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A warm welcome

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.

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



A little story

Before we begin and | 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 | got started in the app business.

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

What did | do back then? Nothing.

It was at the point of my life where things did not work quite as good as I'd like, | 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 | felt living life in a hamster wheel
most of the time.

| 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, | finally sat down, purchased a simple memory game source code,
and by trial and error and many hours of Google search | 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.

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

It wasn’t much, but it was a start. | knew if | keep on going, publishing new apps and promoting them, over
time the revenue will increase. What was more important - | knew how to do it now. So | 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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Prerequisites

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

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

— Farrah Gray



Process overview

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

1.

2.

Purchase an app source code

Create publishing certificate, app identifier and provisioning profile

Setup your app in iTunes Connect

Register your app with advertising networks you want to use

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

Change the app’s graphics (reskin) if necessary

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

integrated).

Test your app

Upload the code to App Store and submit it for review
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Getting a source code

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 faVOUrlte ones are: "ereeplk @ [13.726|[ § [31.748 | W [7.403|[ @0 &y We're Hiring  Whatis Freepik?  Login

Exclusive files Vectors PSD Files SVG Icons Stock photos

www.fotolia.com |
www.freepik.com

www.shutterstock.com

MUSiC & SOI.II'IdS for games bik helps you to find free vector art, illustrations, icons, PSD and photos for using in websites, banners, presentations, magazines...

We are currently creating hundreds of free vectors daily

Discover our exclusive content! Find dozens of free vector graphics every day, all designed by Freepik.

FREEPIK DESIGNS VECTORS

www.incompetech.com

www.freesound.org



Creating Certificates, App Identifiers and provisioning profiles

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/ )

r
@& Developer

building your own app success starts here

Login with your developer ID and password

ssessssssee

Forgot ID or 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”

& Developer Member Center

Your Account

People Programs & Add-ons

Organization: Digital Arts Limited Hi, Michal Wurm | Sign out

Developer Program Resources Developer Program Overview

Technical Resources and Tools

Dev Centers

o Iy access a range of technical resources.
@] Mac | Safari

App Store Distribution

Community and Support

App Store Resource Center
Learn about how to prepare for
App Store Submission.

Apple Developer Forums
Discuss technical topics with other developers and
Apple engineers.

X

Certifi , Identifiers & Profiles

Manage your certificates, App IDs, devices, and
provisioning profiles.

iTunes Connect

Submit and manage your apps on the App Store.

Developer Support
Request technical or developer program support.
Technical | Program

Read about accessing the resources and benefits of your i0S

m Developer Program

News and Announcements

Get app submission tips, learn about new features in
iTunes Connect and receive guidance on developing and
marketing your apps. Learn more »



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. EE oA
Select iOS App Development.

@ Certificates
@ Identifiers
E_ Devices

@ Provisioning Profiles

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.

Learn More
1 App Distribution Guide

Now repeat the process, only this time select “App Store and Ad Hoc” type.

‘ DeVEIC)per Technologies Resources Programs Support Member Center Q
Certificates, Identifiers & Profiles Michal Wurm +
i0S Apps = iOS Certificates (Production) +|[q
7 Certificates 3 Certificates Total
All Name Type Expires
Pending com.digitalarts.candyrush APNs Production i0S Dec 17, 2014
Development Digital Arts Limited i0S Distribution MNov 17, 2015
Production
Digital Arts Limited i0S Distribution Mar 13, 2015

10| ldentifiers
App IDs
Pass Type IDs
Website Push IDs
iCloud Containers
App Groups

Merchant 1Ds

[] Devices

All

[} Provisioning Profiles
All
Development

Distribution

10



Add iOS Certificate Q]

Selact Type Request /, Generate »  Download
ot

Ctfivente

What type of certificate do you need?

Development

i0S App Development
Sign development versions of your iOS app.

Apple Push Notification service S5L (Sandbox)
Establish connectivity between your notification server and the Apple Push Notification service
sandbox environment. A separate certificate is required for each app you develop.

Production

© App Store and Ad Hoc
Sign your i0S app for submission to the App Store or for Ad Hoc distribution.

Apple Push Notification service SSL (Production)
Establish connectivity between your notification server and the Apple Push Notification service
production environment. A separate certificate is required for each app you distribute.

Pass Type ID Certificate
Sign and send updates to passes in Passhook.

Website Push ID Certificate
Sign and send updates for Websites.

VolIP Services Certificate
Establish connectivity between your server and the VolP service. A separate certificate is
requried for each VolP app you distribute.

Apple Pay Certificate
Decrypt app transaction data sent by Apple to a merchant/developer.

1



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. | usually also select “Data Protection - complete data protection”.

Then click the Continue button at the bottom of the page.

