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A warm welcome

Do something today,  
that your future self  
will thank you for.

Hello and welcome to this guide about app publishing. 

You have taken the first step towards building your own app empire and establishing 
additional source of income. 
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A little story

Before we begin and I take you through the whole process of going 
from nothing to having your own app on the App Store, I’d  like to share 
with a little story of how I got started in the app business. 

When Steve jobs introduced the first iPhone many years ago, I remember 
watching the keynote and I knew, there and then, it’s going to be huge. I saw 
the incredible opportunity in building apps and I knew it’ll become a billion dollar 
industry. 

What did I do back then?  Nothing.   

It was at the point of my life where things did not work quite as good as I’d like, I was working like a dog on 
my web design business, chasing clients, trying to get projects finished, chasing debtors, being chased by 
my creditors, the whole circus that comes with running your own business. On top of that having two little 
kids in the house and having little to no support in personal life meant I felt living life in a hamster wheel 
most of the time. 

I always wanted to learn how to program in Objective C and publish apps but there was never the right 
moment to do it. 

Many years later, the situation improved, I finally sat down, purchased a simple memory game source code, 
and by trial and error and many hours of Google search I managed to get my first app on the App Store.  
It was a simple memory match game with AdMob banner advertising and it is still producing a little bit of 
income today. 

I remember the first iTunes report, the app had about 200 downloads on the first day and I made 6 cents in 
advertising :)

It wasn’t much, but it was a start. I knew if I keep on going, publishing new apps and promoting them, over 
time the revenue will increase.  What was more important - I knew how to do it now. So I reskinned the same 
game source code with a different theme, published it again as new app, and this time the app has been 
way more successful than the first one and the revenue from it actually paid for my rent ever since. 

It only goes to show, persistence pays off.  There is a publisher on the App Store, a small team at a time, who 
built 51 games, all of them with no real success. But they kept on building games because they believed in it 
and they enjoyed the work. Then they built an app number 52. And that app is probably one of the biggest 
success stories in the mobile app industry. The publisher is called Rovio and the game was Angry Birds. 

Now, let’s get you on the path to build your own app business.

Michal Wurm   (www.michalwurm.com)
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To make most of the information presented here and to embark on your journey in app publishing you’ll 
need the following:

• Mac computer running at least OS X Mavericks (10.9.4)
• Xcode software (free download from Apple)
• Valid Apple iOS Developer membership (costs approx. $100 / year)
• iPhone or iPad device

You can get your Apple developer membership and Xcode download 
at https://developer.apple.com

Prerequisites

Build your own dreams, 
or someone else will hire 
you to build theirs.

– Farrah Gray
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Do you want to have your own app on the App Store?  Here is how you do it:

1. Purchase an app source code

2. Create publishing certificate, app identifier and provisioning profile

3. Setup your app in iTunes Connect

4. Register your app with advertising networks you want to use

5. Design an app icon and launch screen, put these in your source code

6. Change the app’s graphics (reskin) if necessary

7. Integrate your ad networks in source code (or simply change the ad network IDs if they are already 
integrated).

8. Test your app

9. Upload the code to App Store and submit it for review

Process overview 
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You don’t need to be a geeky coder to be able to build a successful app business.  In fact you don’t really 
need to know how to code at all.  Nor do you have to be a great designer to be able to reskin apps.  

There are places where you can get the resources you need to easily publish an iOS app yourself with 
minimal programming knowledge.  And this guide is going to show you exactly how. 

You can purchase quality app source codes at a low-cost rates at various places. 

Here are a few to begin with:

www.chupamobile.com

http://www.coldfireapps.com/index.php/source-codes

www.sellmyapp.com

www.xlus.com

Graphics for app icons  and reskinning

There are many low-cost graphic resources available on the internet. 

My favourite ones are:

www.fotolia.com 

www.freepik.com

www.shutterstock.com

Music & sounds for games

www.incompetech.com

www.freesound.org

Getting a source code
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Let’s get started. 

I’ll assume you have obtained an iOS source code and have an app you want to publish in mind. 

The first thing we need to do is to go to https://developer.apple.com and set you up so you can publish 
apps. 

Go to developer.apple.com and click on “Member Center” 
(or directly visit https://developer.apple.com/membercenter/  ) 

Login with your developer ID and password

If you don’t have Xcode installed already, click on the iOS program on left hand side and you can download 
a copy of Xcode there. 

Otherwise go to “Certificates, Identifiers & Profiles”

Creating Certificates, App Identifiers and provisioning profiles

building your own app success starts here
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Certificates
First we need to set you up with a development and production certificate (these are two different 
certificates).

You only do this process once for each certificate - the certificate is linked to your computer so if you switch 
computers, you’ll have to generate new certificate for it. 

Click on “Certificates” 

Click on “+” button to add new certificate.  
Select iOS App Development. 

The system will guide you through the rest of the process. 
Just follow the instructions, it’s fairly straightforward. 

When your certificate is generated, download it 
and double click on it to install it on your Mac. 

Now repeat the process, only this time select “App Store and Ad Hoc” type.
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Devices
Now go to devices and setup your iOS device you’ll use for testing your apps.  Again, you only need to do 
this the first time or any time you want to use a new device for testing apps.

Go to Devices and click the “+” button. 

Type in the device name and UDID code.  
To get the UDID code of your device, you can use a handy app called “The Identifiers”
You can download it here:  https://itunes.apple.com/us/app/the-identifiers/id564618183?mt=8

Identifiers
Now we define your app bundle ID.  This is a unique identifier to distinguish your app from all the other 
apps on the App Store. 

Click on Identifiers -> App IDs. 

Click on “+” button to add new app ID. 

Enter the app Description  (app name).

Select “Explicit App ID”.

