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Welcome to SwizzleDocumentation’s documentation!
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The Basics

Swizzle is a new programming language for graphics programming that aims to be fast. Many parts of Swizzle are inspired by other languages, such as Swift and C++. You can expect a consistent programming experience whenever you write Swizzle code.

The Swizzle standard library contains familiar data types like Int, Bool and Float, as well as String for collections of Character. Swizzle implements four essential data types, Buffer, Set, Dictionary and SortedBuffer

Swizzle allows you to store and reference data through variables and constants. Variables can be mutated while constants cannot.

Swizzle is statically typed. This means that if part of your code requires an Int, Swizzle will help you by preventing a String being passed instead.


Constants and Variables

Constants and variables allow you to take a name and assign a value to it. Constants are immutable, which means that once a variable is initialized, it cannot be changed. On the other hand, variables are mutable, which means that they can be change after initialization.


Declaring constants and variables

Variables are defined with the var keyword, while constants are defined with the let keyword. Directly after the constant or variable declaration is it’s name, which can contain any unicode character, but cannot start with a numeric or reserved character.

let sizeOfBox = 10;
var numberOfItems = 0;








Explicit Type

Swizzle uses a system called type inference, which allows Swizzle to infer what type a constant or variable is. You, however, can explicitly state the type.

let explicitlyStated: String = "Hello, world!";





Usually you do not state the type because Swizzle implicitly does so, but in ambiguous situations stating the type can resolve the conflict.




Changing Values

You can modify a variable to another value of the same type.

numberOfItems = 1;








Printing Constants and Variables

To see the value of a constant or a variable, you can use the global print(...) function.









          

      

      

    

  

    
      
          
            
  
Setup


Manual


	Download Swizzle to your computer.


	Create a new Xcode project.


	Drag and drop the contents of Swizzle into your Xcode project.


	Build your Xcode project







Using the command line tool


	Download the swizzler app to your computer.


	Run swiz gen path/to/main.swiz


	Run swiz run -c "console.txt"










          

      

      

    

  

    
      
          
            
  
Troubleshooting


Installation


	Try taking all the files in the Source folder and putting them at the same scope as your AppDelegate and ViewController.










          

      

      

    

  

    
      
          
            
  
Style

Swizzle is very versatile in what you can write. However, theer are a few recommended guidelines that will make Swizzle code much more uniform.


Case

There are two main types of cases in Swizzle: pascal case and camel case.

Pascal case is formed by capitalizing each word in a name and joining them together. For example, the name “File reader” becomes in pascal case, “FileReader”. Pascal case should be used for type and protocol names.

Camel case is formed by capitalizing veery word in a name except the first and joining them togetehr. For example, the action “Read file” becomes in camel case “readFile”. Camel case should be used for functions, methods, global and local variables.
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