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Idea to iPhoneThe essential guide to creating your first app for the iPhone and iPadJohn Wiley & Sons
‘Butterworth-Heinemann’s CIM Coursebooks have been designed to match the syllabus and learning outcomes of our new qualifications
and should be useful aids in helping students understand the complexities of marketing. The discussion and practical application of theories
and concepts, with relevant examples and case studies, should help readers make immediate use of their knowledge and skills gained from
the qualifications.’ Professor Keith Fletcher, Director of Education, The Chartered Institute of Marketing ‘Here in Dubai, we have used the
Butterworth-Heinemann Coursebooks in their various forms since the very beginning and have found them most useful as a source of
recommended reading material as well as examination preparation.’ Alun Epps, CIM Centre Co-ordinator, Dubai University College, United
Arab Emirates Butterworth-Heinemann’s official CIM Coursebooks are the definitive companions to the CIM professional marketing
qualifications. The only study materials to be endorsed by The Chartered Institute of Marketing (CIM), all content is carefully structured to
match the syllabus and is written in collaboration with the CIM faculty. Now in full colour and a new student friendly format, key information is
easy to locate on each page. Each chapter is packed full of case studies, study tips and activities to test your learning and understanding as
you go along. •The coursebooks are the only study guide reviewed and approved by CIM (The Chartered Institute of Marketing). •Each book
is crammed with a range of learning objectives, cases, questions, activities, definitions, study tips and summaries to support and test your
understanding of the theory. •Past examination papers and examiners’ reports are available online to enable you to practise what has been
learned and help prepare for the exam and pass first time. •Extensive online materials support students and tutors at every stage. Based on
an understanding of student and tutor needs gained in extensive research, brand new online materials have been designed specifically for
CIM students and created exclusively for Butterworth-Heinemann. Check out exam dates on the Online Calendar, see syllabus links for each
course, and access extra mini case studies to cement your understanding. Explore marketingonline.co.uk and access online versions of the
coursebooks and further reading from Elsevier and Butterworth-Heinemann. INTERACTIVE, FLEXIBLE, ACCESSIBLE ANY TIME, ANY
PLACE www.marketingonline.co.uk
So you've got an idea for an iPhone app -- along with everyone else on the planet. Set your app apart with elegant design, efficient usability,
and a healthy dose of personality. This accessible, well-written guide shows you how to design exceptional user experiences for the iPhone
and iPod Touch through practical principles and a rich collection of visual examples. Whether you're a designer, programmer, manager, or
marketer, Tapworthy teaches you to "think iPhone" and helps you ask the right questions -- and get the right answers -- throughout the design
process. You'll explore how considerations of design, psychology, culture, ergonomics, and usability combine to create a tapworthy app.
Along the way, you'll get behind-the-scenes insights from the designers of apps like Facebook, USA Today, Twitterrific, and many others.
Develop your ideas from initial concept to finished design Build an effortless user experience that rewards every tap Explore the secrets of
designing for touch Discover how and why people really use iPhone apps Learn to use iPhone controls the Apple way Create your own
personality-packed visuals
A fast-paced, example-driven guide guide to data-drive iPhone, iPad, and iPod Touch applications.
Suicides, excessive overtime, and hostility and violence on the factory floor in China. Drawing on vivid testimonies from rural migrant workers,
student interns, managers and trade union staff, Dying for an iPhone is a devastating expose of two of the world’s most powerful companies:
Foxconn and Apple. As the leading manufacturer of iPhones, iPads, and Kindles, and employing one million workers in China alone,
Taiwanese-invested Foxconn’s drive to dominate global electronics manufacturing has aligned perfectly with China’s goal of becoming the
world leader in technology. This book reveals the human cost of that ambition and what our demands for the newest and best technology
means for workers. Foxconn workers have repeatedly demonstrated their power to strike at key nodes of transnational production, challenge
management and the Chinese state, and confront global tech behemoths. Dying for an iPhone allows us to assess the impact of global
capitalism’s deepening crisis on workers.’
iOS 11 for the iPhone includes a host of exciting new features, including a revamped Control Center and all-new powers for some of your
favorite apps—Siri, AirPlay 2, Maps, Photos, and Maps. You can even send payment via iMessages and type with one hand! And the best way
to learn all of these features is with iPhone: The Missing Manual—a funny, gorgeously illustrated guide to the tips, shortcuts, and workarounds
that will turn you, too, into an iPhone master. This easy-to-use book will help you accomplish everything from web browsing to watching
videos so you can get the most out of your iPhone. Written by Missing Manual series creator and former New York Times columnist David
Pogue, this updated guide shows you everything you need to know about the new features and user interface of iOS 11 for the iPhone.
