CP 669 iPhone Application Programming
Winter 2021
Course outline
Instructor: Chính T. Hoàng
Lecture: T R 11:30—12:50
Prerequisite: CP213, CP217 (or CP264), CP317
It is the student’s responsibility to read the course’s policies described in this document.
Office: N 2076G, phone: X-2613, email: choang@wlu.ca
Office Hour: by email appointment
Recommended Text: Beginning iPhone Development with Swift 5: Exploring the iOS SDK. By Wallace Wang.
Publisher: Apress. Note that this text is recommended, not required. If you are serious about becoming an iPhone
developer, you should buy this book.
Course summary. How to write applications for the iPhone and iPod Touch, using the Cocoa Touch framework on
Mac OSX. Introduction to the programming language Swift. interface development for mobile devices and dealing
with different input modalities, web services.
What to expect: To take this course you must own a Mac computer that runs the latest XCode. For now, it’s version
12.2. The assignments are inter-dependent, a later assignment will require code from a previous assignment. If you
could not do the former, you would not be able to do the later.
What if you don’t own a MAC?
If you want to take this course, but do not own a Mac, you could consider renting a Mac. You could rent a physical
Mac, or an in-the-cloud Mac. Do a web search on “rent a Mac”, you will see many options for renting a Mac. My
former students rented with MacinCloud. They reported no problem with it. But if you are serious about becoming an
iPhone app developer, you should buy a Mac.
Teaching mode
We are in pandemic time. Most of the class will be run asynchronously. The instructor will post lesson videos in
mylearningspace and/or Youtube. Depending on the demand, there could be live Q&A sessions during scheduled class
time. These sessions will be recorded. Students who miss the sessions can watch them at their own convenience.
Course evaluation:
• Assignments (6~7)
• Midterm test
• Final exam
• Project

50%
10%
20%
20%

You must achieve at least 50% of each the three components (Assignments, Project, Midterm test and Final exam) to
pass the course. Due to limited grading resources and the size of the class, not all assignments will be graded. But at
least 50% of them will be graded. An announcement on whether the assignment is graded will be made three days after
the submission deadline. Assignments are individual. Projects may be done by groups of two. The project presentation
is worth 10% of the project marks.
The mid term test will be held on February 23, during class time. The final exam is scheduled by the Exam Office
(just as for on campus courses). The schedule is typically announced on Week 10 of the semester.
Important dates:
• Project proposal due on March 2, submit your proposal at MLS
• Project Implementation due on April 19, at 11:30PM (for CP669 only)
The assignments are individual works. Assignments have two categories: 1 and 2. A category 2 assignment is worth
twice Category 1 assignment. Due to lack of resources, some assignments may not be marked (and therefore not

counted toward the final grade). For some assignments, you might be asked to make a presentation and defence of
your code. The assignment marks will depend on this criterion. You must make yourself available for the code defence.
that will be held during class time whenever possible. Due to the large class size, some defences may need to be held
outside of class time.
Course Tools and Learning Materials
Besides the text, lecture notes will be provided at the course’s website. There are a number of external websites,
especially those maintained by Apple, that are useful.

1.
2.
3.
4.
5.
6.
7.

For the beginner, Apple has a great star ng point for making a rst iPhone app
The de ni ve guide to Swi .
The guide to XCode.
Ray Wenderlich maintains one of the most useful sites on iPhone programming
Library - h p://library.wlu.ca/
Learning Management System course login – h p://mylearningspace.wlu.ca
Centre for Student Success (wri ng centre, math centre, academic advising, study skills/
supplemental instruc on, accessible learning) - h p://www.wlu.ca/learningservices