In the Bundle ID, enter your desired bundle ID.   It should follow this format: com.companyname.appname

For example the bundle ID can look like this  com.digitalarts.jokeapp

In the App services section you can use the default settings, unless you need to use additional features like 
push notifications, iCloud etc.  I usually also select “Data Protection - complete data protection”. 

Then click the Continue button at the bottom of the page. 
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Awesome App Name

com.mycompany.myawesomeapp
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Provisioning Profiles
One last thing we need to do here.  Setup your Distribution profile for your app. You’ll use this to code sign 
the app for publishing on the App Store. 

Go to Provisioning Profiles -> Distribution

Click the “+” button to add new one

Select “App Store” and click “Continue”

Select your App ID you created a minute ago

Select your Distribution certificate.  If you have more than one, you’ll need to select the one that is linked 
to your computer. 

Type in Profile Name.    
You can use a format like  App Name (distribution)  so you can easily find it in Xcode later. 

Click on Generate

Download your new provisioning profile and then double click on it to import it to Xcode. 

If you want to distribute your app for testing, you’d generate Ad Hoc profile instead. 

The Development profiles can be handled by Xcode automatically so you don’t need to worry about them 
too much. 

This is all you need to do in the Developer Member Center.  

When you get a new app that you’ll want to publish, all you need to do next time is create an App ID and a 
Distribution Provisioning Profile for it.   There is no need to setup Certificates or Device IDs again.
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iTunes Connect

iTunes connect is your main control interface for your app on the App Store.  All the key information such as 
app name, keywords, description and screenshots is controlled from here. 

Go to https://itunesconnect.apple.com and login with your username and password. 

If you haven’t already, please have a look at the section “Agreements, Tax and Banking” to request and sign the 
required contracts with Apple.  You need to have valid contracts in place to be able to publish apps on App Store.

To view your apps and setup new ones, go to “My Apps”



17

Adding New iOS App
Click on “+”  to add new App

A dialogue box will appear, prompting you to enter your app basic details. 

Name is the app name. This is the name displayed on the App Store.  This has to be unique but it can be 
quite long.  It is a good idea to include some of your keywords in the app name to help with the search 
ranking. 

For example:

You have an app you want to call “Candy Match”.
Because the name Candy Match is already taken by someone else, you can use some keywords to make the 
app name unique. 

By calling the app “Candy Match - fun symbol matching game for kids” you kill two birds with one stone.  
You have an unique name AND you also used extra keywords in your app title. 

Be careful not to include too many keywords or your metadata will get rejected by Apple.  Keep it reasonable. 

Primary language is usually English.

Bundle ID is your app bundle ID you generated in Developer Member Center.

Version is your app version.  You can start with version 1.0 for new apps.

SKU is your app identifier.  It can be for example App_MyAppName.
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Version information
Most of the information displayed on App Store is controlled from here. 

Use these buttons to switch between different screenshot screen sizes. 

 

You can drag and drop screenshots to this area. 

The required screenshot image sizes are:

     

 
If your app runs in landscape mode the sizes are the same, only reversed  
(for example your screenshot for iPhone 5 in landscape mode would be 1136 × 640 px).

Screen size Device Screenshot dimensions (portrait)
4.7” iPhone 6 750 × 1334 px
5.5” iPhone 6 Plus 1242 × 2208 px
4” iPhone 5–5s 640 × 1136 px

3.5” iPhone 1–4s 640 × 920 px
iPad iPad – all types 768 × 1024 px  (or 1536 × 2048 px)

Screenshots
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App name as it will be displayed on the App Store

App description: 
This can be quite long. Try to make most of it and make your app sound appealing. Convince people why 
they should download your app.  

Keywords: 
Keywords relevant to your app - these are used when people search for an app.  
Separate keywords by comma. Maximum length of all the keywords is 100 characters.   

Support URL: 
A valid, working URL where users can contact you.  
This can be a simple web page,  Facebook page or a third party support helpdesk. 

Apple will check whether this link works so make sure the web page you put here is active. 

Description and keywords

Tip:  
You can include positive reviews people gave your app in your description. 

Tip:  
Check your app keywords after the app has been released.  Sometimes Apple will remove some of the keywords 
they didn’t think were relevant.  

Note:  
The only way to change keywords at the moment is to submit a new version of your app. Sometimes you may 
need to submit the same app as new version only to change keywords. 
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This is the general information about your app. 

General App Information

App icon:
Upload your app icon here.  
The App Icon has to be in PNG format and exactly 1024 × 1024 px in size.  Don’t make the rounded 
corners yourself – they will be done automatically by iTunes Connect.  Also make sure the file is saved with 
transparency turned OFF.  

Version:
Current app version

Category:
You can choose up to two categories for your app.  
Game category also has sub categories - you can choose two game subcategories for your app.  

Rating:
Based on your app content, select the appropriate rating by answering a simple popup form.  
If in doubt on a particular content, it’s better to select higher rating, just to be on the safe side.  

Your app rating will be generated automatically based on the selection you made.  You can always change 
this later.

Copyright:
Whatever text you want to display in the copyright field.  It can be your name, your company name etc. 

Trade representative contact information:
You can choose to display your trade representative contact details on the Korean App Store.

Even if you don’t wish to display this information, you still need to fill in the name, address and email.
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After you have submitted your completed app to iTunes Connect, you’ll be able to select a build here.

We will cover submitting app to iTunes Connect later on.  You will need to select an active build before 
submitting your app for review.    You can view all the builds you submitted in the Prerelease section.

When you have setup your In-App Purchases (which we will get to in a moment), you need to include them 
for review with the app itself.  