***This is the updated and corrected edition ofThe iOS 5 Developer's Cookbook.*** The iOS 5 Developer’s Cookbook, Third Edition Covers
iOS 5, Xcode 4.2, Objective-C 2.0’s ARC, LLVM, and more! In this book, bestselling 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 this book to focus on powerful new iOS 5 features, the latest version of Objective-C, and the Xcode 4 development tools. The iOS 5
Developer’s Cookbook, Third 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. Sadun’s tested recipes address virtually every major area of iOS development, from user
interface design to view controllers, gestures and touch, to networking and security. Every chapter groups related tasks together, so you can
jump straight to your solution, without having to identify the right class or framework first. Coverage includes: Mastering the iOS 5 SDK,
Objective-C essentials, and the iOS development lifecycle Designing and customizing interfaces with Interface Builder and Objective-C
Organizing apps with view controllers, views, and animations featuring the latest Page View controllers and custom containers Making the
most of touch and gestures—including custom gesture recognizers Building and using controls from the ground up Working with Core Image
and Core Text Implementing fully featured Table View edits, reordering, and custom cells Creating managed database stores; then adding,
deleting, querying, and displaying data Alerting users with dialogs, progress bars, local and push notifications, popovers, and pings
Requesting and using feedback Connecting to networks and services, handling authentication, and managing downloads Deploying apps to
devices, testers, and the App Store
A core text book for the CIM Qualification.

Since this great device is high in demand, it could be your destiny to be part of its marketing industry. For you to compete in this
line of duty you need not be a bona fide computer geek rather, you have to create great market plans as well as excellent
marketing strategies. The following are some steps you could consider to successfully profit from iPhone applications:
Use PhoneGap to build cross-platform mobile applications quickly and efficiently About This Book Build native mobile phone
applications with HTML5, JavaScript, and CSS Incorporate smartphone capabilities such as GPS, camera, accelerometer, and
more into your apps for any mobile platform Use Cordova view to embed PhoneGap into native applications to either transit
smoothly to PhoneGap or incorporate PhoneGap functionalities Who This Book Is For If you are a mobile application developer in
Page 1/5

Read Online Idea To Iphone The Essential Guide To Creating Your First App For The Iphone Ipad And Ipod Touch
iOS or Android, or a web application developer who wants to learn how to make cross-platform mobile applications using
PhoneGap, this book is perfect for you. To make the most of this book, it will be helpful if you have prior knowledge of HTML5,
CSS, and JavaScript. What You Will Learn Get to grips with the fundamentals of PhoneGap to get started Set up a development
environment for Linux, Mac OS, and Windows Use Cordova CLI, workflows, and Plugman Plugin manager to create mobile
applications efficiently Understand the development workflow to create native cross-platform mobile applications Embed plugin
support to transition to PhoneGap or use it to enhance existing applications Improve your mobile development knowledge using
object-oriented programming (OOP), reusable components, and AJAX closures Be empowered to build your own mobile apps
quickly with ease Discover tips and tricks to make app development fun and easy In Detail PhoneGap is an open source
framework that allows you to quickly build cross-platform mobile apps using HTML5, JavaScript, and CSS. PhoneGap Build is a
cloud service that allows you to quickly develop and compile mobile applications without SDKs, compilers, and hardware.
PhoneGap allows you to use its existing plugins or create new ones, as per your requirements, to enhance your mobile
applications. Starting by installing PhoneGap, you'll develop an app that uses various device capabilities through different plugins
and learn how to build an app in the cloud with PhoneGap's Build service. You'll discover how to use PhoneGap to create an
application view, along with how to use a camera, geolocation, and other device capabilities to create engaging apps. Next, you'll
augment applications with PhoneGap's plugins using minimalistic code. You'll explore the app preparation process to deploy your
app to the app store. By the end of the book, you'll have also learned how to apply hybrid mobile UIs that will work across different
platforms and different screen sizes for better user experience. Style and approach This is an example-based, fast-paced guide
that covers the fundamentals of creating cross-platform mobile applications with PhoneGap.