12



Register iOS App ID (a]
a Registering an App ID

The App ID string contains two parts separated by a period (.)—an App ID Prefix that is defined
as your Team ID by default and an App ID Suffix that is defined as a Bundle ID search string.
Each part of an App ID has different and important uses for your app. Learn More

App ID Description

Name:  Awesome App Name
You cannot use special characters such as @, &, *,', "
Please enter a valid Name

App ID Prefix

Value: (Team ID)

App ID Suffix

© Explicit App ID
If you plan to incorporate app services such as Game Center, In-App Purchase, Data
Protection, and iCloud, or want a provisioning profile unigue to a single app, you must
register an explicit App 1D for your app.

To create an explicit App 1D, enter a unique string in the Bundle 1D field. This string
should match the Bundle ID of your app.

Bundle ID: | com.mycompany.myawesomeapp

We recommend using a reverse-domain name style string (i.e.,
com.demainname.appname). It cannot contain an asterisk (*).

App Services

Select the services you would like to enable in your app. You can edit your choices after this
App ID has been registered.

Enable Services: (| App Groups
[ Associated Domains
|| Data Protection
Complete Protection
Protected Unless Open
Protected Until First User Authentication

Game Center
HealthKit
HomeKit
Wireless Accessory Configuration
Apple Pay
iCloud
Compatible with Xcode 5

gy yis

Include CloudKit support
(requires Xcode 6)
In-App Purchase
Inter-App Audio
Passbook
Push Notifications
WPN Configuration & Control

BEEESNERD

== . |

13



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.

iOS Provisioning Profiles (Distribution) +||z7]| @
57 profiles total.

Mame s Type Status

2048 Paid (distribution) i05 Distribution @ Active

Airways Braniff (distribution) i0S Distribution @ Active

Airways TWA (distribution) i05 Distribution @ Active

Alien Fighter (distribution) i0S Distribution @ Active

Ambulance Rush (distribution) i0S Distribution @ Expired

Big Win Roulette Paid (distribution) i0S Distribution @ Active

14



Add iOS Provisioning Profile ==ll.0.)

Select Type Configure » Generate / Download

7

What type of provisioning profile do you need?
L _PROV.

Development

i0OS App Development
Create a provisioning profile to install development apps on test devices.

Distribution

© App Store
Create a distribution provisioning profile to submit your app to the App Store.

~ Ad Hoc

Create a distribution provisioning profile to install your app on a limited number of registered
devices.

= . |

Select App ID.

If you plan to use services such as Game Center, In-App Purchase, and Push Notifications,
or want a Bundle ID unique to a single app, use an explicit App ID. If you want to create one
provisioning profile for multiple apps or don't need a specific Bundle ID, select a wildcard
App ID. Wildcard App IDs use an asterisk (*) as the last digit in the Bundle ID field. Please
note that i0S App I1Ds and Mac App |IDs cannot be used interchangeably.

App ID: | Gop Rush (RQWMAKEHM2.com.digitalarts.coprush)

Select certificates.
_PROV_

Select the certificates you wish to include in this provisioning profile. To use this profile to
install an app, the certificate the app was signed with must be included.

Digital Arts Limited (05 Distribution)
Mar 13, 2015

© Digital Arts Limited (105 Distribution)
Nov 17, 2015

[

15



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.

| 4

Sales and Trends Payments and [ Users and Roles
Financial Reports

Agreements, Tax, Resources and
and Banking Help

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”

iTunes Connect My Apps v

Photo Fix: 0s Percentages: 0s Relaxing 0s
ultimate image... easy percenta... Sounds:...
© 1.0 Prepare for Submission @ 1.0 Ready for Sale @ 1.0 Ready for Sale
\\\ 2013
o \ _US Airlinés
| = “ ./ e
v

Candy Match 0s US Airlines 2013 o2 Photo FX Master o=
with Friends

@ 1.0 Ready for Sale ® 1.0 Ready for Sale
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Adding New iOS APP iTunes Connect My Apps ~

Click on “+” to add new App @

New iOS App

Name 7 Version 7

Primary Language 7 SKU 7

Choose -

Bundle ID 7
Choose -

Register a new bundle ID on the Developer Portal.

| Cancel |

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.

17



Version information

Most of the information displayed on App Store is controlled from here.

Screenshots

< My Apps

1.0 Prepare for Submission

i)
[?W Photo Fix: ultimate image filters and effects collection
e

Versions Prerelease Pricing In-App Purchases Game Center Reviews Newsstand More

1.0 Submit for Review
Version Information English
App Video Preyicuraad

5.54nch | a-inoh as-lnd‘E Use these buttons to switch between different screenshot screen sizes.

You can drag and drop screenshots to this area.

Drag app video preview and up to 5 screenshots here.

The required screenshot image sizes are:

4.7" iPhone 6 750 x 1334 px
5.5" iPhone 6 Plus 1242 x 2208 px
4" iPhone 5-5s 640 X 1136 px
3.5” iPhone 1-4s 640 X 920 px
iPad iPad - all types 768 x 1024 px (or 1536 x 2048 px)

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 x 640 px).

