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Variables, constants

e Variable definition

var languageName: String

 No need to provide the type when assigning a value

var languageName = "Swift"




Optionals

* Represents possibly missing value




Unwrapping optionals

* We always have to check if value excists before assigning

* Forced unwrapping

let legCount: Int = possiblylegCounts!

* Optional binding




Functions

* Functions are ARC objects

e Can be nested inside another function




-unctions - example

func chooseFunction(isPositive: Bool) —> (Int) —> Int {
func increase(input: Int) -> Int { return input + 1 }
func decreaselinput: Int) — Int {4 return input. = 1 }
Fetukn 1sPasitive 2 decrease : Ineregase




Tuples

* Group of any values

e Can be used in functions to return multiple values




Closures

e Similar to blocks in Objective-C

e Functions are named closures or closures are
nonymous functions




Closures

o Type interfaces

clients.sort({ a, b in
return a < b
)

* Implicit return
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Closures

 Capture local state

func sum(numbers: Int[]) - Int {




Closures

And the biggest advantage of closures...



http://fuckingblocksyntax.com/

Switch

e switch statements do not fallthrough the bottom
of each case into the next one. To reach another
case you have to use fallthrough keyword.

* Every possible value of type being considered




Switch

* Range matching

var natutalCount:: String
let count = 3_000_000
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Switch

e pattern matching

let colop = (1.0. 1.0..1.0. 1.0)

switech colop 4




Classes

e No headers with declarations

* No universal base cl: ike NSObject)



Classes

o Computed properties

class Vehicle {
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INitializers

* All properties must be set (except optionals

* All values have to be set before calling method
on self in initializer.




Initializers - example

class Car {
Vel (EopSpeed: TNt
var fuel: Int = 0
@lazy var engine = Engine ()
init(topSpeed: Int) {
self.topSpeed = topSpeed
fuelUp()

class. Sporttar: Car f
var hasTurbo: Bool

init (hasTurbo: Bool, topSpeed: Int)

self.hasTurbo = hasTurbo
super.init(topSpeed: topSpeed)




Structures in Objective-C/C

e Used to package related data together.




Structures in Swift

struct Rect {
valk widths height & Eloat
var area : Float {
return width *x height
I

func isBiggerThanRect(other: Rect) —> Bool {
telilEn self.atea ~ ather alea

+
mutatlng func mu1t1p1y51ze(factor' Float) —> Void‘{




[ructures

e have default initializers

 may have computed properties




Class vs Struct

e Structures cannot inherit from another structures

» Classes are passed by reterence while
structures are passed by value (copy




Memory management

 ARC
» default reference is strong

» weak reference only for optionals

unowned reference is similar to unsafe_unretained




ENnums

e Values can be strings, characters, or any of the
integer or floating-point number types




ENUMS - example

enum MPKStatus {
case OnTime
case Delayed(Int)

indke) 4
self = Deleyed(10)

var description: String {




(Generics

* Let you write flexible, reusable functions and types that
can work with any type

struct Stack<T> {
var elements = 1110

mutating func push(element: T) { | |
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