networking,
and threads Stay up-to-date on iOS 14
innovations, such as: Control action closures and
menus Table view cell configuration objects
Collection view lists and outlines New split view
controller architecture Pointer customization on
iPad New photo picker and limited photos
authorization Reduced accuracy location Color
picker, new page control behavior, revised date
pickers, and more! Want to brush up on the
basics? Pick up iOS 14 Programming
Fundamentals with Swift to learn about Swift,
Xcode, and Cocoa. Together with Programming
iOS 14, you’ll gain a solid, rigorous, and
practical understanding of iOS 14 development.
Artificial Intelligence - Marco Antonio AcevesFernandez 2018-06-27
Artificial intelligence (AI) is taking an
increasingly important role in our society. From
cars, smartphones, airplanes, consumer
applications, and even medical equipment, the
impact of AI is changing the world around us.
The ability of machines to demonstrate advanced
cognitive skills in taking decisions, learn and
perceive the environment, predict certain
behavior, and process written or spoken
languages, among other skills, makes this
discipline of paramount importance in today's
world. Although AI is changing the world for the
better in many applications, it also comes with
its challenges. This book encompasses many
applications as well as new techniques,
challenges, and opportunities in this fascinating
area.
AppleScript Language Guide - Apple Computer,
Inc 1993
Apple's definitive guide to the powerful
AppleScript scripting language, thisbook
provides essential information for Macintosh
power users and programmerswho want to use
AppleScript to write new scripts, modify existing
scripts, orwrite scriptable applications.
Cases on Virtual Reality Modeling in
Healthcare - Tang, Yuk Ming 2021-12-17
Virtual reality (VR) provides immersive
stereoscopic visualization of virtual
environments, and the visualization effect and
computer graphics are critical to enhancing the
engagement of participants and achieving
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optimal education and training effectiveness.
Constructing realistic 3D models and scenarios
for a specific application of VR simulation is no
easy task. There are many different tools for 3D
modeling. However, many of the modeling tools
are used for manufacturing and product design
applications and have advanced features and
functions which may not be applicable to
different levels of users and various
specializations. Cases on Virtual Reality
Modeling in Healthcare introduces the use of
Blender for VR 3D modeling, demonstrates
healthcare applications, and examines potential
uses in modeling, dressing, and animation in
healthcare. Covering a range of topics such as
cross reality, rehabilitation games, and
augmented reality, this book is ideal for
engineers, industry professionals, practitioners,
researchers, academicians, instructors, and
students.
iOS 14 Programming for Beginners - Ahmad
Sahar 2020-11-27
Publisher's note: This edition from 2020 is
outdated and does not make use of the most
recent iOS and swift features. A new sixth
edition, updated for iOS 15 and including new
advanced topics, such as Mac Catalyst, SwiftUI,
Swift Concurrency, and SharePlay, has now been
published Key FeaturesExplore the latest
features of Xcode 12 and the Swift 5.3
programming language in this updated fifth
editionKick-start your iOS programming career
and have fun building your own iOS
appsDiscover the new features of iOS 14 such as
Mac Catalyst, SwiftUI, widgets and App
ClipsBook Description If you're looking to work
and experiment with powerful iOS 14 features
such as widgets and App Clips to create your
own apps, this iOS programming guide is for
you. The book offers a comprehensive
introduction for experienced programmers who
are new to iOS, taking you through the entire
process of learning the Swift language, writing
your own apps, and publishing them on the App
Store. Fully updated to cover the new iOS 14
features, along with Xcode 12 and Swift 5.3, this
fifth edition of iOS 14 Programming for
Beginners starts with an introduction to the
Swift programming language and shows you
how to accomplish common programming tasks
with it. You'll then start building the user