Think you have the next great iPhone app idea? The Apress iPhone 5 App Sketch Book is an essential tool for any aspiring
iPhone developer. This sketch book makes it easy to centralize and organize your ideas, featuring 1.5x sized iPhone 5s and 5c
(iOS 7) templates that include common elements such as the status bar, signal strength, and battery icons. Professionally printed
on high-quality paper, it has a total of 150 gridded templates for you to draft ideas and doodle designs while providing ample room
to make notes, and document the app name and screen name. This book is a must-have and an invaluable tool for bringing your
next great iPhone app idea to life!
The new edition of this brief introductory text retains the hallmark features that have made its parent text unique, while offering a
more manageable, student-friendly format. The book was written with three goals in mind: to make the study of psychology
accessible and engaging to the beginning student in psychology, to provide students with a solid grounding in the knowledge base
in psychology, and to help students succeed in the course. Nevid's comprehensive learning system-derived from research on
memory, learning, and textbook pedagogy-is featured throughout. This learning model incorporates what the author calls the Four
E's of Effective Learning-Engaging Student Interest, Encoding Information, Elaborating Meaning, and Evaluating Progress.
ESSENTIALS OF PSYCHOLOGY: CONCEPTS AND APPLICATIONS, 4th Edition, provides a broad view of psychology as well
as applications of the knowledge gained from contemporary research to the problems and challenges we face in today's world.
Important Notice: Media content referenced within the product description or the product text may not be available in the ebook
version.
This essential reference for photography students explains how to become part of the professional community. By defining
professional photography today, and exploring what is expected of professional photographers, the book demystifies this oftenmisunderstood and misjudged career track. The easily accessible text provides readers with valuable information, inspiration, and
education on topics including developing your photographic voice, finding your area of specialization, exploring the moving image,
building a website, and understanding self-presentation, promotion, legal aspects, and marketing. It also features inspirational
projects for students to embark on their education in photography.
Packed with sample speeches illustrating what to do as well as plenty of examples detailing what not to do, this value-priced public
speaking text equips students with the essential skills and theories needed to become an effective public speaker. ESSENTIALS
OF PUBLIC SPEAKING emphasizes critical thinking as it delivers abundant practical advice, intriguing discussions on the role of
ethics in public speaking, and up-to-date coverage on effectively using technology in speech development and delivery. The sixth
edition features a new streamlined organization, a revised initial chapter that gets students speaking right away with 11 types of
introductory speeches, and two new chapters (one on ethics and technology in public speaking and another on team
presentations). Important Notice: Media content referenced within the product description or the product text may not be available
in the ebook version.
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.
This is a step-by-step book that builds on your knowledge by adding to an example app over the course of each chapter. Each
topic uses example code that can be compiled and tested to show how things work practically instead of just telling you the theory.
Complicated tasks are broken down into easy to follow steps with clear explanations of what each line of code is doing.Whether
you are a novice to iOS development or looking for a simpler alternative to Objective-C; with RubyMotion iOS Development
Essentials, you will become a pro at writing great iOS apps

The Watch OS is the software that is found as the operating system of the Apple Watch which was created by Apple Inc.
The system is quite similar to the original iOS system and there are similar features between the two systems. The Watch
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OS 4 is the fourth iteration of the software which sees many new developments in the system. There are many new
updates that see users adapting to new functionality that makes the watch very favorable to use. This book will seek to
explore the various features of the watchOS 4 operating system so the reader will be aware of what is available.