18



Description and keywords

App name as it will be displayed on the App Store

Name 7

Photo Fix: ultimate image filters and effects collection

Description 7 Keywords 7

photo, image, editor, photoshop, picture, edit, effect, filter, frame, enhance, editing, mem

Support URL 7

hittp:/Awww.celdfireapps.com

Marketing URL 7

Privacy Policy URL 7

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.

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

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.

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.

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.

19



General App Information

This is the general information about your app.

App icon:

Upload your app icon here.

The App Icon has to be in PNG format and exactly 1024 x 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.

General App Information
App lcon 7 Copyright 7

! Copyright @ 2015 Digital Arts Ltd.

Trade Representative Contact Information 7
Display Trade Representative Contact Information on the Korean App Store.

Digital Arts Limited

Michal Wurm
ApplelD 7 163 Tennyson Street
961420870
Version 7
10 Napier
4112 New Zealand v
Category 7
info@coldfireapps.com
Photo & Video v
Lifestyle ~ Routing App Coverage File 7
Rating Edit
Ages 4+ Choose File
Additional Ratings

License Agreement Edit
Apple's Standard License Agreement

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.
20



Build

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.

Build

Xcode 5.1.1 Application Loader 3.0

In-App Purchases

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 :)

In-App Purchases &

Referance Name Product ID Type

Unlock Full com.digitalarts. photofix.unlock Non-Ceonsumable

Game center

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.

Game Center

Leaderboards
Reference Name Leaderboard ID Type
Candy Match candymatch Single

Achievements

Reference Name Achievement 1D Points
Willy Wonka 35194081 80
Lollipop King 35191080 50
Box o' Chocolates 35198080 90
Sweet Dreams 35194080 70

21



App Review Information

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.

App Review Information

Contact Information 7 Notes 7

Michal Wurm

Demo Account 7

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

Version release

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.

Version Release

This app version can be automatically released right after it has been approved by App Review. You can also manually release it at a later date on the iTunes Connect website or in iTunes
Connect for iOS.

® Automatically release this version

Manually release this version

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.

22



Pricing

Here is where you set the pricing of your app and availability date.

< My Apps

| Photo Fix: ultimate image filters and effects collection

& > ¥
Lfs 1.0 Prepare for Submission
& g

Versions Prerelease In-App Purchases Game Center Reviews Newsstand More v

1.0 Submit for Review

3

Photo Fix: ultimate image filters and effects c...

Select the availability date and price tier for your app.

Availability Date | p1/Jan 29 2015

Price Tier  Choose

View Pricing Matrix »
Discount for Educational Institutions

Custom B2B App [

Unless you select specific territories, your app will be available for sale in all App Store Volume Purchase Program territories.

Manage iCloud download settings for this app

can cel m

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.

23



In-App Purchases

< My Apps

[ -
5@ Photo Fix: ultimate image filters and effects collection o=
E © 1.0 Prepare for Submission

Versions Prerelease Pricing In-App Purchases Game Center Reviews Newsstand More v

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.

Adding new In-App Purchase

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

Create New

Photo Fix: ultimate image filters and effects collection

Apple ID 961420870 Bundle ID : com.digitalarts.photofix

Unlock Full com.digita...s.photofix.unlock Non-Consumable 961421352 B In Review

‘ View or generate a shared secret

24



In-App Purchase Type

Photo Fix: ultimate image fi... — In-App Purchases

Select Type

Select the In-App Purchase type you want to create. If a type is missing, make sure you have agreed to the most recent Paid
Applications agreements. To do so, the user with the Legal role must go to Agreements, Tax, and Banking. Ensure that you also
agreed to the Developer Program License Agreement before you go to Agreements, Tax, and Banking. You should also ensure that
your app is not vulnerable to fraudulent In-App Purchases, review the In-App Purchase Receipt Validation documentation.

Learn more about offering In-App Purchases.”

Consumable
A consumable In-App Purchase must be purchased every time the user downloads it. One-time services, such as fish food in a
fishing app, are usually implemented as consumables.

Non-Consumable
Non-consumable In-App Purchases only need to be purchased once by users. Services that do not expire or decrease with use
are usually implemented as non-consumables, such as new race tracks for a game app.

Auto-Renewable Subscriptions
Auto-renewable Subscriptions allow the user to purchase updating and dynamic content for a set duration of time.
Subscriptions renew automatically unless the user opts out, such as magazine subscriptions.

Free Subscription

Free subscriptions are a way for developers to put free subscription content in Newsstand. Once a user signs up for a free
subscription, it will be available on all devices associated with the user’s Apple ID. Note that free subscriptions do not expire
and can only be offered in Newsstand-enabled apps.