interface (UI) of a complete real-world app using
the storyboards feature in the latest version of
Xcode and implement the code for views, view
controllers, data managers, and other aspects of
mobile apps. The book will also help you apply
iOS 14 features to existing apps and introduce
you to SwiftUI, a new way to build apps for all
Apple devices. Finally, you’ll set up testers for
your app and understand what you need to do to
publish your app on the App Store. By the end of
this book, you'll not only be well versed in
writing and publishing applications, but you’ll
also be able to apply your iOS development skills
to enhance existing apps. What you will learnGet
to grips with the fundamentals of Xcode 12 and
Swift 5.3, the building blocks of iOS
developmentUnderstand how to prototype an
app using storyboardsDiscover the Model-ViewController design pattern and how to implement
the desired functionality within an
appImplement the latest iOS features, such as
widgets and App ClipsConvert an existing iPad
app into an Apple Silicon Mac appDesign,
deploy, and test your iOS applications with
design patterns and best practicesWho this book
is for This book is for anyone who has
programming experience but is new to Swift and
iOS app development. Experienced
programmers looking to explore the latest iOS
14 features will also find this book useful.
Electrical and Computer Engineering Muhammet Nuri Seyman 2022-05-20
This book constitutes the refereed proceedings
of the First International Congress, ICECENG
2022, held in February 2022. Due to COVID-19
pandemic the conference was held virtually. The
15 full and 2 short papers were selected from 48
submissions and are organized in 4 main tracks:
technology trends, artificial intelligence,
computing and security. The papers detail the
application of formal methods to the
construction and analysis of models describing
technological processes at both micro and macro
levels.
Beginning ARKit for iPhone and iPad - Wallace
Wang 2018-11-05
Explore how to use ARKit to create iOS apps and
learn the basics of augmented reality while
diving into ARKit specific topics. This book
reveals how augmented reality allows you to
view the screen on an iOS device, aim the
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camera at a nearby scene, and view both the
real items in that scene as well as a graphic
image overlaid on to that scene. You’ll start by
accessing the camera and teaching your app to
track the world around its device. You'll then see
how to position nodes and create augmented
reality shapes and textures. Next you’ll have
your creations interact with their environment
by programming workable physics, detecting
planes, measuring distance, and applying virtual
force. Finally you’ll learn how to hit test and
troubleshoot your applications to ensure they
interact with the real world around them
seamlessly. ARKit is Apple’s software framework
for creating augmented reality apps on iOS
devices such as the iPhone and iPad. Unlike
virtual reality that creates an entirely artificial
world for the user to view and explore,
Beginning ARKit for iPhone and iPad will show
you how augmented reality places artificial
items in an actual scene displayed by an iOS
device’s camera. What You’ll Learn Access the
camera Use ARKit’s hit testing for tracked
geometry Apply and combine real world and
virtual physics Who This Book Is For
Programmers familiar with the basics of Swift
programming who want to dive into developing
iOS applications with Swift.
Swift 5 for Absolute Beginners - Stefan
Kaczmarek 2019-06-26
Stay motivated and overcome obstacles while
learning to use Swift Playgrounds and Xcode
10.2 to become a great iOS developer. This
book, fully updated for Swift 5, is perfect for
those with no programming background, those
with some programming experience but no
object-oriented experience, or those that have a
great idea for an app but haven’t programmed
since school. Many people have a difficult time
believing they can learn to write iOS apps. Swift
5 for Absolute Beginners will show you how to
do so. You'll learn Object-Oriented Programming
(OOP) and be introduced to User Interface (UI)
design following Apple’s Human Interface
Guidelines (HIG) using storyboards and the
Model-View-Controller (MVC) pattern before
moving on to write your own iPhone and Apple
Watch apps from scratch. What You’ll Learn
Work with Swift classes, properties, and
functions Examine proper User Interface (UI)
and User Experience (UX) design Understand