Recordings
You are not permitted to record the lectures (sound or video). The instructor may record his lectures for his own use.
XCode version
The latest Xcode version is 12.2. This is the official version for this course. Your projects should compile on this
version.
Assignment policy
Assignments and projects must be submitted at mylearningspace.
Assignments and projects are not accepted by email.
Assignments will be posted at least one week before the due date.
Programs should be written in the generally accepted style (For example, see the course note, or the book
Code Complete: A Practical Handbook of Software Construction, Second Edition 2nd Edition, by Steve
McConnell)
Programs are marked on correctness and style, including internal documentation.
Even though we do look at your code, the primary objective of the assignments is to implement the required
functionality.
Programs should be user-friendly and should not crash on bad input. Programs should warn user on bad input
when this is feasible.
Your assignment will be graded “fail” if it (i) does not compile, or (ii) has warnings, or (iii) crashes or hangs,
or (iv) does not implement all requirements, or (v) does not have adequate internal documentation.
The markers should be able to run your assignment without making any change to it.
In case of dispute on the correctness of your assignment, it will be compile on a Mac in the lab.
Late assignments are accepted up to 24 hours after the deadline and will be applied a 20% mark reduction. A
later submission will override an earlier submission. Only the latest submissions are marked.
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How to name the programs: suppose your Laurier email is shoe3453@mylaurier.ca and you are submitting
assignment 2, then the program/Xcode project should be named shoe3453_a2, that is, the name of the XCode project
is <author_email>_<assignment_number> where <author_email> is your Laurier email without the @-part, and
<assignment_number> is obvious. The project should be submitted in a zip file. For example, the assignment 7
submission of Shoemaker is named shoe3453_a7.zip. Submit this zip file. This naming convention facilitates the tasks

of marking for the course markers and instructor. It also helps you in organizing your course work. Failure to follow
the requirements will result in 20% mark reduction.
Frequently encountered problems with assignment submission
Problem: I completed my assignment, but I did not upload my program to mylearningspace by the deadline because
my Internet connection was down (or, because ftp did not work, etc.)
Solution: Do not wait to the last hour to submit the assignment. If you are trying to submit the assignment from home,
and your Internet goes down, that is your own problem. Try to submit it 3 hours before the deadline. Also, a claim such
as “there were no available MAC in the lab” will not be accepted. You are also not permitted to share a MAC with
your classmates.
Problem: I submitted the wrong file, or my zip cannot be uncompressed and I don't know why.
Solution: You can always download your submission and verify that it contains the right files. This does not take more
than three minutes. You may resubmit as many times as you like, the newly submitted file will replace the existing file
in mylearningspace. Note that you have to submit a zip file. If you resubmit your assignment after the deadline, it will
be considered late.
Problem: The project runs on my computer, but not on the marker’s computer.
Solution: The likely cause is you added a resource to the project folder using the option “Link to files”. In this case
only the link to the resource is added to the project. When the project is run on another computer, the resource cannot
be found. So, when you add a resource, choose the option “Copy files”.
Problem: My assignment is strikingly similar to that of another student because we “worked together” on it.
Solution: The assignments are individual. Do not work with another student on them. Do not give your work to
another student. If you are charged with plagiarism and it is your first offense, your submitted work will receive a
mark of 0, ten final marks will be deducted from you final mark total, a letter will go into your permanent record, and
copies will be sent to the Chair of Physics & Computer Science, and the Dean of Faculty of Science. If it is your
second offense, then … you should not even think about it. Since this is a serious matter, and plagiarism occurs
frequently, we will make clear of this course’s policy (modeled after that of several North American universities, in
particular, Stanford University’s policy):
It is usually appropriate to ask others—the TA, the instructor, or other students—for hints and debugging help or to
talk generally about problem-solving strategies and program structure.
The important point, however, is embodied in the following rule:
Rule 1: You must indicate on your submission any assistance you received.
If you make use of such assistance without giving proper credit, you may be guilty of plagiarism.
In addition to providing proper citation—usually as part of the comments at the beginning of the program—it is also
important to make sure that the assistance you receive consists of general advice that does not cross the boundary into
having someone else write the actual code. If you used code from the Internet, say it in your submission and provide
the link to the code. It is fine to discuss ideas and strategies with others, but you should be careful to write your
programs on your own. This provision is expressed in the following rule:
Rule 2: You must not share actual program code with other students.
In particular, you should not ask anyone to give you a copy of their code or, conversely, give your
code to another student who asks you for it. Similarly, you should not discuss your algorithmic
strategies to such an extent that you and your collaborators end up turning in exactly the same
code. Discuss ideas together, but do the coding on your own. The prohibition against looking at the actual code for a
program has an important specific application in computer science courses. Developing a good programming
assignment often takes years. When a new assignment is created, it invariably has problems that require a certain
amount of polishing. To make sure that the assignments are as good as they can be, this department—like most others
—reuses assignments over the years, incorporating a few changes each time to make them more effective. The
following rule applies:

Rule 3: You must not look at solution sets or program code from other years.
Beyond being a clear violation of academic integrity, making use of old solution sets is a dangerous practice. Most
assignments change in a variety of ways from year to year as we seek to make them better. Each year, however, some
student turns in a solution to an assignment from some prior year, even though that assignment has since changed so
that the old solution no longer makes sense. Submitting a program that solves last year’s assignment perfectly while
failing to solve the current one is particularly damaging evidence of an academic integrity violation. Whenever you
seek help on an assignment, your goal should be improving your level of understanding and not simply getting your
program to work. Suppose, for example, that someone responds to your request for help by showing you a couple of
lines of code that do the job. Don’t fall into the trap of thinking about that code as if it were a magical incantation—
something you simply include in your program and don’t have to understand. By doing so, you will be in no position to
solve similar problems on exams. The need to understand the assistance you receive can be expressed in the following
rule:
Rule 4: You must be prepared to explain any program code you submit at any time.
We may perform the following procedure to detect academic violations. We may use plagiarism detection tools. We
archive all submissions, both from this semester and previous semesters, and cross-compare for unusual resemblance.
We do not target specific students, all assignments are subject to the same scrutiny. Any similarity detected by the tools
is then examined more closely by the course’s staff and appropriate actions will be taken. The tools are very adept at
identifying all variants of improper collaboration, from major to minor.
Rule 5: All submissions are subject to automated plagiarism detection.
In summary
Although you should certainly keep these rules in mind, it is important to recognize that the
cases that we bring forward to the Dean’s office are not those in which a student simply forgets to
cite a source of legitimate aid. Most of the students we charge have committed fairly egregious violations. Students, for
example, have rummaged through paper recycling bins or undeleted trash folders to come up with copies of other
students’ programs, which they then turn in as their own work. In many cases, students take deliberate measures—
rewriting comments, changing variable names, and so forth—to disguise the fact that their work is copied from
someone else. Despite these cosmetic changes, it is usually easy to determine that a copy has been made.
Programming style is highly idiosyncratic, and the chance that two submissions would be that similar is vanishingly
small. We have no desire to create a climate in which students feel as if they are under suspicion. The point is that we
all benefit from working in an atmosphere of mutual trust. Students who deliberately take advantage of that trust,
however, poison that atmosphere for everyone. As members of the Laurier community, we have a responsibility to
protect academic integrity for the benefit of the community as a whole.
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Additional Information

Week /
Lesson

Topic / Theme / Unit

Lesson Outcomes

1

Introduc on to XCode: the IDE for iPhone Use XCode
development
Make a simple app
Basic user interac ons

2

Introduc on to Swi

Use Swi , the programming language
The MVC paradigm
Debugging with Swi

3

Rota ons, Screen Size, Auto Layout

How to handle rota ons of devices. How to make app
for di erent screen sizes

Design apps with mul ple views, skill in handling
segues with code and Interface Builder ac ons, tab bar
views

5

Persistent Data, part I

Persistent data: property lists, archiving

6

Table Views and Pickers

Display list items in a column, Pickers for images,
photos, and dates

7

Gestures and anima on

Handle gestures. Make animation with graphics API

8

Persistent Data II

Persistent data: SQlite, Core Data

9

Sprite Kit

iOS framework for making games

10

Mul -Threaded Programming

Background execution, parallel execution, synchronous
and asynchronous processes

11

Web Services

Connecting with the Web, XML Parser, JSON parsing,
string programming, Web Views

12

Split View Controller

Design for large size iOS devices

13

Tes ng (for CP669 only)

Unit testing, User Interface testing, Performance
testing, Code cover
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Mul -views, tab bars, naviga on bars,
segues
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