Non-Renewing Subscription

Non-Renewing Subscriptions allow the sale of services with a limited duration. Non-Renewing Subscriptions must be used for
In-App Purchases that offer time-based access to static content. Examples include a one week subscription to voice guidance
feature within a navigation app or an annual subscription to online catalog of archived video or audio.

Cancel

Select the type of your In-App Purchase.

Itis 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.

n”
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In-App Purchase Summary

Photo Fix: ultimate image fi... — In-App Purchases

In-App Purchase Summary

Enter a reference name and a product 1D for this In-App Purchase.
Reference Name: Your IAP Reference name

Product ID: | com.company.voutaprname./APname

Pricing and Availability

Enter the pricing and availability details for this In-App Purchase below.
Cleared for Sale Yes @ No

Price Tier | Select

View Pricing Matrix

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).

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.

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

In-App Purchase Summary (218
If you have any questions about your In-App Purchase, contact us.
Reference Name: Unlock Full

Product ID: com.digitalarts.photofix.unlock

Type: Non-Consumable
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In-App Purchase Details

In-App Purchase Details @18 Status © Ready to Submit

Language

Details for this In-App Purchase are shown below. You must provide at least one language at all times.

Add Language

Language Display Name Description

English Unlock Full Version Remove ads & unlock extra features

Edit Language

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.

Language English

Display Name  Unlock Full Version

Description  |Remove ads & unlock extra features

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

Cancel Save

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.

Hosting Content with Apple

This feature is turned off. If you want Apple to host content for your In-App Purchase, click Edit to turn on this feature.

Review Notes (Optional)

Additional information about your In-App Purchase that can help us with our review, such as test accounts that can be used (including user names,
passwords and so on). Review notes cannot exceed 4000 bytes.

Screenshot for Review

Before you submit your In-App Purchase for review, you must upload a screenshot. This screenshot will be for review purposes only. It will not be
displayed on the App Store. Screenshots must be at least 640x920 pixels and at least 72 DPI.

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.




Game Center

< My Apps

Viccs)

- ”, . ) .
5"'*’ % Candy Swap Free: casual candy swapping game with real rewards and cash multiplayer tournaments |05

*

’
@ 1.5 Ready for Sale
5.0
Versions Prerelease Pricing In-App Purchases v iews More ~

The Game Center section of app lets you manage your game’s leaderboards and achievements.
You can view existing items or create new ones.

Game Center

To share leaderboards and achievements of this app with other apps you have provided, move this app to a Game Center group.

Leaderboards

Leaderboards

Leaderboards allow users to view the top scores of all Game Center players of your app. Leaderboards that are live for any app version

cannot be removed.

Add Leaderboard Move All Leaderboards into Leaderboard Sets @ Manage Scores and Players @ Delete Test Data: @

: — Candy Match candymatch Single (-] Live

Achievements

An achievement is a distinction that a player earns for reaching a milestone, or performing an action, defined by you and programmed into

your app. Once an achievement has gone live for any version of your app, it cannot be removed.

Add Achievement

L S ] . S

—  First Taste candymatch_1 10 Live
= Chocolate Fish candymatch_2 10 Live
= Jelly Bean candymatch_3 30 Live
= Cotton Candy candymatch_4 40 Live
— Lollipop King candymatch_5 50 Live
= Sugar Rush candymatch_6 60 Live
— Sweet Dreams candymatch_7 70 Live
=  Willy Wonka candymatch_8 80 Live
— Box o' Chocolates candymatch_9 90 Live
= Candy Machine candymatch_10 100 Live
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Enabling Game Center

As a first step to setup Game Center, you need to enable it.

Enable Game Center

To add Game Center to your app binary, you must include the feature in the Game Kit framework. You can start by enabling Game Center for a single game or
a group of games. Both options enable multiplayer features including compatibility across multiple apps.

Single Game Group of Games
Select this option if your app has its own Select this option if this app shares
set of leaderboards and achievements. leaderboards and achievements with

other apps you have provided.

Enable for Single Game Enable for Group Games

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.

Leaderboards

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

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

Leaderboards

Leaderboards

Leaderboards allow users to view the top scores of all Game Center players of your app. Leaderboards that are live for any app version

cannot be removed.

Delete Test Data: @

‘

Click Add Leaderboard to get started.
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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.

Game Center - Add Leaderboard

Choose Leaderboard Type

Single Leaderboard Combined Leaderboard

Create a new leaderboard. You cannot create a combined leaderboard until you have
two or more single leaderboards with the same score
format type and sort arder.

Cancel

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:

Thisis 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

Select what type of score does your game

Integer Points, game coins,
report anything that reports
awhole number (integer)
Sort Order: Fixed Po!nt Number' with decimal point
Should the score be sorted from high to low, Elapsed Time Racing, endurance,

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

If you measure how many points a player gets, Money Money with decimal point
more points is usually better than fewer points. or as whole number
In this case it’ll be ordering from high to low.

or low to high?

