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Design, code, and build amazing apps with Xcode 5 Thanks to Apple's
awesome Xcode development environment, you can create the next big
app for Macs, iPhones, iPads, or iPod touches. Xcode 5 contains
gigabytes of great stuff to help you develop for both OS X and iOS
devices - things like sample code, utilities, companion applications,
documentation, and more. And with Xcode 5 Developer Reference, you
now have the ultimate step-by-step guide to it all. Immerse yourself in
the heady and lucrative world of Apple app development, see how to
tame the latest features and functions,



