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•
• void
• unsigned short char int long long long
• int8_t uint16_t
• float double long double

•
• BOOL YES NO
• id
• Class
• SEL

•
• short aShort = 1234;
char aChar = 'A';
BOOL isGood = YES;



•
• NSObject

•

• NSNumber
•

• NSString
•

• NSDecimalNumber
•

•
• NSSet
• NSArray
• NSDictionary

• NSDate

•
•



•
•

•
•

•

•

• @



• Card

NSObject

•

#import <Foundation/Foundation.h>

@interface Card : NSObject
// Public declarations

@end 

•

•

#import "Card.h"

@implementation Card
// Implementation

@end 



•

•
• @import Foundation;

•
• #import "Superclass"



@interface @end
•

•
•
•

•

• #import "Card.h"

@interface Card()
// Private declarations
@end

@implementation Card

@end 



@interface @end
•

• @property
•

•

•
•

•

•
• @property (strong) NSString *contents;

• NSString
•

•



@property
• strong weak

• strong

• nil

• weak

• nil

• nonatomic
•

•

• nonatomic



@synthesize
•

•
• @synthesize
• @implementation

• @synthesize contents = _contentsvariable;

•

•
• @synthesize contents = _contents 
• - (NSString *)contents
{

return _contents;
}

• - (void)setContents:(NSString *)contents
{

_contents = contents;
}



•
• @property (nonatomic) BOOL chosen;
• @property (nonatomic) BOOL matched;
•
•

• struct

•

•
• -(BOOL)chosen

•
• @poperty (nonatomic, getter=isChosen) BOOL chosen;

@poperty (nonatomic, getter=isMatched) BOOL matched;

•
• -(BOOL)isChosen

•

• readonly
•



•

•
• foo->bar (parameter);

•
• [foo bar:parameter];

•

•
•

•
•
•
• -(type)method:(type)param1 :(type)param2;
•
-(type)method:(type)param1 andParam2:(type)param2; 



•
• -(int)doIt:(int)param1 :(int)param2; 
• -(int)doIt:(int)param1 :(NSString*)param2; 

•

•

• -(int)doIt:(int)param1 withSomeInt:(int)param2; 
• -(int)doIt:(int)param1 withSomeString:(NSString*)param2;

•
•
•

•

•
•



#import <Foundation/Foundation.h>

@interface Card : NSObject

@property (strong) NSString
*contents;

@property (nonatomic, 
getter=isChosen) BOOL chosen;

@property (nonatomic, 
getter=isMatched) BOOL matched;

-(int)match:(Card *)card;

@end

• #import "Card.h"

@interface Card()
// Private declarations
@end

@implementation Card

-(int)match:(Card *)card
{

int score = 0;

// We calculate the score

return score;
}

@end



• -(int)match:(Card *)card
{

int score = 0;

if ([card.contents isEqualToString:self.contents]) {
score = 1;

}

return score;
}

•
•
• this self
•
• isEqualToString
• self.contents card.contents



• ==

•

•

• NSString:
• isEqualToString

• NSNumber:
• isEqualToNumber

•



NSArray
•

• -(int)match:(NSArray *)othercards;

•
• -(int)match:(NSArray *)othercards
{

int score = 0;

for (Card *card in othercards) {
if ([card.contents isEqualToString:self.contents]) {

score = 1;
}

}

return score;
}

•
•



• #import <Foundation/Foundation.h>
#import "Card.h"

@interface Deck : NSObject

-(void)addCard:(Card *)card 
atTop(BOOL)atTop;

-(void)addCard:(Card *)card

-(Card *)drawRandomCard;

@end

• #import "Deck.h"

@interface Deck()
@end

@implementation Deck

-(void)addCard:(Card *)card 
atTop(BOOL)atTop
{

// TODO
}

-(void)addCard:(Card *)card
{

[self addCard:card atTop:NO];
}

-(Card *)drawRandomCard
{

// TODO
}

@end



• addCard
•

•
•

• NSArray
•

• NSMutableArray

•
•



• #import "Deck.h"

@interface Deck()
@property (strong, nonatomic) NSMutableArray *cards;
@end

@implementation Deck

-(void)addCard:(Card *)card atTop(BOOL)atTop
{

if (aTop) {
[self.cards insertObject:card atIndex:0];

} else {
[self.cards addObject:cards];