If you forget to include an in-app purchase here and you have one actively used in your app, Apple will 
reject your app and you will need to include the IAP and go through the review process again.  But that’s 
OK, it happens to the best of us and it certainly happened to me on a few occasions  :) 

If you use Game Center in your app, you need to not only set it up in the Game Center section of your app 
setup, but also activate it here and include any leaderboards and achievements you might have for review. 

Build

In-App Purchases

Game center
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Here you enter your own contact details in case Apple needs to get hold of you during the review process.
Both phone number and email address are required. These are not displayed on the App Store.  

You can either set your app to be released automatically straight after it has been approved. 

The second option is to have your app put on hold after it has been approved and release it yourself manually.
This way you can control precisely when your app goes live. 

If your app requires people to register or setup an account, you should provide Apple review staff with 
a demo account login and password. 

App Review Information

Version release

Tip:  
A good day to release an app is usually Thursday / Friday because many big name publisher release apps 
at the beginning of the week in case they find a critical bug that would need immediate fixing by their 
developers. 

Note:  
Keep in mind it can take up to 24-48 hours for your app to start showing in search results after you release 
your app.  
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Availability date is when your app will become available on the App Store.  

Price Tier:
Select the price for your app.  

You can change the app price after is has been released.

Tip:  
Set your availability date at least 5 - 10 days in the future.  This way you have better chance to get your app 
featured in the “What’s New” section of the App Store. 

Pricing
Here is where you set the pricing of your app and availability date. 
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In-App Purchases

In-App Purchases are a good way for your app to make revenue.  

Some of the biggest money making apps are free but make fortune on the consumable In-App purchases. 

To add an In-App Purchase, click on “Create New”

Adding new In-App Purchase
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Select the type of your In-App Purchase.  

It is important to select a correct one - if you choose a wrong type, your IAP will get rejected by Apple review 
staff.   But don’t worry, most of the time you’ll only deal with these two types:

Consumable
Consumable IAP is one that user purchase and then use up.  A typical example would be game coins to 
purchase upgrades within game.  Or extra lives for the main hero to use in the game. 

Non-Consumable
This type of IAP user purchases only once and then he owns it forever.  Typical example is “Remove Ads” 
In-App Purchase.  Another example is “Unlock Extra Features” to grant user access to additional functions 
of your app. 

In-App Purchase Type
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Fill in your In-App Purchase details

Reference name:
The name you use for your internal reference.  This is how will the IAP be described in your sales reports.
This is not how users will see the name of the In-App Purchase – what users see is defined in the Language 
section at the bottom section of this page. 

Product ID:
An UNIQUE identifier for this In-App Purchase.   
It should follow this syntax:  com.yourcompany.yourapp.inappname

Make a note of this ID because you will need to put this in your app code to let the app know what IAP to 
request  (assuming your app is programmed to use In-App Purchases of course).

Price Tier:
Same as the app price – select the price tier you want to use for this In-App Purchase.

Note:  
You cannot reuse the Product ID.  If you delete an In-App Purchase here and want to add it again, you will 
need to use a slightly different Product ID.   

In-App Purchase Summary
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Hosting content with Apple:
Unless you are delivering a downloadable content hosted on Apple’s servers leave this set to No.

Review Notes:
Usually leave this blank, unless you want to provide the review staff with test accounts to use with your IAP. 

Screenshot for Review:
A screenshot of the app showing the IAP purchase button or dialogue.  This is for review purposes only.

Click on the “Add Language” button.
You need to define at least one language 
for your IAP.  Usually if your main language 
is English, just add English language.  

This is what users will see when they try to 
purchase the IAP. 

In-App Purchase Details

Note:  
Don’t forget to include your new In-App Purchase for review with your App Version. Go back to the main App 
general information page to do that.  



28

Game Center

The Game Center section of app lets you manage your game’s leaderboards and achievements.
You can view existing items or create new ones.  
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As a first step to setup Game Center, you need to enable it. 

Now that you have enabled Game Center you can add leaderboards to your game. 

To add a new leaderboard, click the “Add Leaderboard” button. 

Simply click on the blue “Enable” button. 

Choose if your game uses it’s own leaderboards and achievements or whether it shares game center items 
with some of your other apps. 

In most cases you’d use “Single Game” because each game will have it’s own leaderboards and 
achievements. 

Enabling Game Center

Leaderboards
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Then choose a leaderboard type.  Typically you will use a single leaderboard type. 

Combined leaderboard is something you can use to combine multiple game leaderboards into one list.

The basic settings are similar to setting up an In-App Purchase. 

Leaderboard Reference Name:
This is your internal name for this leaderboard.  Simply calling it by your app’s name is fine. 

Leaderboard ID:
This is an unique ID of the leaderboard.  To keep things simple it’s best to use the reverse domain name style.  

For example:   com.mycompany.mygame.leaderboard

Score Formatter Type:
Select what type of score does your game 
report

Sort Order:
Should the score be sorted from high to low, 
or low to high?  

If you measure how many points a player gets, 
more points is usually better than fewer points. 
In this case it’ll be ordering from high to low. 

On the other hand if you have a racing game 
and shortest time is the best, then your ordering 
should be set to low to high. 

Score Range:
Optional.  You can usually leave this blank. 

Score Formatter Typical type of use 
Integer Points, game coins,  

anything that reports  
a whole number (integer)

Fixed Point Number with decimal point
Elapsed Time Racing, endurance,  

“how long can you last?” 
any game that reports elapsed time

Money Money with decimal point  
or as whole number
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Now add the language for your leaderboard.  You can localize the leaderboard to multiple languages. 

Name:
A name of the leaderboard as the users will see it.

Score format:
Same as in the basic leaderboard settings

Score Suffix (singular & plural):
What text should be displayed after the actual number.  It can say “points, coins, hits, gems, bubbles”, 
whatever your game measures. 

Note to put a blank space before the word otherwise your text will be right next to your score number. 
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Let’s have a look at achievements. 