Beginning with the basics, this book provides an outline of the steps necessary to set up an iOS development
environment. An introduction to the architecture of iOS 7 and programming in Objective-C is provided, followed by an indepth look at the design of iOS applications and user interfaces. More advanced topics such as file handling, database
management, in-app purchases, graphics drawing and animation are also covered, as are touch screen handling,
gesture recognition, multitasking, iAds integration, location management, local notifications, camera access and video
and audio playback support. Other features are also covered including Auto Layout, Twitter and Facebook integration,
event reminders, App Store hosted in-app purchase content, collection views and much more. New features of iOS 7 are
also covered, including Sprite Kit-based game development, local map search and user interface animation using UIKit
dynamics. Fully updated for iOS 7 and Xcode 5, the aim of this book, therefore, is to teach you the skills necessary to
build your own apps for iOS 7. Assuming you are ready to download the iOS 7 SDK and Xcode, have an Intel-based Mac
and some ideas for some apps to develop, you are ready to get started.
Each chapter will take you through a new major feature of iOS 5. You will learn how to integrate each feature into your
applications. If you ever wanted to learn about the latest features of iOS 5 and learn how to incorporate Twitter, iCloud
and Core Image framework effects functionality into your applications, then this book is for you. You should have a good
knowledge of programming experience with Objective-C, and have used Xcode 4. iPhone programming experience is not
required.
Covering the complex topic of game interface design, GAME DEVELOPMENT ESSENTIALS: GAME INTERFACE
DESIGN, is back with an all new Second Edition. This comprehensive introductory text immerses readers in the
foundation, theory, and practice of interface creation, while including interviews with working professionals, examples
from every gaming era and many genres, and hundreds of screenshots from contemporary games. Also featured are an
expanded practice section with a wide variety of real world design examples, coverage of interface design for mobile and
motion-sensing devices, multiplayer games, and much more. Readers will explore everything from the history of game
interface design and basic design theories to practical strategies for creating winning, interactive interfaces and user
experiences. Important Notice: Media content referenced within the product description or the product text may not be
available in the ebook version.
Learn to make iOS apps even if you have absolutely no programming experience. This hands-on book takes you from
idea to App Store, using real-world examples—such as driving a car or eating at a restaurant—to teach programming and
app development. You’ll learn concepts through clear, concise, jargon-free language. This book focuses on Apple’s new
programming language, Swift. Each lesson is divided into two parts: the lecture portion explains the terms and concepts
through examples, and the exercise portion helps you apply these concepts while building real-world apps, like a tip
calculator. Learn how to think differently—and see the world from a whole new perspective. Learn the basic building
blocks of programming Dive into the Swift programming language Make apps for iPhone and iPad Use GPS in your app
to find a user’s location Take or select photos with your app Integrate your app with Facebook and Twitter Submit your
app to the App Store Manage and market your app on the App Store
'Butterworth-Heinemann's CIM Coursebooks have been designed to match the syllabus and learning outcomes of our
new qualifications and should be useful aids in helping students understand the complexities of marketing. The
discussion and practical application of theories and concepts, with relevant examples and case studies, should help
readers make immediate use of their knowledge and skills gained from the qualifications.' Professor Keith Fletcher,
Director of Education, The Chartered Institute of Marketing 'Here in Dubai, we have used the Butterworth-Heinemann
Coursebooks in their various forms since the very beginning and have found them most useful as a source of
recommended reading material as well as examination preparation.' Alun Epps, CIM Centre Co-ordinator, Dubai
University College, United Arab Emirates Butterworth-Heinemann's official CIM Coursebooks are the definitive
companions to the CIM professional marketing qualifications. The only study materials to be endorsed by The Chartered
Institute of Marketing (CIM), all content is carefully structured to match the syllabus and is written in collaboration with the
CIM faculty. Now in full colour and a new student friendly format, key information is easy to locate on each page. Each
chapter is packed full of case studies, study tips and activities to test your learning and understanding as you go along.
