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hitTest:withEvent:



func hitTest(point: CGPoint, withEvent event: UIEvent) -> UIView? { 
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}



func hitTest(point: CGPoint, withEvent event: UIEvent) -> UIView? { 
    if /* point is in our bounds */ { 
!

!

!

!

!

!

!

!

    } 
!

    return nil 
}



func hitTest(point: CGPoint, withEvent event: UIEvent) -> UIView? { 
    if /* point is in our bounds */ { 
!

!

!

!

!

!

!

        return self 
    } 
!

    return nil 
}



func hitTest(point: CGPoint, withEvent event: UIEvent) -> UIView? { 
    if /* point is in our bounds */ { 
        for /* each subview, in reverse order */ { 
!

!

!

!

        } 
!

        return self 
    } 
!

    return nil 
}



func hitTest(point: CGPoint, withEvent event: UIEvent) -> UIView? { 
    if /* point is in our bounds */ { 
        for /* each subview, in reverse order */ { 
            let hitView = /* recursive call on subview */ 
!

!

!

        } 
!

        return self 
    } 
!

    return nil 
}



func hitTest(point: CGPoint, withEvent event: UIEvent) -> UIView? { 
    if /* point is in our bounds */ { 
        for /* each subview, in reverse order */ { 
            let hitView = /* recursive call on subview */ 
            if hitView != nil { 
                return hitView 
            } 
        } 
!

        return self 
    } 
!

    return nil 
}
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UIViewhitTestfunc point: CGPoint( withEvent : UIEventevent ) {
    if 
        for 
            
            if 
                return hitView 
!

!

!

        return self 
!

!

    return nil 

/* point is in our bounds */ {
/* each subview, in reverse order */ {
let hitView = /* recursive call on subview */

hitView != nil {

}
}

}

}
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UIView hitTest: CGPoint point( withEvent: UIEvent event) {
    if 
        for 
            
            if 
                return hitView 
!

!

!

        return self 
!

!

    return nil 

/* point is in our bounds */ {
/* each subview, in reverse order */ {

hitView = /* recursive call on subview */
hitView != nil {

}
}

}

}



































override func hitTest(point: CGPoint, withEvent event: UIEvent) -> UIView? { 
!

!

!

!

!

!

!

}



override func hitTest(point: CGPoint, withEvent event: UIEvent) -> UIView? { 
    let hitView = super.hitTest(point, withEvent: event) 
!

!

!

!

!

    return hitView 
}



override func hitTest(point: CGPoint, withEvent event: UIEvent) -> UIView? { 
    let hitView = super.hitTest(point, withEvent: event) 
!

    if hitView == self { 
        return nil 
    } 
!

    return hitView 
}
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Dragging While Scrolling
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Stop the Pan



falsepan.enabled =



truepan.enabled =
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Highlighting Objects
Touch delivery
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init(target: AnyObject!, action: Selector) { 
!

}



init(target: AnyObject!, action: Selector) { 
!

}
// set delaysTouchesBegan to true



func touchesBegan(touches: NSSet!, withEvent event: UIEvent!) { 
!

} 
!

func touchesEnded(touches: NSSet!, withEvent event: UIEvent!) { 
!

} 
!

func touchesCancelled(touches: NSSet!, withEvent event: UIEvent!) { 
!

}



func touchesBegan(touches: NSSet!, withEvent event: UIEvent!) { 
!

} 
!

func touchesEnded(touches: NSSet!, withEvent event: UIEvent!) { 
!

} 
!

func touchesCancelled(touches: NSSet!, withEvent event: UIEvent!) { 
!

}

// start timer



func touchesBegan(touches: NSSet!, withEvent event: UIEvent!) { 
!

} 
!

func touchesEnded(touches: NSSet!, withEvent event: UIEvent!) { 
!

} 
!

func touchesCancelled(touches: NSSet!, withEvent event: UIEvent!) { 
!

}

// start timer

// set state to .Failed

// set state to .Failed



func timerFired() { 
!

}



func timerFired() { 
!

}
// set state to .Failed



func timerFired() { 
!

}
// set state to .Failed

func reset() { 
!

}



func timerFired() { 
!

}
// set state to .Failed

func reset() { 
!

}
// clear and reset timer
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Touching Small Objects
Hit testing



Minimum Hit Target Size



func hitTest(point: CGPoint, withEvent event: UIEvent) -> UIView? { 
    if /* point is in our bounds */ { 
        for /* each subview, in reverse order */ { 
            let hitView = /* recursive call on subview */ 
            if hitView != nil { 
                return hitView 
            } 
        } 
!

        return self 
    } 
!

    return nil 
}



func hitTest(point: CGPoint, withEvent event: UIEvent) -> UIView? { 
    if 
        for /* each subview, in reverse order */ { 
            let hitView = /* recursive call on subview */ 
            if hitView != nil { 
                return hitView 
!

!

!

        return self 
!

!

    return nil 

{/* point is in our bounds */

}
}

}

}



func hitTest(point: CGPoint, withEvent event: UIEvent) -> UIView? { 
    if 
        for /* each subview, in reverse order */ { 
            let hitView = /* recursive call on subview */ 
            if hitView != nil { 
                return hitView 
!

!

!

        return self 
!

!

    return nil 

           (point,          : event)

}
}

}

}

{pointInside withEvent



func            (point: CGPoint,           event: UIEvent) -> Bool { 
!

}

pointInside withEvent



func            (point: CGPoint,           event: UIEvent) -> Bool { 
    return CGRectContainsPoint(bounds, point) 
}

pointInside withEvent
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More Information

Jake Behrens 
App Frameworks Evangelist 
behrens@apple.com 

Documentation 
Scroll View Programming Guide for iOS 
http://developer.apple.com/ios 

Apple Developer Forums 
http://devforums.apple.com

http://devforums.apple.com


• Building Interruptible and Responsive Interactions Presidio Friday 11:30AM

Related Sessions



• Open Hours Frameworks Lab A/B Friday 2:00PM

Labs




