Chapter 01: Exploring the Fundamentals of SwiftUI
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Chapter 02: Understanding Animation with SwiftUI
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Chapter 03: Creating a Breathing App
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Chapter 04: Building a Record Player
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Chapter 05: Animating Colorful Kaleidoscope Effects
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Chapter 07: Building a Series of Belts and Gears
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B < 3 ContentView.swift © Contentview
Gears and Belts ) & Gears and Belts ) 3 ContentView. B tody

5 struct ContentView: Vie R MoroR

6 var body: some View

] £D1AcK M GEARS ANIMATING ON THE Z AXIS

9 //MARK: M GEARS ANIMATING ON THE Y AXIS

10 Group {}

1 Ima A CEARANIMATING ONTHEXAXIS | 5 spoctRatio(contentMode: .fit).frame(width: 140, height:

N WORMGEAR

12 M BELTS ONTHE Z AXIS

13 }

14 //MARK: W oELTS N THE Y Ais HE Z AXIS

15 Group{ M GEAR SHAFTS

16

17 Gea) RLEAN pGear", gearWidth: 40, gearDegrees: 360, offsetGearX:

M BACKGROUND duration: 5)

18 3 ContentView_Previews

19 Gea] @ proviews pGear", gearWidth: 100, gearDegrees: 360, offsetGearX:
-124, offsetGearY: -280, duration: 7)

20 Gear 3

21 GearView(gearImage: "doubleGear", gearWidth: 100, gearDegrees: 360, offsetGearX:
124, offsetGearY: -280, duration: 7)

22 Gear 4

23 GearView(gearImage: "doubleGear", gearWidth: 100, gearDegrees: 360, offsetGearX:
124, offsetGearY: =70, duration: 7|)

24 Gear 5

25 GearView(gearImage: "doubleGear", gearWidth: 8@, gearDegrees: -360, offsetGearX: 49,
offsetGearY: -113, duration: 5)

26 Gear 6

27 GearView(gearImage: "doubleGear", gearWidth: 100, gearDegrees: 360, offsetGearX: -6,
offsetGearY: -89, duration: 7)

28 }

29

30 //MARK: - GEARS ANIMATING ON THE Y AXIS

N Group {

32 Gear 7

33 GearView(gearImage: "singleGear", gearWidth: 100, gearDegrees: -360, offsetGearX:
-62, offsetGearY: -85, rotateDegrees: 76, duration: 7, xAxis: @, yAxis: 1,
zAxis: @)

34 Gear 8

35 GearView(gearImage: "singleGear", gearWidth: 25, gearDegrees: -360, offsetGearX:

-59, offsetGearY: 19,

rotateDegrees: 76, duration: 7, xAxis: @, yAxis: 1, zAxis:



Chapter 08: Animating a Bouquet of Flowers
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Chapter 09: Animating Strokes around Shapes
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Import From Sketch
9 Sketch
A Running

Layer Flattening = Flatten layers with the "**" suffix in the name

Import text layers as Text Layers (CATextLayer — More flexible)
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Files Warnings

< let pathPath = CGMutablePath()

~ | Page1CopyView.swift pathPath.move(to: CGPoint(x: 33.544579, y: 105.919167))
pathPath.addCurve(to: CGPoint(x: 20.994799, y: 60.169167), controll: C(GPoint(x: 32. asnse. 101.184097), control2: CGPoint(x: 29.932928, y: 93.440262))
pathPath.addCurve(to: CGPoint(x: 3.45976, y: 7.26897), controll: CGPoint(x: 8. . 4843), control2: CGPoint(x: 7.749718, y: 11.17275))
pathPath.addCurve(to: CGPoint(x 2.14492), controll: CGPoint(x: 1.55689, y: 5. 537-1), control2: CGPoint(x: @, y: 3.23158))
pathPath.addLine(to: CGPoint(x: 0, y: 0.16917))
pathPath.addLine(to: CGPoint(. 21.066427, y: 0.16917))
pathPath.addLine(to: CGPoint(:
pathPath.addLine(to: CGPoint(x: 41.816429, y:
pathPath.addCurve(to: CGPoint(x: 39.258797,
pathpath. addCurve(to: COPoint(x: 33.988377, y: 13.64167), controll: CGPoint(x: 36.35474B, y: 6.40013), control2: CPoint(x: 34,003067, y: 9.81543))
pathPath.addCurve(to: CGPoint(x: 50.875027, 78.403008), controll: CGPoint(x: 33.972576, 17.75416), control2: CGPoint( 49.266‘707, y: 79.325714))

