App & view-controller lifecycle — exact order jos-swift - memo

In one line: A VC'’s view is lazy: first access to .view runs loadView then viewDidLoad (once); every show runs viewWillAppear —
viewIsAppearing — layout — viewDidAppear; every hide runs viewWillDisappear — viewDidDisappear; deinit last. The app
moves Not running — Inactive = Active — Background — Suspended, reported per scene since iOS 13.
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no self.view view = MyView() subviews, refresh data, in hierarchy: each layout pass: rotation, start anim, save input, stop timers, never runs
here no super constraints, bind  nav-bar style traits + size OK  bounds, safe area — frame maths video, timers end editing observers if a cycle

shown again (pop back to it, tab re-selected, . fullScreen modal dismissed) — viewDidLoad is NOT re-run

How it works App delegate vs scene delegate

e loadView — creates the root view. Default loads the nib/story-
board (or a blank UIView). Override only for all-code UI; assign
view and do not call super. Never call it yourself.

UIApplicationDelegate = the process: didFinishLaunching,
configurationForConnecting, didDiscardSceneSessions,

. R . L push  token, applicationWillTerminate (unreliable).

. viewD:i.dI..oad —in mempry, not in a window, bounds = nib size: UISceneDelegate = one UI instance (N per app on
add subviews + constramts: no frame maths. . iPad): willConnectTo, the four hooks in the dia-

e viewIsAppearing(_:) — iOS 17 SDK, back-deployed to iOS gram, sceneDidDisconnect. With scenes adopted,

13. After viewWillAppear: view is in the hierarchy, trait col-
lection and geometry are accurate. Best place for size/trait- DidEnterBackground, WillEnterForeground} are not
dependent setup per appearance. . called. SwiftUI: @aEnvironment(\.scenePhase) = .active
viewWill/DidLayoutSubviews — every layout pass, also while / .inactive / .background (no “suspended” — no code
on screen: keep cheap + idempotent. Always call super. Child runs), in App it aggregates all scenes. Bridge with
VCs get callbacks forwarded (addChild — addSubview — AUIApplicationDelegateAdaptor

didMove(toParent:)).

application{DidBecomeActive, WillResignActive,

Example Interview traps

Touching self.view in init or a setter fires loadView +
viewDidLoad early — before your properties/outlets are set.
Frames in viewDidLoad are the storyboard’s, not the device’s.

final class FeedVC: UIViewController {
let table = UITableView(); var timer: Timer?
override func loadView() { view = table } // no super

override func viewDidLoad() { super.viewDidlLoad(); setUp() } Use viewIsAppearing / viewDidLagoutSubviews.
override func viewWillAppear(_ a: Bool . .
super.vji:ewwillAppear(zg; rifoad() 3 D d W ey S ! .pageSheet / .automatic modal (iOS 13 default): the presen-
override func viewDidLayoutSubviews() { // many times ter gets no viewWillDisappear/viewWillAppear — refresh via a
super.viewDidLayoutSubviews(); gradient.frame = view.bounds } delegate or presentationControLlerDidDismiss.
override func viewDidAppear(_ a: Bool) { super.viewDidAppear(a) ' . . .
timer = .scheduledTimer(withTimeInterval: 5, repeats: true) { ° Pauseagame on wlllRe51gnAct1ve (controlcentre, Ca“)_nOt

[weak self] _ in self?.reload() } } on DidEnterBackground; save on DidEnterBackground. Never
SR NS GIEHIBHERIERC, 68 (ool § 4/ fiwses rely on willTerminate: jetsam kills a suspended app silently.
super.viewWillDisappear(a); timer?.invalidate() } . .. -
A strong Timer/closure target — deinit never runs. Stop it in

deinit { print("FeedVC freed") } } // proves no leak
viewWillDisappear.
App states — scene-based (iOS 13+) Remember
sceneDidBecome
( Active init . load - DidLoad - Will - Is - (layout)” . Did — Will - Did
Not running ~[-1LLCONNECETo | i l I Active ] . deinit. Will = last chance to prepare; Did = already happened,
SceneWillResign safe to act. Appear/disappear come in pairs: start in one, stop in
jetsam: sceneDidEnter scenewillEniiﬁlve itS mirror'

silent kill Background Foreground

Background: runs ~30s . .
event wakes (beginBackgroundTask) or a bg L'lkel.y quest]ons
Suspended Background mode. Suspended: in RAM, no
no catlback code runs. . Runs once? — init, loadView, viewDidLoad, deinit.
. Final size first known? — viewIsAppearing.
. Inactive vs Background? — visible, no events / off screen.
. Save state where? — sceneDidEnterBackground.
. Scene launch? — willConnectTo — WillEnterFg — DidBecome-

Launch sequence (cold)

O bh WN o

dyld + static init — main (@main) — UIApplicationMain
— UIApplication + delegate — willFinishLaunching.. — Active.
didFinishLaunching.. — configurationForConnecting —
scene(_:willConnectTo:options:) (make UIWindow, set

root, makeKeyAndVisible) — sceneWillEnterForeground —
sceneDidBecomeActive — first frame. Watchdog: ~28 s or killed
(0x8badfoad). A warm resume skips everything up to willEnter-

Foreground.

Related: navigation & presentation - memory & retain cycles - Auto Layout pass - background tasks (BGTaskScheduler) - SwiftUI onAppear/task - state restoration



	How it works
	Example
	App states — scene-based (iOS 13+)
	Launch sequence (cold)
	App delegate vs scene delegate
	Interview traps
	Remember
	Likely questions