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.
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Gold Reef Cards Match - Add Leaderboard

Single Leaderboard

Leaderboard Reference Name |py | saderboard Name &

Leaderboard ID |com.company.apename.leaderbaard ?

Score Format Type | Integer ?

Score Submission Type @BestScore  ()Most Recent Score 7

Sort Order ()Low to High @High to Low ?

Score Range (Optional) To ?
-9223372036854775000 9223372036854775000

Leaderboard Localization

You must add at least one language below. For each language, provide a score format and a leaderboard name.
Add Language

Click Add Language to get started.

Now add the language for your leaderboard. You can localize the leaderboard to multiple languages.

I Edit Language |

Language English
2%
Name |Gandy Match )
Score Format | Integer (100,000,122) fr‘,
Score Format Suffix | point [f?,
Score Format Suffix (Plural) | points f«‘,
= = %
Image(Optional) (@NTNSETS @
\__ Cancel ‘; Save

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. .



Achievements

Let’s have a look at achievements.

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

Achievements

An achievement is a distinction that a player earns for reaching a milestone, or performing an action, defined by you and programmed into

your app. Once an achievement has gone live for any version of your app, it cannot be removed.

Add Achievem

10 Achievements [ Q Search Y
Reference Name Achievement ID Points Status
First Taste candymatch_1 10 Live
Chocolate Fish candymatch_2 10 Live
Jelly Bean candymatch_3 30 Live
Cotton Candy candymatch_4 40 Live
Lollipop King candymatch_5 50 Live
Sugar Rush candymatch_6 60 Live
Sweet Dreams candymatch_7 70 Live
Wwilly Wonka candymatch_8 80 Live
Box o' Chocolates candymatch_9 a0 Live
Candy Machine candymatch_10 100 Live

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

AChlevement Reference Name: Gold Reef Cards Match - Add Achievement
your internal name for the Achievement

Achievement

Achievement ID: P
unique ID of this Achievement. This is how Ackevement D somar o
your app can identify the achievement in

Hidden Yes (s) No (

the source code. _ o
Achievable More Than Once Yes No (=

Point Value:

any number within 1-100 range. Each

achievement has a specific point value.

Achievement Localization

These are the languages in which your achievements will be available for display in Game Center. You must add at least one language.

_ s
The combined value of all achievements — -
can be Up to 1000 pOintS, Click Add Language to get started.
Hidden:
Cancel m

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

Achievable more than once:
Specifiesif players can get this achievement

multiple times.
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Add Language

Language Choose Language

<

Now add the Achievement
description users will see on the Title
Game Centel’. Pre-earned Description ‘

Earned Description ‘

Image Choose File

Click on “Add Language”.

Cancel ) Save
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.
Edit Language
Candy Match with Friends - Edit Achievems¢
Language  English
Achievement Title | Cotton Candy
Pre-earned Description |C"'"“I 15,000 points.
Achievement Reference Name [cotton Gandy Earned Description |Co|lec|ed 15,000 points. :
Achievement ID candymatch_4 Image 7 e L eds )
Point Value 40 / ‘
'oint Value . ’ ’
460 of 1000 Points Remaining ’ ’
Hidden Yes ) No @ : ’
Achievable More Than Once Yes () No @ IIIIIA
Achievement Localization el S
These are the languages in which your achievements will be available for display in Game Center. You must add at least one language.
Image Language Title

&

; : English Cotton Candy

Grade

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.




Reviews

< My Apps

/III’ "

#7417 Candy Swap Free: casual candy swapping game with real rewards and cash multiplayer tournaments

fﬁw\‘ ¥ ® 1.5 Ready for Sale
"
FFTT

Versions Prerelease Pricing In-App Purchases Game Center Ionc e

You can see thereviews Gold Reef Cards Match (1.3) - Customer Reviews
users give your app on

the “Reviews” page.

Customer Reviews

| Al Versions (5) | Current Version (5) | usA IR RSS

Wonderful 4+
by Kairi - Version - 1.3 - Jun 26, 2014

This is a great matching game for kids. Nice graphics toa!

Great Jr ik

by Alosg - Version - 1.3 - Apr 20, 2014

Great memory game

Nice Match Game % % %%

by Scruffy Bastard - Version - 1.3 - Apr 14, 2014

A nice kid friendly match game that should stimulate kids brains
Great Card Match Game! 4 srdck

by Amanda Underwood - Version - 1.3 - Apr 10, 2014

Enjoyed this app very much, and it's great for kids too, cool fish theme!
Fun little matching game J s J o %

by Moneymaker_889 - Version - 1.3 - Apr 9, 2014

It's a fun little matching game, great for kids. | liked the graphics.