pathPath.addCurve(to: CGPoint(x: 61.608868, y: 38.834583), controll: CGPoint(x: 50.428516, y: 77.999397), control2: CGPoint(x: 55.618748, y: 60.193684))
pathPath.addLine(to: CGPoint(

pathPath.addLine(to: CGPoint(x:

pathPath.addCurve(to: CGPoint(x: 89.399178, y: 1.2344d), controll: CGPoint(x: 85.159218, y: 0.5186), control2: CGPoint(x: 89.088585, y: .92354))

pathPath.addCurve(to: CGPoint(x: 97. .yt 36.23444), controll: CGPoint(x: 89.70977, y: 1.54534), control2: CGPoint(x: 93.523346, y: 17.29534))
pathPath.addCurve(to: CGPoint(x: 107.839726, y: 75.169167), controll: CGPoint(x: 102.224258, y: 55.173542), control2: CGPoint(x: 186.34893, y: 72.694168))
pathPath.addLine(to: CGPoint(x: 108.295715, 9.669167))

pathPath.addLine(to: CGPoint(x: 110.018547, y: 74.169167))

pathPath. addCurve(to: CoPoint(x: 118.969127, y: 45.669161), controla: CObolnt(x: 110, 955163 y: TL1416S), control2: CGPoint(x: 114.994125, y: $8.319168))
pathPath.addCurve(to: CGPoint(x: 121.426399, y: 5.74005), controll: CGPoint(x: 128.79322 14.41163), control2: CGPoint(x: 129.206619, y: 7.69276))
pathPath.addCurve(to: CGPoint (x 2.65012), contrali Corotnt(x: 119, 673515, y: £ Sonin), Controtz; Capaint(x: 119, y: 4.4424))
pathPath.addLine(to: CGPoint( 0.16
pathPath.addLine(to: CGPoint(x: e 5, y: 9.16917))

pathPath. addLine(to: CGPoint(x: 152, y: 0.16917))

pathPath.addLine(to: CGPoint(x: 152, y: 2.57039))

pathPath.addCurve(to: CGPoint(x: 148.553696, y: 7.08499), controll: CGPoint(x:
pathPath.addCurve(to: CGPoint(x: 143182724, y: 12,85377), controll: CGPoint(x: 146.658218, y: 8.12334), control2: CGPoint( 10,75529))
pathPath.addCurve(to: CGPoint(x: 127.528923, y: 56.669167), controll: CGPoint(x: 142.124176, y: 14.95223), control2: CGPoint(x: 135.079956, y: 34.66917))
pathPath.addCurve(to: CGPoint(x: 112.856908, y: 101.669167), controll: CGPoint(x: 119.97789, y: 78.669167), control2: CGPoint(x: 113.01548, y: 98.919167))
pathPath. addLine(to: CGPoint( 106.669167) )

pathPath.addLine(to: CGPoint(
pathPath.addLine(to: CGPoint(
pathPath.addLine(to: CGPoint(
pathPath.addCurve(to: CGPoint (x

152, y: 4.24751), control2: CGPoint(x: 150.960754, y: 5.58479))

§8.203176), controll: CGPoint(x: 99.6173SS, y: 101.821167), control2: CGPolntix: 96.673636, y: 85.829628))
pathPath.addCurve(to: CGPoint(x: 73.999969, y: 36.16917), controll: CGPoint( 096481, y: 50.58672), control2: CGPoint(x: 74.323151, y: 36.16917))
pathPath.addCurve(to: CGPoint(x: 64.625938, y: 66.919167), controll: CGPoint(x: Toaresos,y: : 69,458488, y: 50. o0s6se))
pathPath.addCurve(to: CGPoint (x: 54.339378, y: 102.419167), controll: (GPoint(x: 59.793388, y: 83.831665), control2: CGPoint(x: 55.164436, y: 99.806671))
pathPath.addLine(to: CGPoint(x: 52.839268, y: 107.169167))

pathPath. addLine(to: CGPoint( 107.169167))

pathPath.addCurve(to: CGPoint(x: 33.544579, y: 105.919167), controll: CGPoint(x: 36.703518, y: 107.169167), control2: CGPoint(x: 33.822296, y: 106.803299))
pathPath.addLine(to: CGPoint(x: 33.544579, y: 105.919167))

pathPath. closeSubpath()

