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Learn Design for iOS Development is for you if you're an iOS developer
and you want to design your own apps to look great and be in tune
with the latest Apple guidelines. You'll learn how to design your apps to
work with the exciting new iOS 7 look and feel, which your users expect
within their latest apps. Learn Design for iOS Development guides you
through the design processes that you can apply to design your own
apps brilliantly. We'll start at the idea stages of your apps, and you'll
see how you can analyze and apply the right design patterns for every
app you are coding, use wireframing tools to take your ideas forward,
and use Photoshop to create the visual assets you want to look great in
your app. You'll understand why Apple have made the decisions they've
made with the new iOS 7 interface and new HIG guidelines, and from
that insight you'll be able to vision and create your own apps, on
iPhones and iPads, that work perfectly within the new iOS 7 interface.