More

< My Apps

> lll"
a/-‘a.‘\ Y Candy Swap Free: casual candy swapping game with real rewards and cash multiplayer tournaments

f'ﬁw\ ¥ @ 1.5 Ready for Sale
trrrr.

Versions Prerelease Pricing In-App Purchases Game Center Reviews

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

Primary Language 7

«  Your app Bundle ID English
«  Your app AppleID Bundie!D 7
R Your app App Store Iink com.digitalarts.goldreefmatch

ApplelD 7
680015871

SKU 7

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

|
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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.

Overview

()
admaob
by Google

Lfa

Chartboost

tu REVMOB

Q

VAN

o O
APPLOVIN

In summary:

Google Admob (Adsense) google.com/admob/

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

iAd iad.apple.com

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 chartboost.com

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

Revmob revmobmobileadnetwork.com

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 applovin.com

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.

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.
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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 )

Integration Instructions Configuration via Xcode

Pleas e SEIEC‘I your platfo rm: Access the RevMob Console and register your application to get your Media ID;
+ Download the latest version of the SDK;
+ Open the SDK directory.
revmob-ios-sdk

[=|
- P £ = ca—

[

README.mkd [T I®  RevMobsampleApp
work.

« Drag and drop the directory RevMobAds . framework inside one file group of your pre
directory into Xcode, the following window will appear: be sure to check the box for "C

i0s

Choose options for adding these files

Destination [ Copy items into destination group's folder (if needed)

Folders (®) Create groups for any added folders
() Create folder references for any added folders

« Then, be sure that RevMob framework can be seen inside one of the project groups of your project.

Add to targets (M /A RevMobAds
[7) /A RevMobAds old

« Do not forget toinclude the frameworks SystenConfiguration. franework, StoreKit. framework, MediaPlayer . franework and
AdSupport. franework that are not included by default. You can do that by clicking in the project root > Build Phases > Link Binary With Libraries >
Click in the + button.

T reniamsampinny

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.

Google Admob

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

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.

cl AdMob Home  Monetize Promote  Analyze

Estimated earnings -

Promote your app

NZ$O " 06 Today Advertise your app in other apps to increase downloads.
Get ranked, get noticed, get users. Learn more

Yesterday NZ$5.16

This month NZ$24.26 =+ Promote new app

Last month NZ$204.94

Monetize a new app

© Selectan app

Q, Search for yourapp = #* Add your app manually

App name (7 My App Name

Platform (7| 108

L1

Add app Cancel

New ad unit

G_r?mc.ar:n New ad unit
FREE | i0S

@ Select ad format and name ad unit
Banner Interstitial
1 Ad type, size, and placement are specifi

Ad type |7 v Text |7
" Image

i= Select from apps you have added

ed when you integrate the code using the AdMob SDK.

7

Automatic refresh 7 No refresh

® Refresh rate: 60 seconds (30-120 seconds)

Text ad style 7 Standard

-

Increase your downloads with AdMob. -
Get ranked, get noticed, get users.

Ad unit name |7 App Name

Example: "Toj

“ Cancel

€ Select ad format and name ad unit

Ad unit ID: ca-app-pub-0685546953947973/1034248571

Ad unit name: App Name - banner

- banner

p Banner on Home"
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iAd

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

Chartboost

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

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

Traffic

Bootups Impressions

Performance

2. Select iOS platform Add App Leam Vore
3. Type in App Name Fatiom
i0s -
4. Type in App Bundle ID o
Since your app is not on the App Store ye’ we {Will be referenced in the dashboard)
can’'t import any information with the Import Pins and Needles

button yet.

App Bundle ID (®

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.

App Orientation *

¥| Portrait Landscape

Test Mode
Disabled @ Enabled

Important: Remember to disable Test Mode before going live. Learn More

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.

£, GChanges Saved
App Settings 1eam wore

Platform *

ios

App Nickname *

(Will be referenced in the dashboard)

Pins and Needles

App Bundle ID (7.

App Orientation *

¥ Portrait Landscape

Test Mode
Disabled @ Enabled

Imporiant: Remembet

Advanced Settings v

disable Test Mode before gaing live. Learn More.

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”

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 | would Select All.