pathPath.move(to: CGPoint(x: 159, y: 104.854378))
pathPath.addCurve(to: CGPoint(x ¥: 2080831, -controlas, CoPolot (xs 189, yc 203 106815); ceontrolas CaPint (x1:190. 608002, y1:1102:06981))
pathpath.addcurve(to:: CGPolnt(x: 166:723755, v: 96.447860), controlds COPoimt(x: 164.741305, y: 90.320786), control2: CPelatix: 16628082, y1 98.22970))
pathPath. addCurve(to: : 166.760849, Point(x: 167, mns y: 92.993946), control2: CGPoint(x: 167.747803, y: 14.55116))
pathPath. addCurve(t 162.510849, y: 6.74133), controll X 9.40298), control2: CGPoint(x: 164.693039, y: 7.77685))
pathPath. addCurve(to: CGPoint(x: 159 1051), controll: CGPoint(x: 159.896576, y: 5.50879), control2: CGPoint(x: 159, y: 4.44588))
pathPath.addLine(to: CGPoint(x:
pathPath.addLine(to: CGPoint( .y
pathPath.addLine(to: CGPoint(x: 236.5, y: 0.66917))
pathPath.addLine(to: CGPoint(x: 236.781189, X
pathPath.addLine(to: CGPoint(x: 237.062378, y: 25.27683))
pathPath.addLine(to: CGPoint(x: 231.46372, y: 24.969999))
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- Pathi77View.swift
let strokeColor = UIColor(red: ©, green: 0, blue: @, alpha: ©)

let pathPath = CGMutablePath()
pathPath.move( oint(x: 245.632005, y: 460.368713))
pathPath.addCurve(to: CGPoint(x: 221.824585, y: 420.429504), controll: CGPoint(x: 240.765762, y: 449.02652), control2: CGPoint(x: 231.857922, y
pathPath.addCurve (to: CGPoint(x: 134.489563, y: 331.036224), controll: CGPoint(x: 203.576953, y: 396.091125), control2: CGPoint(x: 181.471176
pathPath.addCurve(to: CGPoint(x: 86.77217, y: 286.536224), controll: CGPoint(x: 116.895294, y: 315.144897), control2: CGPoint
pathPath.addCurve(to 38.153427), controll: CGPoint(x: 25.198709, y: 228.682892), control2: CGPoint(x: O,
pathPath. addCurve (to: 3 ,'y: 76.802299), controll: CGPoint(x: O, y: 116.202095), control2: CGPoint(x: 4.14538, y: 98.636238))
pathPath.addCurve(to: CGPoint(x: 36.152679, y: 43.905617), controll: CGPoint(x: 21.41408, y: 62.146629), control2: CGPoint(x: 27.27416, y: 53.252399))
pathPath. addCurve(to 108.873878, y: 3.160911), controll: CGPoint(x: 54.132439, y: 24.97761), control2: CGPoint(x: 78.99575, y: 11.047033))
pathPath. addCurve (to . 10892), controll: CGPoint(x: 120,00824, y: 0.222076), control2: CGPoint(x: 121.388252, y: 8.088835))
pathPath. addCurve (to 171.339995, y: 2.182107), controll: CGPoint(x: 160.168091, y: -0.061458), control2: CGPoint(x: 163.481613, y: 0.179641))
pathPath. addCurve (to 20.123749, y: 35.661919], controll: CGpoint(x: 194.316025, y: 8.836921), control2: CGPoint(x: 212.308655, y: 18.461800))
pathPath. addCurve (to 249.423416, 42.237861], controlz: CObolntlx: 247.453033, y: 57.497318))
pathPath.addCurve(to: CGPoint (x CGPoint(x: 250,120377, y: 62.672749))
pathpath. addCurve(tor CGPoint(x: 270.676251, y: 35,661919), controt: Copoint(x y: 57.497318), Controla: Cepoint (. 264, 42800
: CPoint(x: 320,860, y: 2.182107), controli: CaPointix: "287.691345, 'y: 18.461809), control2: CGPoint(x: 305.68396,
892), controll: CPount(x: 336.518372, y: 0.170641), control2: CGPoint(x: 339.831909, y:
3on. 13610, y 3.160011), controll: CGPoint .088832), control2: CGPoint( 99176,
117047033) s contral2s CEroint{x: 4ds.8675 y:
4 : 53.252399), control2: CGPoint(x: 478.585087, y: 62.146629))
500, y: 138.153427) s controri CoPointix; 495854614, yr 98.536230), contro\2: CGPoint(x:. 508, y: 116.202095))
Cboint(x: 413.922191, y: 286.536224), controll: CoPointix: 500, y: 185.244522), control2: CGPoint(x: 474.8013, y: 228.682892))
¢ CGPoint(x: 365.510437, y: 331.036224), controll: CGPoint(x: 404,890259, 'y: 205.115004), control2: CGPoint(x: 383.104766, y: 315.144897))
GPoint (x: 278.17541 i : nt(x: 296.429047, y: 396.091125))
pathpath. addCurve(tos CGPoint(x: 254.367889, y: 460. 268.942078, y: 432.740723), control2: CGPoint(x: 259.234222, y: 449.62652))
pathPath.addCurve(to: CGPoint(x: 250, y: 469.38385), controil: CGPoint( 240555, y: 465.327057), controil2: CGPoiNt(x: 250.274994, y: 469.38385))
pathpath. addCurve(tos CGroint(x: 245632095, y: 460.363713), contrall: CGPoiNt(xi 249.724991, y: 460.38385), control2: CGpontix: 24775043, y: 465.327057))
pathPath. closeSubpath ()
pathPath.move(to: CGPoint(x: 245.632005,