}
}

…

@end



• @property (strong, nonatomic) NSMutableArray *cards;

•

•

• addCard NIL

•
• -(NSMutableArray *)cards { return _cards; }

•
• -(NSMutableArray *) cards {

if (!_cards) _cards = [[NSMutableArray alloc] init];
return _cards;

}

•



•

•
•

•
• NIL

•
• NSString: @"Hi guys";
• NSNumber: @42;
• NSArray: @[@"One", @"Two", @"Three"];
•

•
• [[NSMutableArray alloc] init]



drawRandomCard
-(Card *)drawRandomCard
{

Card *randomCard = nil;
if ([self.cards count]) {

unsigned index = arc4random() % [self.cards count];
randomCard = self.cards[index];
[self.cards removeObjectAtIndex:index];

}
return randomCard;

}

• cards[index] 



• #import "Card.h"

@interface PlayingCard : Card

@property (strong, nonatomic) 
NSString *suit;

@property (nonatomic) NSUInteger 
rank;

@end

• #import "PlayingCard.h"
@implementation PlayingCard

- (NSString *)contents
{

return
[NSString stringWithFormat:@"%d%@",

self.rank, self.suit];
}

@end

•

•

•



• #import "PlayingCard.h"
@implementation PlayingCard

- (NSString *)contents
{
NSArray *rankStrings = @[@"?",@"A",@"2",@"3",...,@"10",@"J",@"Q",@"K"];
return [rankStrings[self.rank] stringByAppendingString:self.suit];

}

@end

• [] @[]

•

• - (NSString *)suit
{

return _suit ? _suit : @"?";
}



•
•
•
•
•

• @synthesize suit = _suit;

•
•

• - (void)setSuit:(NSString *)suit
{

if ([@[@"♥",@"♦",@"♠",@"♣"] containsObject:suit]) {
_suit = suit;

}
}



•
•
• + (NSArray *)validSuits
{

return @[@"♥",@"♦",@"♠",@"♣"];
}

•
• - (void)setSuit:(NSString *)suit
{

if ([[PlayingCard validSuits] 
containsObject:suit]) {

_suit = suit;
}

}

•



• #import "Card.h"

@interface PlayingCard : Card

@property (strong, nonatomic) NSString *suit;

@property (nonatomic) NSUInteger rank;

+ (NSArray *)validSuits;
+ (NSArray *)rankStrings;
+ (NSUInteger)maxRank;

@end

• #import "PlayingCard.h"
@implementation PlayingCard
@synthesize suit = _suit;
- (NSString *)contents
{
NSArray *rankStrings = [PlayingCard rankStrings];
return [rankStrings[self.rank]  

stringByAppendingString:self.suit];
}
+ (NSArray *)validSuits
{

return @[@"♥",@"♦",@"♠",@"♣"];
}
+ (NSArray *)rankStrings
{

return @[@"?",@"A",@"2",@"3",...,@"10",@"J",@"Q",@"K"];
}
- (void)setSuit:(NSString *)suit
{

if ([[PlayingCard validSuits] containsObject:suit]) {
_suit = suit;

}
}
-(NSString *)suit
{

return _suit ? _suit : @"?";
}
+ (NSUInteger)maxRank { return [[self rankStrings] count]-1; }
@end



PlayingCardDeck
•

•
•
•

• init
•
•
instancetype

• self
• init

alloc
•



• #import "Deck.h"

@interface PlayingCardDeck : Deck

@end

• #import "PlayingCardDeck.h"

@implementation PlayingCardDeck

- (instancetype)init
{

self = [super init];
if (self) {

}
return self;

}

@end

•

•

•

• NIL



• #import "PlayingCardDeck.h„
#import "PlayingCard.h"

@implementation PlayingCardDeck

- (instancetype)init
{

self = [super init];
if (self) {

for (NSString *suit in [PlayingCard validSuits]) {
for (NSUInteger rank = 1; rank <= [PlayingCard maxRank]; rank++) {

PlayingCard *card = [[PlayingCard alloc] init];
card.rank = rank;
card.suit = suit;
[self addCard:card];

}
}

}
return self;

}

@end



•
cardA.contents = @[cardB.contents,cardC.contents][[cardB match:@[cardC]] ? 1 : 0]
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•

•

https://docs.microsoft.com/en-us/windows/wsl/install-win10