B

il

App ID
54d347e543150177e96b025b

App Signature
0cd5973482d24 11

iTunes URL

Chartboost 4

Pins and
Needles

Publishing

Select a campaign type x
Direct Dea
Network Publishing Campaign
Simple Settings. Campaign is:
Ad Type:
‘Static Interstitial v

Name of Gampaign *

Static Tier 1

Gampaign Start
® Immediate
Select Start Date (PST)

Select Apps *

Gampaign End

@ None

Select End Date (PST)

Ghoose apps to publish this campaign in:

i0S

>

op

olloo

App Name
2048 v
Alien Fighter
Ambulance Rush v
BlockBuster
Bubble Math: fun mathematics game for Kids v
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Campaign Logic

13. Campaign Logic
You can leave this at default settings

Default 25 Apps) Inclusion List(s) Exclusion List(s)

14. Campaign Targeting ada st v | [ scaamm .
You can setup different campaigns for iy deviceswit i s wl sl o s campain, Yo do ot ey
different countries.

i
platform

Included List(s) Excluded List(s)

There is an advantage in setting up separate

campaigns for Tier 1-3 countries as it would Campaign Targeting
later on let you better manage ad publishing.
But if you like to keep things simple at the e e iy

. . . . . o Belgium
beginning, just setup one campaign, include e anc

Denmark
Finland
France
Germany

Hana lenna

all countries in it and add all apps to this
campaign. You can always shuffle things here
later. :-)

Target by Device (2 Select Device(s)

® by series () by model (%
No min v || Nomax - o y

15. Save the campaign.
All done here.

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

AppLovin

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.

Ad AppLovin @ Analytics [ ManageApps 37 Ad Campaigns

Integration Instructions

Please select your platform:
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Revmob

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

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

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

@ Dashboard = (® Monetization ™ Advertising 0 sbK %\ Support
“ISelect all
% Selection % Market % Media

Classical Music Box
Media ID: 53081f346d3846c4401cefeb [

Fish Eater Media ID: 52010499b5640bdac7000061 [
Flappy Fishy Media ID: 5321d1e8fc10s1ad47254226 [}
System Tools Media ID: 521520461bec3ch16700034a [1)

The Joker Media ID: 528535b68691462122000008 [3)

Words Jungle Media ID: 532a05633b&f9d876c1fcb02 3

D ) )

( Add Media

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?

Words Jungle Media ID: 532a05633bef9d876c1fcb02 (3
—————————————

@ Dashboard =~ ® Monetization ™ Advertising 0 sbk 9, Support # Blog

Add Media

Media Name*

) Enable minimum bid (Note: it may greatly impact fill rates)

Optional Content Types - Please select the below checkboxes if you want to

block the types of content being advertised in this media.

) Religion ] Dating

Blocking the above content may prevent well-paying campaigns from being
allocated to this media, which means you may miss out opportunities to get
an even higher eCPM.

The following contents are automatically blocked: mature, gambling, violence
and drugs.

Testing Mode
Make sure to leave the "Testing Mode ON' when testing if you
successfully integrated RevMob's SDK in your apps, otherwise our

system may end up blocking you.

Remember to turn it off in order to start Monetizing!

© Off (OOnWith Ads () On Without Ads

=l R
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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. :-)

Anatomy of Xcode project

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.

Types of files in your source code
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.

This is a typical Xcode project  [* PhotoEditer » [mADS >
folder viewed in Finder |'g1 PhotoEditor.xcodeproj h AppDelegate.h
[ PhotoEditorTests »/' m AppDelegatem < — AppDe/egate class
[ Aviary >

h| Constants.h

m Constants.m

[ en.lproj >
[ Images.xcassets >
h InAppPurchaseManager.h
m [nAppPurchaseManagerm

Main Xcode project file

Ad network ,ﬁ/?S J InfoVC_iPad.xib

(note that this is not | InfeVC iPhone.xib

always the case, some b InfoVe.h

source codes have m Infove.m

all the libraries in the m main.m

same folder with the PhotoEditor-Info.plist User Interface files
rest of the source Code) h| PhotoEditor-Prefix.pch

[ Resources

‘| SelectedPh...C_iPad.xib
| SelectedPh..._IPhone.xib
SelectedPhotoVC.h
SelectedPhotoVC.m
SKProduct...lizedPrice.h
SKProduct...lizedPrice.m
‘| ViewController_iPad.xib
| ViewController_iPhone.xib
ViewController.h

m ViewController.m ‘_ Main View Controller

Resources such as
images and sound
are usually here

/(=3 =

=
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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.

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.

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.

Main Xcode project file x

B Relax Me.xcodeproj
[ Relaxing Sounds

AdMob library files

]

:'Dlt-lt-l'l‘l'l"h N EEEAEEEAERER

=
h
h
=
=

Admob

AppDelegate.h
AppDelegate.m
Constants.h
Constants.m
DAAdCaontroller.h
DAAdController.m
Default-568h@2x.png
Default-Lan...x~ipad.png
Default-Lan...e~ipad.png
Default-Portrait.png
Default-Portrait@2x.png
Default.png
Default@2x.png

Flurry

HelloWerldLayer.h
HelloWorldLayer.m
Images.xcassets
InAppPurchaseManager.h
InAppPurchaseManager.m
IntroLayer.h

