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Introduction
	My path to earning a degree in computer science was not traditional by any measure. When I first enrolled at NMU, way back in 2006, I started as a business major. After a year of business courses, I was in search of something more fulfilling. I was not crazy about any one subject, but I loved school growing up so I switched to Elementary Education. I completed my student teaching at Bothwell Middle School here in Marquette, and was hired right after graduation. 
I spent four years teaching and coaching in the middle school and had a riot in the process. I made some great friends and was voted Marquette Area Education Association President During my final year teaching. My first task was taking over a contract negotiations process that was going nowhere. Working with the superintendent and school board was long and mind-numbing, but we eventually settled a great contract for the teachers. Exhausted from the process, I started to think about my future as a teacher. I was working a lot, and had nothing to show for it. 
[bookmark: _GoBack]I started spending nights researching a career change. Computer Science kept popping up. Everything I read told me the IT field would continue to grow, and I’d have the opportunity to make some money. I decided to give it a shot and enroll in CS 120, after school 4-6, with Jeff Horn. Jeff understood my busy schedule, and was a real treat to work with after a long day of neurotic parents and clueless school board members. It went so well that I convinced my two friends to quit their careers and join me in the fall full-time. 
Computer science turned out to be something completely different than what I was expecting. The last two years have been an enormous shock to my system. I have spent countless nights pulling out my hair, trying to find resources to help me with homework. Thankfully, I’ve had some great classes with some excellent teachers. I appreciate all of my experiences with each of the different professors. My skills have improved—I met some cool people—and it was a funny experience.  
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Project Overview
	I decided to create Marquette Adventures because I wanted to learn how to develop applications for an iPhone. I came up with the idea for my application after talking to one of my classmates about a group he started called The Adventure Club—a student group that meets to explore the Marquette area. 
	I have lived in Marquette for 10 years, and every year I discover something completely new about this region. My goal was to write an application that gives users a resource to discover new things. My original idea was to solely focus on creating a tool that generates adventure ideas based on user input. Marquette Adventures does generate adventure Ideas; however, my project has evolved to include so much more. 
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Adventure Generator

	The feature that inspired me to create an iOS application is the Adventure Generator. This feature guides the user through a set of questions in order to recommend an adventure idea. Along with a table of adventure ideas, this feature also includes a map with spots around town highlighted for each type of activity. 
	The code involved in creating the adventure generator parses a comma separated file in order to populate a table view. There is also some basic code that gives the maps greater functionality. 
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Calendar of Events
	The second feature I wanted to include is a calendar of events. Marquette has a lot of races throughout the year, as well as some great festivals. My goal was to compile a list of events that would be interesting to an adventure tourist. 
I broke down the year into two categories: Summer-Fall, and Winter-Spring. After you choose a time of year, you can click on buttons for each event and text fields display specific information about the selected event. 
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 Map
	The map feature identifies popular landmarks around town. This feature would be good for people to use as a reference with the map information included in the adventure generator. It includes landmarks around town that a tourist could use as a simple navigation reference. 
When you click on a button, a description of the location is displayed in a text field. I toyed with the idea of including all of the spots from the Adventure Generator, but decided simple is best when learning the layout of a new town. 
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Business Guide 
	The business guide feature provides information about local businesses that relate to adventure tourism. I included businesses that handle rentals, as well businesses that sell sporting goods and apparel. 
The home screen includes buttons to navigate to a map view or a list view. The list of business info view is made up of buttons that when clicked, display location and contact information. The map view displays the locations of each of the businesses featured in the Business Info view. 
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Bonus Feature – Notebook 
	The last feature is an Adventure Notebook. This feature allows the user to create their own adventure and save it to a database. Each entry in the notebook can include a title, notes, and a picture. 
In order to save the Adventures, I used the Core Data framework which helps manage an SQLite database. After saving an adventure, a table view pops up displaying all of the saved adventures. You can click on each adventure and edit the information, or delete the item all together. 
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Technologies Used

Xcode 7.3.1 
· An integrated development environment containing software development tools for developing applications for iOS.
Swift 
· A general purpose compiled programming language developed by Apple. Swift is designed to work with Apple’s Cocoa and Cocoa Touch frameworks. I chose to use Swift because it works well with some of the newer features in Xcode. 
Storyboard
· A visual representation of the user interface composed of a sequence of scenes which represent a view controller and its views. Storyboard does a nice job of laying out the UI elements of the app, and makes hooking up view controllers a breeze.  
Core Data / SQLite
· Core Data is an object graph and persistence framework for Foundation and Cocoa applications. It allows data to be organized by the relational entity-attribute model, and my implementation interfaces directly with SQLite. After researching and creating several apps that support persistence, I found that Core Data was the easiest to work with the Swift language. 
 
	UI Element
	Information

	Stack Views
	Used to organize buttons and set constraints

	Buttons
	Control  segues, send information to text fields

	Table views
	Used to manage data in a scrollable list with multiple rows. 