•The coursebooks are the only study guide reviewed and approved by CIM (The Chartered Institute of Marketing). •Each
book is crammed with a range of learning objectives, cases, questions, activities, definitions, study tips and summaries to
support and test your understanding of the theory. •Past examination papers and examiners' reports are available online
to enable you to practise what has been learned and help prepare for the exam and pass first time. •Extensive online
materials support students and tutors at every stage. Based on an understanding of student and tutor needs gained in
extensive research, brand new online materials have been designed specifically for CIM students and created exclusively
for Butterworth-Heinemann. Check out exam dates on the Online Calendar, see syllabus links for each course, and
access extra mini case studies to cement your understanding. Explore marketingonline.co.uk and access online versions
of the coursebooks and further reading from Elsevier and Butterworth-Heinemann. INTERACTIVE, FLEXIBLE,
ACCESSIBLE ANY TIME, ANY PLACE www.marketingonline.co.uk * Written specially for the Marketing Fundamentals
module by the Senior Examiners * The only coursebook fully endorsed by CIM * Contains past examination papers and
examiners' reports to enable you to practise what has been learned and help prepare for the exam
THE ESSENTIAL GUIDE TO BECOMING A MASTER STUDENT was written with you in mind. Beginning with an
introduction to higher education, you will learn about Master Student Qualities - the attitudes and behaviors that lead to
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success in the classroom and beyond. Tools such as the Discovery Wheel, the Discovery and Intention Journal Entry
System, Power Process articles, and the Kolb Learning Style Inventory guide you through self-assessment and
discovery, creating a foundation from which to build solid strategies for academic growth. This 160-page text invites you
to put new ideas into action immediately and select additional strategies as you plan for your future. The fourth edition
includes the new “Do you have a minute” feature, which provides specific actions that students can take to make a
positive change or implement a new skill in just one minute. Important Notice: Media content referenced within the
product description or the product text may not be available in the ebook version.
With the millions of apps in the crowded Apple iTunes App Store, it can be difficult to get your apps noticed. How can you
make your app stand out from the crowd and get it the reviews it deserves? iOS Wow Factor shows you how to get
noticed! It explains how to go beyond the basics and where to "break the rules" to give your users a "wow" experience!
You'll learn to use standard controls, as well as to create non-standard controls and high-impact custom interactions to
realize truly compelling app designs. Get grounded in Apple's Human Interface Guidelines (HIG) so that you can
appreciate all its wisdom. From that excellent foundation, move beyond the HIG and learn how to ensure that all your
apps have that "wow" factor. Learn all about user experience (UX) design techniques, with and beyond Apple's HIG, and
how to move your apps out of mundane design and into innovative user experiences. Examine the characteristics and
constraints of the iOS platform and how to leverage its strengths to maximum effect in your apps. iOS Wow Factor
explains what makes a successful mobile app design, and how to apply those principles of success to your own apps.
Once you get the iOS Wow Factor into your apps, you can watch your app adoption rate increase and gain the traction it
needs to succeed and earn a profit in the Apple iTunes App Store. Find out everything you'll need to "wow" your future
customers!
Design User-Friendly, Intuitive Smartphone and Tablet Apps for Any Platform Mobile apps should feel natural and intuitive, and users should
understand them quickly and easily. This means that effective interaction and interface design is crucial. However, few mobile app developers
(or even designers) have had adequate training in these areas. Essential Mobile Interaction Design fills this gap, bringing together proven
principles and techniques you can use in your next app–for any platform, target device, or user. This tutorial requires virtually no design or
programming knowledge. Even if you’ve never designed a mobile app before, this guide teaches you the key skills that lead to the best
results. Cameron Banga and Josh Weinhold help you master the mindset, processes, and vocabulary of mobile interaction design, so you
can start making better choices right away. They guide you through the entire design process, demystifying issues that arise at every stage.
The authors share hard-won lessons from years of experience developing more than one hundred mobile apps for clients and customers of
every type. They cover important issues that platform-specific guides often overlook, including internationalization, accessibility, hybrid apps,
sandboxing, and what to do after release. This guide shows you how to Think through your designs, instead of just throwing together UI
elements Allow an intuitive design flow to emerge from your app Sketch and wireframe apps more effectively Reflect key differences among
smartphones, tablets, and desktops Design for visual appeal without compromising usability Work effectively with programmers Make sure
your apps are accessible to everyone Get usable feedback, and understand what it’s telling you Learn valuable lessons from today’s most
successful apps Refresh your designs in new apps and future versions Discover new tools for designing more successfully Packed with iOS
and Android™ examples, Essential Mobile Interaction Design offers dozens of tips and solutions that will be equally useful on today’s
platforms and on whatever comes next. Extensive resources are available at cameronbanga.com/EMIDbook.