432.748723))
373.47849) )
295.119984) )

®

pathPath.addCurve (to:

CGPoint(x

460.368713))
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Chapter 10: Creating an Ocean Scene
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Chapter 11: Animating an Elevator













Chapter 12: Creating a Word Game (Part 1)




° iPhone 14 Pro

holiday

iPhone 14 Pro




Py iPhone 14 Pro

compute

Py iPhone 14 Pro

New Word

settler




Y iPhone 14 Pro

TR
New Word

harvest

iPhone 14 Pro T iPhone 14 Pro
L4 05 5.1 < L 1

Werds ©

N

Press for a new word

Hello, World!




7 Letter &

[ 7 Letter 8 Letter 9 Letter ]




[ 7 Letter

[ 7 Letter 8 Letter 9 Letter )

Find Weeds o

New Word

baldremos




Chapter 13: Creating a Word Game (Part 2)

Language Settings
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Chapter 14: Creating a Color Game

Find The Color

Find The Color
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Your Score
77
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Close Editor

Close Window

Close Project

Save
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Export...
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Open in Tab

Open in New Window
Open with External Editor

Packages

Save As Workspace...
Project Settings...
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Print...
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Search Searching All Sources

Found 1 result
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Chapter 15: Integrating SpriteKit into Your SwiftUl Projects

Choose options for your new file:

Cancel Previous

[\ 4

Save As: [ Smoke}sks

Tags:

Where: [ Pipe Smoke

Group & Pipe Smoke
Targets Pipe Smoke

Cancel




Add Editor on Right | gmitter

Name
Background [ Custom o
Particles
Texture spark [~}
Emitter - 40 + - 0 +
Birthrate Maximum
Lifetime - 10 + = 0 +
Start Range
Position Range - 40 + M- 5 +
X Y
2 - 0 +
Position
Angle - 89.381° + - 20.054° +
Start Range
Speed - 40 + = 40: *
Start Range
Acceleration - 0 + 5 10 +
X Y
Alpha - 0.4 +
Start
- 03 + - =015 +
Range Speed
Scale - 0.5 +
Start
- 03 + - 05 +
Range Speed
Rotation - 0° +
Start
- 359.818' + - 171.887° +
Range Speed
Color Blend - 1 +
Factor
- 0 + - 0 +
Range Speed
Color Ramp | S
Blend Mode Alpha a
Field Mask (1S
Custom Shader [~}

Custom Shader Uniforms

Name Type Value

-+



SpriteKit Particle Emitter

Name || |

Background NN Under Page Backgro... &

Particles
Texture spark [~ ]
Emitter - 10 + - 0 +
Birthrate Maximum
Lifetime - 4 + - 0 +
Start Range
PositionRange - 4 +8- 5 *
X Y
74 Gl 0 +
Position
Angle - 89.381° + - 20.054° +
Start Range
Speed - 16 + - 28 +
Start Range
Acceleration - 0 + - 10 +
X iYi
Alpha - 0.5 +
Start
- 03 + |- -015 +
Range Speed
Scale - 0.2 +
Start
- 13 +@- 03 +
Range Speed
Rotation - 0° +
Start
- 359.818'+ - 171.887° +
Range Speed
Color Blend - 18 +
Factor
- 3 + - -2 +
Range Speed
Color Ramp SN
Blend Mode Subtract (<]
Field Mask 1S
Custom Shader (-]