	Navigation Controllers
	Handles a stack of views, provides back buttons 

	Image views
	Load map views, icons, pictures 

	Text fields
	Display instructions, display descriptions of map elements 

	Tab bar controllers
	Used to organize application sections of functionality. 



Questions and Conclusion
What was the hardest part?
	On the surface creating iOS apps seems to be pretty straightforward—most of the tools are built into the IDE. However, the hardest part of my project was learning how to efficiently use Xcode. I started researching for my project by completing exercises in a Big Nerd Ranch iOS textbook. I was coding in Objective-C and I quickly learned that Xcode can be very particular. Programs that work on one version of Xcode might not compile on an updated version. There are all sorts of settings that you must tweak in order to make the IDE happy. After weeks spent writing programs in Objective-C, I ended up switching to the Swift language in order to more easily implement some of the newer features in Xcode. 

What did you learn?
	This project added a whole new perspective to my CS education. I quickly learned that most of the work that goes into building a project from scratch is research. Senior project opened my eyes to a huge part of developing useful programs using databases. Learning about databases was one of the most rewarding and important topics I explored. The extra research I put in helped me on my project, and also helped me during interviews throughout the semester. 

Conclusion: 
	I set out to learn how to develop iOS applications, and I ended up learning so much more. The senior project experience was valuable to my education because it put all of the decision making and responsibility on me. I started with an idea of how to complete Marquette Adventures and almost every idea I had changed throughout the process. My app is not perfect, but I’m proud that I completed something on my own.  





Grade
Proposed Features – Points 
	Feature
	Points 
	My grade 

	Adventure Generator 
From the initial view, users can click on the Adventure Generator which will lead them through a set of questions in order to generate an adventure idea.
· Generates activities ideas based on user input and provides useful information—tips, pictures, budget.
· Demonstrates understanding of objects, views, design patterns 
	20
	20 

	Calendar
The second feature of the application is a calendar of local events. 
· Calendar includes details about local events such as adventure races and festivals. 
· Demonstrates understanding of table views, view controllers
	10
	10 

	Relevant Local Businesses 
The home view includes a button that brings up a table view of local businesses related to adventure tourism.  
· Includes a table of relevant businesses, location, and contact information
· Demonstrates understanding of objects, views, view hierarchy, and view controllers
	10
	10 

	Map
The fourth button on the home screen takes you to a map view. The map includes landmarks, parks, and trailheads. 
· Includes touch and/or gesture functionality 
· Implements the Core Animation framework
	10
	10 

	Extra Feature – Notebook
	
	Points!



Grading Scale 
	Points
	Grade
	Self Assesment

	45 - 50
	A
	A

	40 – 44
	B
	

	35 – 39
	C
	

	30 – 34
	D
	

	29- 
	E
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class IndoorTableviewioatrolier: UITebleviewtontroller 1

var dictIndoor = [String:String]()
var arrayIndoor = NSHutableArray()

override func viewdidLoad() {
super. viewDidLoad ()
Let path = NSBundle.nainBundle() . pathForResource (" indoorAdv", ofType: "txt")
Let filengr = NSFileManager.defaultManager()
if filengr. fileExistsAtPathipath!){
dot

let fullText = try String(contentsOfFile: path!, encoding: NSUTFEStringEncoding)
tet readIndoor = fullText. conponentsSeparatedByString("\n") as [String]
for 1 in 1..<readIndoor. count {

readIndoor [1] . conponentsSeparated8yString
"\(adwpatale])"
\(advpatal1] )"
(advbata[2])"
arrayIndoor.addObject (dictIndoor)

3
} catch let error as NsError {
, princCErTor: \(error)®)

b
self.title

unber of Indoor Adventures: \(arrayIndoor.count)

3

override func didReceiveMenoryarning() {
super. didReceiveMenoryWarning ()
11 Dispose of any resources that can be recreated.

3

7/ WARK: - Table view data source

override func number0fSectionsInTableView(tableView: UITableView) —> Int {
77 #arning Inconplete implementation, return the number of sections
return 1

3

override func tableView(tableView: UITableView, numberOfRowsInSection section: Int) —> Int {
17 #warning Inconplete implementation, return the number of rows
return arrayIndoor. count

3

override func tableView(tableView: UITableView, cellForRowAtIndexPath indexPath: NSIndexPath) —> UITableViewCell {
Let cell = tableView. dequeucReusableCel WithTdentifier ("cell”, forIndexPath: indexPath)
Let adventure = arrayIndoor [ indexPath. row]
cell.textlabel?. text = "Activity: \(adventure.objectForKey("Title")1)"
cell.detailTextlabel?. text = "Location: \(adventure.objectForKey("Location")!) Price(s-sss): \

{adventure. objectForkey ("Price(5-555)") t

return cell
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