To add new achievements, click the “Add Achievement” button. 

Setting up an Achievement is similar to setting up a leaderboard. Simply fill in the required fields and you 
are done. 

Achievement Reference Name:
your internal name for the Achievement

Achievement ID:
unique ID of this Achievement.  This is how 
your app can identify the achievement in 
the source code. 

Point Value:
any number within 1-100 range.  Each 
achievement has a specific point value. 
The combined value of all achievements 
can be up to 1000 points. 

Hidden:
Specifies if players can see the achievement 
exists before they achieve it. 

Achievable more than once:
Specifies if players can get this achievement 
multiple times. 

Achievements
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Now add the Achievement 
description users will see on the 
Game Center.  

Click on “Add Language”.

For each achievement you have to give it a Title (name).

Pre-earned Description:
How the achievement is described in Game Center, before users receive it. 

Example:  “Collect at least 50 stars” or “Finish the race under 2 minutes”

Earned Description:
What Game Center displays after user receives this Achievement.

Example: “Collected 50 stars” or “Completed race under 2 minutes”

Image:
An Achievement icon or image to show in Game Center. 

Here is an example of an Achievement already setup.

Note:  
Don’t forget to include your new Leaderboards and Achievements for review with your App Version. 
Go back to the main App General Information page to do that.  



34

Reviews

More

You can see the reviews 
users give your app on 
the “Reviews” page.  

The “More” tab is useful for access to the following information: 

• Your app Bundle ID
• Your app Apple ID
• Your app App Store link

If you sell your app and need to transfer it to the buyer, you can initiate 
the transfer here by using the “Transfer App” function.
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Overview

Advertising Networks

Now that you have your app setup in iTunes Connect, let’s have a look at a few advertising networks you can 
use to generate revenue by your app. 

In summary:   
If you want to use banner ads – use iAd or AdMob.  You can even rotate both networks in one app (I’ll show 
you how you can with only a few lines of code).    

If you want to use interstitials (popup ads) – use Chartboost or AppLovin if your app is a game.   
Or use Revmob or AppLovin if it’s any other kind of app. 

Google Admob (Adsense)

Widely spread network, now owned by Google.  
If you want to use banner ads, I’d recommend using AdMob or iAd.

iAd

Apple’s own advertising network.  It’s easy to integrate to any iOS app. 
Payments per 1000 impressions (eCPM) seem to be slightly higher than 
AdMob but the ads are not be available in all countries.  

Chartboost

Good ad network for interstitials (full screen popup ads).  
Chartboost can be used in games only. 

Revmob

An alternative to Chartboost.  eCPM has dropped slightly over the years 
and the ads are simple and repetitive.   On the other hand, you can 
integrate Revmob to any app, not only games.  

AppLovin

Good ad network for any app type.   AppLovin has high pay rates 
for installations.  You get paid more if an user clicks on an ad and 
downloads an app from the advert. 

google.com/admob/

iad.apple.com

chartboost.com

revmobmobileadnetwork.com

applovin.com
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Integrating Ad Networks to your app

Adding an ad network to your app’s source code is fairly simple.  Hopefully for your first few apps you 
will obtain a source code, that already has ad networks integrated so all you’ll need to change is your ad 
network keys.

If you need to add new ad network to your app, all of the networks have their own, well written guides on 
how to integrate them. 

The process is similar to all of them:

1)  Register with the ad network and login to your publisher dashboard

2)  Setup an app in the dashboard to generate the ID keys you’ll need. 

3)  Download the ad network SDK (software development kit).  This is a library you insert to your app’s 
source code. This library will handle all the ad requests. 

4)  Add required libraries this SDK needs to work properly (it’s all described in the ad network integration 
guide). 

5)  Add three  to five lines of code to your app to initialize the ad network

6)  Add one line of code to make the ads appear

Done :) 

Example of the ad network integration 
documentation
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Setting up an app in your ad network dashboard

While the integration of ad network SDK to app’s source code is well documented,  the actual setup of a new 
app in ad network dashboard can be a bit confusing at first.  

Let’s cover the basics so you know where to look when setting up app in different networks. 

1. Click on the “Monetize New 
App” button

2. Select “Add app manually” 
 
Fill in your app’s name 
 
Select iOS platform 
 
Click “Add App”

3. Add new ad unit.  

 Let’s select “Banner” 
 
You can use the default values 
here.  
 
Ad Unit Name: 
Your internal reference name 
 
Click “Save”

 

4. Note the Ad unit ID.  You’ll 
need to put this in your app 
source code. 

Login to your dashboard at 
https://apps.admob.com/#home

Google Admob
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iAd is the only network that does not need any app setup prior to integrating it.  You just tell the app to 
display an ad and it’s linked automatically to your app via the Bundle ID. 

You can view your iAd revenue reports here:
https://iad.apple.com/itcportal/#app_homepage

When setting up a new app in Chartboost dashboard remember to also include your app in Publishing 
campaign. Failing to do so may cause your app not showing any ads.

Login to your Chartboost dashboard at:
https://dashboard.chartboost.com

iAd

Chartboost

1. Click on the “Add App” button 
in the bottom left corner.

2. Select iOS platform

3. Type in App Name

4. Type in App Bundle ID
 Since your app is not on the App Store ye, we 

can’t import any information with the Import 
button yet. 

5.  Select App Orientation

6. Test Mode
 This will display test ads while you test your 

app.  Remember to disable the test mode 
once you submit the app to iTunes Connect. 
 
You can also disable test mode straight away 
and receive normal ads while testing the app. 
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7. Save the settings
  

Note the App ID and App 
Signature.  You will need 
to put these codes in app’s 
source code in Xcode. 

9. Select Ad Type
  

This would be either Static Interstitial 
(image) or a Video Interstitial.   
 
