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In this handout, we will use Timer() to create a stopwatch.

1. Set up a Label and two buttons:
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2. Link the label as Outlets and the buttons as Actions using CTRL+drag. I've called mine labeldisplay, startbutton and resetbutton.
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3. Also set up as part of the class, a timer and a variable that will be used for counting:
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4. Next, write a function that will update the timer. Remember, the counter is an integer, so to write it to a Label which is a string, we need to cast it using String()
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5. Next, add to the action for the start button (startbutton)
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We will access the timer as follows, and call updateCounter with an interval of 1 second:
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Try it out! (only press the Start button once at this stage!) It should count up.
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Next, let's add a routine to the action on the reset button to stop the timer and reset the counter to 0:
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Troubleshooting

If we press the Start button more than once, strange things happen.

Pressing the Start button more than once allows a call on updateCounter more often than we wanted.

We need to check if the timer is already running, so we don't interfere with it if we press Start a second time:
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We could also give the user some feedback, by setting up a label for messages and link it to ViewController.swift: (I've called mine message)


Within the Action for the start button, check to see if the timer is already running with timer.isValid:
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Don't forget to clear the "Already running" message when pressing the reset button too!
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func updateCounter()
{
counter+=1

Iabeldisplay. text=(String(counter))
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@IBAction func startbutton(_ sender: AnyObject) {

timer=Timer.scheduledTimer(timeInterval: 1,
target: self, selector: #selector
(ViewController.updateCounter), userInf
nil, repeats: true)
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@IBAction func resetbutton(_ sender: AnyObject) {
counter=@

labeldisplay. text=String(counter)
timer.invalidate()

}
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if (timer.isvalid)
{

timer=Timer.scheduledTimer(timeInterval: 1,
target: self, selector: #selector
(viewController.updateCounter), userInfo:
nil, repeats: true)
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if (timer.isvalid)

{
timer=Timer.scheduledTimer(timeInterval: 1,
target: self, selector: #selector
(ViewController.updateCounter), userInfo:
nil, repeats: true)
}
else{

message. text="Already running!"
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import UIKit
class ViewController: UIViewController {
@IBOutlet weak var labeldisplay: UILabel!

@IBAction func startbutton(_ sender: AnyObject) {
}

@IBAction func resetbutton(_ sender: AnyObject) {
}
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import UIKit
class ViewController: UIViewController {
@IBOutlet weak var labeldisplay: UILabel!

@IBAction func startbutton(_ sender: AnyObject) {
}

@IBAction func resetbutton(_ sender: AnyObject) {
}

var timer=Timer()
var counter:Int=@