Summary Hello! iOS Development is a tutorial designed for novice iOS developers. Using the Hello! style of User Friendly cartoons and
illustrations, this entertaining book will guide you step-by-step as you write your first apps for the iPhone and iPad and add them to the App
Store. About This Book To create a successful iPhone or iPad app you need a great idea, serious commitment, and some programming knowhow. If you supply the idea and the commitment, this entertaining and easy-to-read book will help you pick up the coding skills you need to
bring your app to life. Hello! iOS Development is a tutorial designed for new iOS developers. It builds on your existing programming
knowledge to create apps for the iPhone and iPad using the Objective-C language and Apple's free Xcode tools. Characters from the User
Friendly cartoon series guide you as you write your first apps and add them to the App Store. Written for readers with beginning-level
programming skills. No prior experience with iOS development is assumed. Purchase of the print book includes a free eBook in PDF, Kindle,
and ePub formats from Manning Publications. What's Inside No iPhone or iPad development experience required Go from napkin sketch to
finished app Publish your apps in the App Store Easy writing style with visual learning aids About the Authors Lou Franco is an iOS developer
with over a decade of iOS experience.Eitan Mendelowitz teaches computing and the arts at Smith College. Table of Contents PART 1
HELLO! IPHONE Hello! iPhone Thinking like an iPhone developer Coding in Objective-C PART 2 IPHONE APPLICATIONS: STEP BY STEP
Writing an app with multiple views Polishing your app Working with databases and table views Creating a photo-based application Moving,
rotating, editing, and animating images Working with location and maps Accessing the internet PART 3 GOING FROM XCODE TO THE APP
STORE Debugging and optimizing your application Building for the device and the App Store
Real examples. Real companies. Real business decisions. Covering the core economics principles and providing engaging, relevant
examples within just nineteen Chapters, Hubbard Essentials of Economics is the perfect teaching and learning resource for a one semester
unit. The authors present economics as a dynamic, relevant discipline for Australasian students. The key questions students of first year
economics ask themselves are: `Why am I here?” and “Will I ever use this?’ Hubbard Essentials of Economics answers these questions by
demonstrating that real businesses use economics to make real decisions every day. Each chapter of the text opens with a case study
featuring a real business or real business situation, refers to the study throughout the Chapter, and concludes with An Inside Look—a news
article format which illustrates how a key principle covered in the Chapter relates to real business situations or was used by a real company to
make a real business decision.
This is the complete, up-to-date guide to creating a successful new venture. Using real-life examples, it helps you assemble every piece of
the puzzle: you, your team, your opportunity, your business concept and revenue model, your resources, and your successful launch,
execution, and growth. The authors illuminate entrepreneurial mindsets, motivation, attitudes, and leadership, and cover the entire process of
starting a company, from idea through your first four years of operations. You’ll learn how to recognize, define, test, and exploit opportunities;
transform ideas into revenue models that earn sustainable value; demonstrate viability to funders; establish a strong ethical and legal
foundation for your concept; and build a thriving team to execute on it.
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
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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!
Based on the market-leading Operations Management text, this is the ideal book for those wanting a more concise introduction to the subject,
focusing on essential core topics, without compromising on the authoritative, clear and highly practical approach that has become the
trademark of the authors. Revised and updated to reflect the ever-changing world of operations management, the book is rooted in real-life
practice with a wealth of examples and case studies from different sectors and industries around the world.
* WALL STREET JOURNAL BESTSELLER * An insider's account of Apple's creative process during the golden years of Steve Jobs.
Hundreds of millions of people use Apple products every day; several thousand work on Apple's campus in Cupertino, California; but only a
handful sit at the drawing board. Creative Selection recounts the life of one of the few who worked behind the scenes, a highly-respected
software engineer who worked in the final years of the Steve Jobs era—the Golden Age of Apple. Ken Kocienda offers an inside look at
Apple’s creative process. For fifteen years, he was on the ground floor of the company as a specialist, directly responsible for experimenting
with novel user interface concepts and writing powerful, easy-to-use software for products including the iPhone, the iPad, and the Safari web
browser. His stories explain the symbiotic relationship between software and product development for those who have never dreamed of
programming a computer, and reveal what it was like to work on the cutting edge of technology at one of the world's most admired
companies. Kocienda shares moments of struggle and success, crisis and collaboration, illuminating each with lessons learned over his
Apple career. He introduces the essential elements of innovation—inspiration, collaboration, craft, diligence, decisiveness, taste, and
empathy—and uses these as a lens through which to understand productive work culture. An insider's tale of creativity and innovation at
Apple, Creative Selection shows readers how a small group of people developed an evolutionary design model, and how they used this
methodology to make groundbreaking and intuitive software which countless millions use every day.