You can setup two campaigns, one for static 
ads and one for video ads. 

10. Give your campaign a Name

11. Start and end dates can be on default 
settings

12.  Select which apps you want to include in 
this campaign.  Usually I would Select All.

Now we need to add this app to a publishing campaign.  

Assuming you don’t have a publishing campaign setup yet, we will create a 
new one. 

8. Click on the “Add Campaign” button in bottom left corner

 Select “Network Publishing”
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13. Campaign Logic
 You can leave this at default settings 

14. Campaign Targeting
 You can setup different campaigns for 

different countries. 

 There is an advantage in setting up separate 
campaigns for Tier 1-3 countries as it would 
later on let you better manage ad publishing. 

 But if you like to keep things simple at the 
beginning, just setup one campaign, include 
all countries in it and add all apps to this 
campaign.  You can always shuffle things here 
later.  :-)

15. Save the campaign.
 All done here.  

 Next time you add a new app, you can just 
add it to this existing campaign. 

AppLovin works slightly different to Chartboost or Revmob.   

You don’t do any setting up of an app in AppLovin dashboard.  Instead you just follow the SDK integration 
guide. There are no App keys or Media ID keys, only one SDK key for your entire AppLovin account. 

When you integrate the SDK and the app requests an advert from AppLovin network, the app’s Bundle ID is 
automatically added to your dashboard.  

You can find your AppLovin dashboard at:
https://www.applovin.com/analytics

The SDK integration guide as well as your SDK ID code is located on the “Docs” page. 

AppLovin
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Setting up new app in Revmob dashboard is much  
easier than Chartboost ;)

Login to your Revmob dashboard at:
https://console.revmobmobileadnetwork.com/dashboard

Revmob

1. Click on “Monetization” tab and then the “Add 
iOS App” button in the bottom section of the 
screen.

2. Type App Name into the Media Name field

3. Rest of the settings can stay on default values, 
unless you want to specifically disable say 
religion or dating ads in your app.

4.  Click “Add” button

5. Note the Media ID code. 
 This is the code you add to app’s source code 

in Xcode.

 Finished.  That was easy, wasn’t it?  
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Xcode

Time to get to the scary stuff - the actual programming language.  Don’t worry, you won’t have to do any 
programming. We will just have a peek around. :-)

An Xcode project is a repository for all the files, resources, and information required to build an app.  
A project contains all the elements used to build your app and maintains the relationships between those 
elements. It contains one or more targets, which tell  Xcode how it should build the app. 

While poking in your Xcode project, you will come across several different types of files. These include:

• Source code, including header files and implementation files
• Libraries and frameworks, internal and external
• Resource files
• Image files
• Interface Builder (xib or Storyboard) files

We are only going to have a look at the bare minimum so you know where to change your advertising 
network IDs, where to change your app icon and launch screen graphics etc. 

The purpose of this guide is not to teach you how to program an entire app (there are far better resources 
for that) but to teach you how to quickly publish an app from a source code you obtained. 

Types of files in your source code

Anatomy of Xcode project

This is a typical Xcode project 
folder viewed in Finder

Main Xcode project file

Ad network files
(note that this is not 
always the case, some 
source codes have 
all the libraries in the 
same folder with the 
rest of the source code)

AppDelegate class

User Interface files

Main View Controller

Resources such as 
images and sound 
are usually here
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These are the basic files in a typical Xcode project.  Keep in mind he folder and file structure depends on 
how the developer set things up and will change from project to project. 

Here is another example. This project use Cocos 2d framework so it has no user interface files. Apart from 
that, it’s similar to the previous example. 

All graphics and sounds used 
by the app are located here

Cocos 2d framework hides here

Main Xcode project file

RevMob library

AdMob library files

Changing these graphic files will 
change the appearance of the 
elements in the app 

Note:  
You may find some projects will be missing some of the files mentioned earlier.  

For example games that use Cocos 2d framework don’t have interface (XIB or Storyboard) files at all and all 
the buttons are defined in the code itself.
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Xcode interface and basic settings

When you open your project in Xcode, it will look something like this: 

Let’s have a look at what’s what... 

Project files

Target basic 
information

Navigator panel

Debug area

Utilities & info 

panel

Project Name

Turn panels 
on and off here

Change build  
target device hereRun project
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Project Name: Your project name. You don’t have to change this to rename your app.  
In fact I’d advise to leave it intact at the beginning. Sometimes when you rename 
a project, Xcode can loose some file connections and won’t compile the app. 

 
 To rename an app you use the “Info” tab (see next page).

Bundle Identifier: Your Bundle ID that you defined in Developer Member Center

Version: App Version.  It has to match version number you setup in iTunes Connect

Build: Build number.  Usually you would follow a three digit formatting. 
 For example app version 1.0 would have build number 1.0.0 then 1.0.1 then 1.0.2 

etc.   App version 1.6 would have build number 1.6.0, 1.6.1, 1.6.2 ... up to 1.6.999. 

 You only need to update build number when you submit a new build to iTunes 
Connect. You don’t need to change the build number when you test the app 
on your device or simulator. 

Team: Team should match the team defined in your app provisioning profile.  To add a 
team setup your developer account  in Xcode preferences under “Accounts” tab. 

Deployment Target: Minimum iOS version the app can run on. 

Devices: Type of devices the app supports  (iPhone / iPad / Universal = both)

Main Interface: Main interface file for selected device

Device Orientation: The device orientation the app supports. 

Status Bar Style: Color and style of the status bar

Identity

Deployment Info
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App Icons and Launch Images

Majority of Xcode apps use image catalogs to store the app icons and launch screens.  
Click on these arrows to view the app icons and launch images.