Custom Shader Uniforms

Name Type Value

+






b @ @ =
SpriteKit Particle Emitter
Name
Background B Custom (2]
Particles
Texture spark [~ ]
Emitter - 38 + = 0 +
Birthrate Maximum
Lifetime - 8 + B 0 +
Start Range
Position Range - 40 + M- 5 +
X Y
7% ] *
Position
Angle - 89.381° + - 20.054° +
Start Range
Speed - 40 2 = 40 +
Start Range
Acceleration - 0 + = 10 ¥
X Y
Alpha - 0.4 +
Start
- 03 +H- -016 +
Range Speed
Scale - 0.2 *
Start
- 03 +HM- 06 +
Range Speed
Rotation - 0° *
Start
- 359.818'+ - 171.887° +
Range Speed
Color Blend - 2 +
Factor
- 0 + - 4 +
Range Speed
Color Ramp | e A
Blend Mode Screen [}
Field Mask ]S
Custom Shader (-]
Custom Shader Uniforms
Name Type Value

-







B & ® =
SpriteKit Particle Emitter
Name
Background HEEEM Custom [%]
Particles
Texture spark [}
Emitter - 2000 + = 0 +
Birthrate Maximum
Lifetime - 10 + = 0 +
Start Range
Position Range - 36344 + - 5 +
X iY:
Z8 - 0 +
Position
Angle - 254.863 + - 20° +
Start Range
Speed - 260 + - 500 +
Start Range
Acceleration - 0 + - =10 +
X Y
Alpha - 1 +
Start
= 02 wu= 0 +
Range Speed
Scale - 0.1 +
Start
=02 & - 0 +
Range Speed
Rotation - 0 +
Start
- 0° + - 0° +
Range Speed
Color Blend - 1 +
Factor
- 0 + - 0 +
Range Speed
Color Ramp | |
Blend Mode Alpha e
Field Mask 0
Custom Shader @]
Custom Shader Uniforms
Name Type Value

+



D OB =
SpriteKit Particle Emitter
Name
Background NEEEE Custom 2]
Particles
Texture spark [~ ]
Emitter -~ 500 + = 0 +
Birthrate Maximum
Lifetime - 10 + = 0 +
Start Range
Position Range - 500 + -~ 10 +
X Y
ozl - 0 +
Position
Angle - 300° + - 2B6* %
Start Range
Speed - 300 + - 400 +
Start Range
Acceleration - 45  + = 20 =
X Y
Alpha - 1 +
Start
- 02 +H- 0 +
Range Speed
Scale - 0.2 +
Start
= 02 +jg=__0 _+
Range Speed
Rotation - 0° +
Start
- 00+ - 0° +
Range Speed
Color Blend - 1 +
Factor
- 0 + - 0 +
Range Speed
Color Ramp | ]
Blend Mode Alpha (2]
Field Mask (1S
Custom Shader a
Custom Shader Uniforms
Name Type Value

+






b O 06 =

SpriteKit Particle Emitter

Name
Background WEEEEE Custom (2]
Particles
Texture spark [~ ]
Emitter - 150 + - 0 +
Birthrate Maximum
Lifetime - 10 + = 0 +
Start Range
Position Range - 2423 + - 5 +
X Y
74 0 ¥
Position
Angle - 270.393 + = 1.719° +
Start Range
Speed - 340 + - 150 +
Start Range
Acceleration - 0 + - -160 +
X Y:
Alpha - 1 +
Start
= 02 +H- 0 +
Range Speed
Scale - 0.08 +
Start
- 005 + |- 0 +
Range Speed
Rotation - 0° +
Start
- 00 o+ - 0 +
Range Speed
Color Blend - 1 +
Factor
- 0 + - 0 +
Range Speed
Color Ramp [
Blend Mode Alpha
Field Mask 0L
Custom Shader (-]

Custom Shader Uniforms

Name Type Value

+






Particles

Texture star (v}
Emitter - 20 + = 0 *
Birthrate Maximum
Lifetime - 0.5 + = 0 +
Start Range
Position Range - 25 + - 600 +
X Y
7 0 +
Position
Angle - 89.381° + - 360.39° +
Start Range
Speed - 0 + - 20 +
Start Range
Acceleration - 0 + = -0 +
X Y
Alpha - 1 +
Start
= 02 = - -035 +
Range Speed
Scale - 0.01 +
Start
= 0 + - 045 +
Range Speed
Rotation - 0° *
Start
- 0° + - 0° +
Range Speed
Color Blend -~ 1 +
Factor
- 0 + - 0 +
Range Speed
Color Ramp
Blend Mode Alpha
Field Mask (&
Custom Shader °

Custom Shader Uniforms

‘ Name Type Value