The secret history of the invention that changed everything-and became the most profitable product in the world. NATIONAL
BESTSELLERShortlisted for the Financial Times Business Book of the Year Award One of the Best Business Books of 2016 - CNBC,
Bloomberg, 1-800-CEO-Read "The One Device is a tour de force, with a fast-paced edge and heaps of analytical insight." -Ashlee Vance,
New York Times bestselling author of Elon Musk "A stunning book. You will never look at your iPhone the same way again." -Dan Lyons,
New York Times bestselling author of Disrupted Odds are that as you read this, an iPhone is within reach. But before Steve Jobs introduced
us to "the one device," as he called it, a cell phone was merely what you used to make calls on the go. How did the iPhone transform our
world and turn Apple into the most valuable company ever? Veteran technology journalist Brian Merchant reveals the inside story you won't
hear from Cupertino-based on his exclusive interviews with the engineers, inventors, and developers who guided every stage of the iPhone's
creation. This deep dive takes you from inside One Infinite Loop to 19th century France to WWII America, from the driest place on earth to a
Kenyan pit of toxic e-waste, and even deep inside Shenzhen's notorious "suicide factories." It's a firsthand look at how the cutting-edge tech
that makes the world work-touch screens, motion trackers, and even AI-made their way into our pockets. The One Device is a roadmap for
design and engineering genius, an anthropology of the modern age, and an unprecedented view into one of the most secretive companies in
history. This is the untold account, ten years in the making, of the device that changed everything.
Now updated with five new chapters dedicated to Xcode Storyboards, the aim of iPhone iOS 5 Development Essentials is to teach you the
skills necessary to build your own applications for the iPhone. Beginning with the basics, this book provides an overview of the iPhone
hardware and the architecture of iOS 5. An introduction to programming in Objective-C is provided followed by an in-depth look at the design
of iPhone applications and user interfaces. More advanced topics such as user interface layout and resizing, file handling, database
management, graphics drawing and animation are also covered, as are touch screen handling, gesture recognition, multitasking, iAds
integration, location and map management, camera access and video playback support. New iOS 5 specific features are also covered in
detail including page view controller implementation, the UIDocument class, iCloud based storage, Storyboard user interface design,
automatic reference counting, Twitter integration and image filtering with Core Image. iPhone iOS 5 Development Essentials takes a modular
approach to the subject of iPhone application development with each chapter covering a self contained topic area. This makes the book both
an easy to follow learning aid and an excellent reference resource.
You will start by considering the essential differences between mobile and desktop game development. You will then get straight into creating
unity projects that will run on the entire spectrum of iOS devices. This book is for people who want to plan, develop, and deploy Unity 3D
games on iOS mobile platforms, including iPhone, iPod Touch and iPad. Anyone who has experience with the free desktop version of Unity
3D can pick up this book and learn how to take the desktop skills and optimize them to work on the mobile iOS platforms. Some of the
features in this book discuss the Pro features of Unity 3D for iOS so a Pro license is required to use some of the features (notably Occlusion
Culling and Beast Light mapping).
Learn to build apps from scratch without any programming experience! Do you have a great idea for an app but have no idea where to begin?
Then this is the book for you. Even if you have no programming experience, this easy-to-follow, step-by-step guide teaches you exactly what
you need to know to bring your app idea to life without a lot of cash or coding. Packed with tips and tricks to get you started, this book shows
you - start to finish - how to take your idea and turn it into a fully working, functional app. Walks you through getting started, designing your
app, and developing your idea Helps you launch your app and then promote it Reassures you that no programming experience is needed in
order to create a fully functional app Idea to iPhone is an easy-to-read book that shows you how to get your idea from your head to the
iTunes store!
If you are a computer game enthusiast who has always wanted to know what it takes to build a playable game, or maybe you would like to
expand your programming knowledge so that you can develop great computer games using a solid game engine and toolkit, then this book is
for you.
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