App icons for different devices and displays

App launch screens Utilities panel
provides information
about the image and 

it’s expected size

Tip – changing the icons and launch images:  
To change the icons and launch images, simply drag and drop 
your new images into the correct image catalog position. 
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App display name

To change the app name that is displayed on the device below the app icon, switch to the “Info” tab.

Then locate the “Bundle display name” key. You can change the app display name here.

Note:  
The bundle display name should not exceed 13 characters. 
If it’s too long the device will not display it entirely.
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Build Settings

The Build Settings tab contains information for Xcode how to compile and run the project. 

Architectures: All new apps have to support 64 bit architecture so your settings should include 
armv7, armv7s and arm64.

Code signing

Provisioning Profile: Download and double click the provisioning profile you created in your Apple 
Developer Member Center.   Your profile should appear in the list here. Select the 
correct profile for your app. 

Code Signing - Release:  These two settings should be set to match what’s defined in your provisioning 
profile.  If you did everything right and set your provisioning profile first, you should 
see only one and correct option here. 
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Product Name: The name of the actual app executable file (ie “Sound Loops.app”).
 It does not have effect on much and the users will most likely never see this. 

 If you have two versions of the same app however (for example free and paid 
version), and you try to submit them both to iTunes Connect, the second app may 
give you error saying that the bundle ID doesn’t match. 

 This is due to both apps having same executable file name.  If you change the 
“Product Name” of the second app version here, the said error should disappear 
and you’ll be able to submit the app as usual. 

Packaging

If you scroll down on the same page, you’ll see a “Packaging” section.  You don’t really need to change 
anything here, but it’s helpful to know this:
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Developer account

Before we dig any deeper, make sure you have added your Apple developer account details to Xcode. 

Click on Xcode -> Preferences in the top menu.  Then select the “Accounts” tab. 

Click on the “+” button to add a new account

Enter your Apple developer ID (email address) and your password. 

Done.  That was easy, wasn’t it? 
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AppDelegate

Basic Xcode files

For the purposes of this crash course, I’ll try to keep things simple.  A seasoned programmer might object to 
the following explanation, but it will do just fine for us, “regular” folks. :-)

AppDelegate is a key file that your app looks up every time it’s launched, minimalized, relaunched 
or exited. 

It’s one of the first files loaded up so most of the time this is the place where the advertising network IDs 
are located. 

In the beginning, and for the purpose of just getting a source code, changing advertising ID codes and 
quickly publishing it to App Store, you only need to look at one method here:

This method tells the device what to do after the app has been launched.  This is the place where most ad 
networks ask you to put their ID codes when integrating their SDK to a Xcode project. 

On the next page you’ll see a couple of examples of the AppDelegate file.

Let’s have a look at some of the key files in your Xcode project.  The basic files we will look at are:

AppDelegate.h
AppDelegate.m

ViewController.h
ViewController.m

Main.Storyboard (or ViewController.xib – or some variation of these)

Notice how you have an AppDelegate.h as well as another one with a “.m” extension.
The .h is called the Header file and the .m is called the Implementation file.

Together, they form the AppDelegate class.  (You don’t need to know all of this by the way.)
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The applicationDidBecomeActive method has one line of code in it to display RevMob popup interstitial 
advert, every time the app becomes active.  This includes launching the app and also restoring it from 
background state.

RevMob media ID

AdMob banner ID

Changing advertising IDs in the source code
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You can see, the ID codes have been replaced with constants in this case.  

This code keeps all of the ID codes stored in a separate Constants.m file to keep things tidy:

If you are unsure, check the source code documentation for instructions, where the ID codes are located. 
Any good source code you purchase should have at least a basic documentation explaining were to change 
the essential bits. 
  

In some cases, the Ad network ID codes can be stored in a separate file.  Some developers use this approach 
to keep the app settings grouped together in one handy file.  

Here is an example:
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View Controllers

Because mobile apps have limited amount of screen space for displaying content, they must be creative in 
how they present information to the user. 

View controller is a class that takes care of managing content and showing and hiding of it. 

Unless you have a one-screen only app, there usually are multiple view controllers in a project.  By having 
different view controller classes,  you break up the implementation of your user interface into smaller and 
more manageable units.

If you needed to change a position of a button programmatically in the source code or perhaps hide some 
buttons,  ViewController would be a class to look for it. 

Calling popup ads or displaying of banner ads can also be called from View Controller class, depending on 
how your app has been coded.

There is a in-depth overview of view controllers in Apple’s documentation at: 

https://developer.apple.com/library/ios/featuredarticles/ViewControllerPGforiPhoneOS/AboutViewControllers/AboutViewControllers.html

View will appear on screen

If user did not purchase “Remove 
Ads” in-app purchase,  
show banner ads.

Example of simple View Controller class
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XIB user interface files and Storyboards

Xcode comes with integrated user interface editor. Interface Builder provides a visual approach to application 
interface design that is intuitive and easy to use.

XIB  files and Storyboards are user interface files that help you visually lay out and organize elements on your 
app’s screen. Elements such as buttons, labels, images, windows, tables etc. 

If your app use interface files, you can easily reposition elements on the screen using the interface builder.

While XIB files represent one file = one screen view, storyboards combine multiple views into one file. 

iPhone screen

Buttons

Button text

Button image

Example of simple user interface file

Note:  
Xcode will only see files that you have imported into your project.  This means if you create a new image 
for a button with different filename, you need to add the new file to your project by clicking on menu 
File -> “Add files to ...”

Note:  
Some projects do not use interface builder files such as XIB or Storyboards and define all UI elements in the 
source code programmatically. 
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Linking buttons to 
their definitions in 

source code

This way if you tell 
app to ie “Hide 

button number 6” it 
will know which is it.

If user taps a button 
(Touch Up Inside), 

run this action.