Swift data types: integers, floats, strings, and
booleans Use Swift data collections: arrays and
dictionaries Review Boolean logic, comparing
data, and flow control Use the Xcode debugger
to troubleshoot problems with your apps Store
data in local app preferences and Core Data
databases Who This Book Is For Anyone who
wants to learn to develop apps for the Mac,
iPhone, iPad, and Apple Watch using the Swift
programming language. No previous
programming experience is necessary.
Image Sequence Analysis - T. S. Huang
2013-11-11
The processing of image sequences has a broad
spectrum of important applica tions including
target tracking, robot navigation, bandwidth
compression of TV conferencing video signals,
studying the motion of biological cells using
microcinematography, cloud tracking, and
highway traffic monitoring. Image sequence
processing involves a large amount of data.
However, because of the progress in computer,
LSI, and VLSI technologies, we have now
reached a stage when many useful processing
tasks can be done in a reasonable amount of
time. As a result, research and development
activities in image sequence analysis have
recently been growing at a rapid pace. An IEEE
Computer Society Workshop on Computer
Analysis of Time-Varying Imagery was held in
Philadelphia, April 5-6, 1979. A related special
issue of the IEEE Transactions on Pattern Anal
ysis and Machine Intelligence was published in
November 1980. The IEEE Com puter magazine
has also published a special issue on the subject
in 1981. The purpose of this book is to survey
the field of image sequence analysis and to
discuss in depth a number of important selected
topics. The seven chap ters fall into two
categories. Chapters 2, 3, and 7 are
comprehensive surveys on, respectively, the
whole field of image sequence analysis, efficient
coding of image sequences, and the processing
of medical image sequences. In Chapters 1, 4, 5,
and 6 the authors present mainly results of their
own research on, respectively, motion
estimation, noise reduction in image sequences,
moving object extraction, and occlusion.
Augmented Reality with Unity AR
Foundation - Jonathan Linowes 2021-08-16
Explore the world of augmented reality
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development with the latest features of Unity
and step-by-step tutorial-style examples with
easy-to-understand explanations Key
FeaturesBuild functional and interactive
augmented reality applications using the Unity
3D game engineLearn to use Unity's XR and AR
components, including AR Foundation and other
standard Unity featuresImplement common AR
application user experiences needed to build
engaging applicationsBook Description
Augmented reality applications allow people to
interact meaningfully with the real world
through digitally enhanced content. The book
starts by helping you set up for AR development,
installing the Unity 3D game engine, required
packages, and other tools to develop for Android
(ARCore) and/or iOS (ARKit) mobile devices.
Then we jump right into the building and
running AR scenes, learning about AR
Foundation components, other Unity features,
C# coding, troubleshooting, and testing. We
create a framework for building AR applications
that manages user interaction modes, user
interface panels, and AR onboarding graphics
that you will save as a template for reuse in
other projects in this book. Using this
framework, you will build multiple projects,
starting with a virtual photo gallery that lets you
place your favorite framed photos on your realworld walls, and interactively edit these virtual
objects. Other projects include an educational
image tracking app for exploring the solar
system, and a fun selfie app to put masks and
accessories on your face. The book provides
practical advice and best practices that will have
you up and running quickly. By the end of this
AR book, you will be able to build your own AR
applications, engaging your users in new and
innovative ways. What you will learnDiscover
Unity engine features for building AR
applications and gamesGet up to speed with
Unity AR Foundation components and the Unity
APIBuild a variety of AR projects using best
practices and important AR user
experiencesUnderstand the core concepts of
augmented reality technology and development
for real-world projectsSet up your system for AR
development and learn to improve your
development workflowCreate an AR user
framework with interaction modes and UI, saved
as a template for new projectsWho this book is

for This augmented reality book is for game
developers interested in adding AR capabilities
to their games and apps. The book assumes
beginner-level knowledge of Unity development
and C# programming, familiarity with 3D
graphics, and experience in using existing AR
applications. Beginner-level experience in
developing mobile applications will be helpful to
get the most out of this AR Unity book.
Hello Swift! - Puneet Bakshi 2019-04-19
Summary Hello Swift! is a how-to guide to
programming iOS Apps with the Swift language,
written from a kid's perspective. This
approachable, well-illustrated, step-by-step
guide takes you from beginning programming
concepts all the way through developing
complete apps. (Adults will like it too!) Purchase
of the print book includes a free eBook in PDF,
Kindle, and ePub formats from Manning
Publications. About the Technology It's fun to
play games and explore new things on your
iPhone. How amazing would it be to create your
own apps? With a little practice, you can!
Apple's Swift language, along with special
coding playgrounds and an easy-to-use
programming environment, make it easier than
ever. Take it from author Tanmay Bakshi, who
started programming when he was just five
years old. About the Book His book, Hello Swift!
iOS app programming for kids and other
beginners, teaches you how to write apps for
iPhones and iOS devices step by step, starting
with your first line of Swift code. Packed with
dozens of apps and special exercises, the book
will teach you how to program by writing games,
solving puzzles, and exploring what your iPhone
can do. Hello Swift! gets you started. Where you
go next is up to you! What's inside Crystal-clear
explanations anyone can understand Kid-friendly
examples, including games and puzzles Learn by
doing—you'll build dozens of small apps
Exercises that encourage critical thinking About
the Reader Written for kids who want to learn
how to program. (Psst! Adults like it, too.) About
the Author Tanmay Bakshi had his first app on
the iOS App Store at the age of nine. He's now
the youngest IBM Champion, a Cloud Advisor,
Watson Developer, TED Speaker, and Manning
author! Table of Contents Get ready to build
apps with Swift! Create your first app Your first
real Swift code using variables I/O laboratory

14/15

Computers make decisions, too! Let computers
do repetitive work Knitting variables into arrays
and dictionaries Reuse your code: Clean it with
function detergent Reduce your code: Use less,

do more with class detergent Reading and
writing files Frameworks: Bookshelves of classes
SpriteKit: Fun animation time Time to watch
your WatchKit code Continuing your journey
with Swift
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