User interface files are linked to View Controller classes in the source code.   The image above shows how  
buttons are linked so the app knows what action it should do, when user taps on a button. 
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Testing app on simulator and real device

Select device or simulator

Run the app

You can test your app on an iOS simulator or your own device.  To test an app on your device, simply connect 
it to your computer via cable and select your device from the drop down menu list. 

Then click the “Run” button to compile and run the app. 

If you selected any of the iOS simulator devices, Xcode will launch the simulator and launch the app in it. 
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Common errors when compiling an app

When you try to compile and run your app you may 
encounter some errors and warnings.  

Warnings are just a compiler notices to point out 
something and your app will still run fine.

Errors however will stop the compiling process and 
you have to fix them before you can run the app. 

Sometimes it takes a while for the simulator to launch, install the app and launch it.   When this process takes 
too long, Xcode can stop running the app and display a message “Lost connection to iOS device”. 

Solution:  Leave the simulator running and simply compile and run the app again.  

This type of error usually happens when you integrate third party SDK but forgot to link the libraries to the 
project.  

Solution: Check your ad network integration documentation if you linked all of the required libraries in 
“Build Phases”  ->  “Link Binary With”.

Clang / Linker error

Lost connection to simulator

Here are some of the most common hiccups you may encounter:

Warnings

Errors
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In some cases Xcode may forgot about the third 
party Ad Network libraries.  This may happen when 
you move your project to a different folder, rename a 
project or sometimes even when you close the project 
and open it again. 

Solution:  

1.  Check the file is in fact in your project directory and it had not been deleted by mistake.

2.  Click on the file name in your project navigator and press “Delete”.

3.  Select “Remove References Only”.  This will remove references to the file from your project but it will not 
physically delete the file from your hard drive.

4.  Click on “File” menu and “Add files to”. You can do the same task by right clicking on the files in project 
navigator.  Find the required file in your project directory and “add” it again. 

This should help Xcode remember the file is in fact there and this error should go away. 

File not found

File not found

File is here
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Taking screenshots

When you run an app in Simulator, the easiest way to take a screenshot is simply by pressing Command-S. 

This will save a screenshot of the simulator screen on your desktop. You can use this screenshot to directly 
upload to iTunes Connect. 

For your reference here are the screenshot sizes you can upload to iTunes Connect:

The iPhone 6 and iPhone 6 Plus screenshots don’t accept cropped (without status bar) uploads.

5.5in (iPhone 6 Plus):
1242 × 2208px portrait

4.7in (iPhone 6):
750 × 1334px portrait

4in (iPhone 5 and 5s):
640 × 1096px portrait (without status bar) minimum
640 × 1136px portrait (full screen) maximum
1136 × 600px landscape (without status bar) minimum
1136 × 640px landscape (full screen) minimum

3.5in (iPhone 4 and 4s):
640 × 920px portrait (without status bar) minimum
640 × 960px portrait (full screen) maximum
960 × 600px landscape (without status bar) minimum
960 × 640px landscape (full screen) maximum

iPad:
768 x 1024 px portrait (minimum)
1536 x 2048 px portrait (maximum)
1024 x 768 px landscape (minimum)
2048 x 1536 px landscape (maximum)
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Submitting to App Store

Now that you are happy with your app, you have tested it and everything works fine, it is time to upload it 
to iTunes Connect for review and release on App Store.

Assuming you have done these steps already:

- Setup your app in iTunes Connect
- Modified the app the way you want it
- Tested it on simulator for all devices  (iPhone 4 - 6 & iPad)

Now the final steps are:

- Archive (build) the app
- Validate and submit the archive to iTunes Connect
- Assign this archive (build) to your app version in iTunes Connect
- Submit the app for review
- Have some wine and relax while your app is waiting for review

1. Connect your iOS device (iPhone or iPad) to your computer via cable.

2. Select your device as active scheme.

3. Click on the Product menu -> Archive 

Building your app archive
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After our app was archives successfully, an Xcode Organizer window will pop up.  
(You can always find this window in Xcode under menu Window -> Organizer).

Here is what the Organizer window looks like:

Validation is basically a quick check if your app archive is correct.  If there are any issues with the archive, 
Xcode will give you a warning message saying what should you fix. 

To validate your archive, click on the Validate button. 

Select your Developer Team. Click on “Choose”

Validating and Submitting archive to iTunes Connect

Your past app archives

Latest archive version

Use these buttons to 
validate and submit 
your app

App version

App name
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Now you can submit the app archive to iTunes Connect.

Submit process will upload your app to iTunes Connect so it can be reviewed by Apple and then released 
on App Store.

To submit your archive, click on the Submit button. 

The rest is same as with the validation process.  

When your submission is successful, your app archive (build) is now in iTunes connect. 

You can see it in your app setup under “Prerelease” tab.  

Confirm the settings by clicking the “Validate” 
button.

When all is well, you get a “Validation Successful” 
message.
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Before you can ask Apple to review your app, you have to wait for the system to process your build.  
You’ll know it’s ready when the build status has changed to “Inactive”.

Then go to the “Build” section of the app setup in iTunes Connect, click on the “+” button and select the 
build you just uploaded. Click on “Done” and then “Save” at the top of the screen.

Assigning build to app version in ITC

1.

2.

3.
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Everything has been building up to this point.   :-)
Now that everything is setup, you can submit your app for review. 

Click on the “Submit for Review” button.

On the next screen, select the Export compliance, Content right and Advertising Identifier use. 

Above are the usual choices for most of the apps.   

Export compliance and Content Rights are usually always set to “No”, unless your app uses encryption 
or third-party content. 

Advertising Identifier should be always set to “Yes” if you have any kind of ad network integrated in your 
app.   If there is no advertising in your app or any other way of tracking users, you should set this to “No”.

When you have selected the correct choices, click on “Submit” at the top of the screen.

All done!  Now sit back, relax, have a glass of wine and wait about a week for your app to go into review process. 

Submitting app for review
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Reskinning apps

Reskinning apps is a good way to get you into the app business quickly and with relatively small investment 
requirements.  Rather than paying tens of thousands of dollars to get an app developed, you can buy quality 
source codes at low cost, change the graphics and sounds and publish this app as your own.  

The benefits of reskinning apps:

• It’s much cheaper than developing app from scratch
• Reskinning is usually quite simple process once you learn how to do it
• It’s faster to prepare app for App Store
• You can reuse the source code for multiple apps 

How to reskin an app?
Most of the good source codes you can purchase come with some sort of manual how to prepare it for the 
App Store.  The reskinning process is usually fairly straightforward.   You find the folder with images used 
in the app, and replace the images with your own graphics.  The key is to keep the image dimensions and 
format the same as the original file. 

Here are a few examples:

Original fileOriginal file

Original file

New graphicsNew graphics

New graphics

Obviously the best software for this task is Adobe Photoshop for working with photos and Illustrator for 
vector graphics but you can get the job done using other software as well.   Most of the graphic files are 
usually in PNG or JPG format. 
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Here is how the files may look in your project directory. All of the images in this folder would need to be 
changed to reskin the app.  It may look like a lot but it can be done in one afternoon:

Same source code - three different games

File name needs to 
stay the same

This example code use a Cocos2D framework.  
Each image has four variations – the difference is 
in image dimensions. Larger displays need bigger 
images for best user experience.

Image dimensions 
need to stay the same
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Getting App Store Reviews

Changing sounds and music
Changing sounds and music is the same as changing graphics. Just find the sound files within your source 
code folder and replace them with your own sounds and music. Don’t forget to use the same file name and 
format so Xcode can find your files. 

Have a look at page 6 of this guide for a list of resources where you can get royalty free images, artwork and music 
for your apps.

Reviews are important to your app success.  The more positive reviews your app receive, the better ranking 
it will obtain and the more valuable it will become.   Getting good reviews is therefore important part of 
your app marketing. 

Here are a few tips how you can get reviews for your apps:

Ask friends to post a review for you.
The cheapest and most obvious option.

Hire someone to post a review for your app.
You can pay someone to post a review for your app.  One of the best places to find people for this job is on 
fiverr.com.  You can pay only $5 to get few reviews.  
Be careful  though – if someone says he can get you 20 reviews for $5, it’s most likely this person will use multiple 
Apple ID’s on a handful of devices to post these reviews.  Because all reviews are checked by Apple’s staff, if multiple 
users post a review for the same app from one device, Apple will most likely discover this and treat it as foul play.

Use an review exchange service such as appreview.me.  
It’s free to use and serves as a community for indie developers to rate each other’s apps.  It works on points 
basis so you rate other developers’ apps to get points, which are then used to get reviews for your own apps. 
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Bonuses
Have a look in the “Bonuses” folder, you’ll find there are some great resources there that will help you with 
your mobile app publishing. 

Links to websites with royalty free graphics

Links to websites providing free sounds

Link to website with amazing free music from talented artist Kevin MacLeod.  You can use his music in your 
apps but don’t forget to credit him. 

Links to free fonts websites

And ... an Mac OS application that will save you many hours of work:

Scale iOS icons application – simply drag and drop an icon you want to scale for your iOS app project and 
this application will resize and save your icon in many different sizes. 

Result  :)

Drag your icon onto the app
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Visit 
www.coldfireapps.com
for quality source codes

like these:
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Questions? 

Email me at 
michal@michalwurm.com 

I’m happy to help.   
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LEGAL INFORMATION

This information product is protected by copyright laws and international copyright treaties, as well as other intellectual property laws and treaties. 
Any accompanied product and software bundled with this guide is also covered by the End User License Agreement posted on ColdFireApps.com website.

COPYRIGHT
All title, including but not limited to copyrights, in and to the product and any copies thereof are owned by Michal Wurm, owner of ColdFireApps.com. All title 
and intellectual property rights in and to the content which may be accessed through use of the product is the property of the respective content owner and 
may be protected by applicable copyright or other intellectual property laws and treaties. 

All rights not expressly granted are reserved by Michal Wurm and ColdFireApps.com. 

LIMITATION OF LIABILITY
In no event shall Michal Wurm, Digital Arts Limited or ColdFireApps.com be liable for any damages (including, without limitation, lost profits, business 
interruption, or lost information) rising out of ‘Authorized Users’ use of or inability to use this product, even if ColdFireApps.com has been advised of the 
possibility of such damages. In no event will ColdFireApps.com be liable for loss of data or for indirect, special, incidental, consequential (including lost 
profit), or other damages based in contract, tort or otherwise. Michal Wurm, Digital Arts Limited or ColdFireApps.com shall have no liability with respect to 
the content of this product or any part thereof, including but not limited to errors or omissions contained therein, libel, infringements of rights of publicity, 
privacy, trademark rights, business interruption, personal injury, loss of privacy, moral rights or the disclosure of confidential information.

INDEMNIFICATION
You hereby agree to indemnify, defend and hold harmless Michal Wurm, Digital Arts Limited and ColdFireApps.com from and against any and all claims, 
lawsuits, damages, losses, liabilities and costs (including attorneys’ fees) that directly or indirectly arise or result from your use or misuse of the product and 
any accompanied software, or any violation by you of any of the provisions of this license agreement. ColdFireApps.com reserves the right, at its own expense 
and in its sole and absolute discretion, to assume the exclusive defence and control of any matter otherwise subject to indemnification by you, in which event 
you will cooperate with ColdFireApps.com in asserting any available defences.
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