IntroLayer.m

iRate

LARSAdContoller

Cocos 2d framework hides here e [ libs

All graphics and sounds used

m
h

main.m
Prefix.pch

by the app are located here =3 [ 7| Resources

—

RevMob library ==

h
m

RevMobAds. framework
SKProduct...lizedPrice.h
SKProduct...lizedPrice.m

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

bg1-hd.jpg
bg1-ipad.jpg
bg1-ipadhd.jpg
bg1.jpg

bg2-hd.jpg
bg2-ipad.jpg
bg2-ipadhd.jpg
bg2.jpg
btn_melody-hd.png
btn_melody-ipad.png
btn_melody-ipadhd.png
btn_melody.png
btn_music1-hd.png
btn_music1-ipad.png
btn_music1-ipadhd.png
btn_music1.png
btn_noise_bus-hd.png
btn_noise_bus-ipad.png
btn_necise_bus-ipadhd.png
btn_noise_bus.png
btn_noise_fan-hd.png
btn_noise_fan-ipad.png
btn_noise_fan-ipadhd.png
btn_noise_fan.png
btn_noise_heart-hd.png
btn_noise_heart-ipad.png
btn_noise_...-ipadhd.png
btn_noise_heart.png
btn_noise_kalimba-hd.png
btn_noise_...ba-ipad.png
btn_noise_...-ipadhd.png

| | | | | e e e
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Xcode interface and basic settings

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

[ NoN ] » [ | #_ Sleep Baby ) i iPhone 5s. Sound Loops | Build Sleep Baby: Succeeded | 12/02/15 at 10:33 am A < 2
Sound Loops.xcodepro] 4+
& (88| < > [B soundLoops ») 0 ®
:"‘"" ""u';: . ] General Capabilities Info Build Settings Build Phases Build Rules Identity and Type
'DS:um’ Teoee PROUECT - Name Sound Loops
|h AppDelegate.h I Sound Loops Location _Absolute 3
m| AppDelegate.m Sound Loops.xcodepro]
oY TARGETS i
i Constants.h s Bundle Identifier  com.yourcompany.soundioops N o S ————T S
m Constants.m - ! version |10 Prolects/IOS/Apps/3 Code 4 Sale/
h SoundSettings.n [ Sound LoopsTests Seund Loops/Sound Loops/Code/
) BoundSstings.m Buld [1.0 Seund Loops.xcodepro]
[l Main_iPhone.storyboard : - : - Project Daument
) Main_iPad.storyboard Team | Digital Arts Limited (wurmik@...
) ViewContralierh - Project Format | Xcode 3.2-compatible B
Vi — /i, No matching provisioning profiles found Organization | Digital Arts Limited
= Mone of the valid provisioning profiles allowed the specified
[ images.xcassets capabilities: Features: inAppPurchase.. Xcode can resolve this Class Prefix
| InAppPurchaseManagerh issue by cownloading a new provisioning profile from the
m InAppPurchaseManager.m Member Genter. Text Settings
|h| SKProduet+LocalizedPrice.h | _Fix Issue | Indent Using | Spaces B
m SKProduct+LocalizedPrice.m = ~
= N Widths 4 42
¥ [7] Supporting Files ¥ Deployment Info Tab N Indent -
v [ AdNetworks .
Wrap lines
» (5 RevMobAds. frameworik
» [ appiratar Deployment Target | 6.0 Source Control
v B Flury Devices | Universal iy —
5 F:Frlmh 5.4.0 e =
IbFlurry_5.4.0.a
» [ AdMob Version --
Status No changes
» [ Resources Main Interface | Main_iPhone B
» [ Sound LoopsTests Location
» [0 Frameworks Device Orientation [ Portrait
» [ Products Upside Down
[ Landscape Left .
(7] Landscape Right Ut“lties & ,nfo
' Status Bar Style Default
N v'gator pane (] Hide status bar pane,
ODbi4e
¥ App lcons and Launch Images
‘_(® AP loons Source ( Appioon ° Label :::ol - A variably sized amount of static
®» ] 2~ L I |NoSelection
Button - Intercepts touch events and
Button sends an action message to a target object
when it's tapped.
a rea ‘Segmented Control - Displays multiple
De Ug ﬂ ‘segments, each of which functions as a
+ Al Cutput & U0 & (@
Let’s have a look at what’s what
o008 » I * Sleep Baby ; W iPhone 58 Sound Loops | Build Sleep Baby: Succeeded | 12/02/15 at 10:33 am Ao [N = |
Sound Loops.xcodeproj +
<A> [SING]

& |8 | < > [B soundLoops

’2&&0

v zm‘:-u:m«m [}
v [79 Sound Loops
|h AppDelegate.n
Im AppDelegate.m
|h Constants.h

PROJECT
Sound Loops

RGETS
*_Sound Loops

¥ identity

|h ViewGontroller.h
Im ViewController.m
[E5 Images.xcassets
|h InAppPurchaseManager.h

Capabilities Info Build Settings Build Phases Build Rules

Bundie Identifier | com.yourcompany.soundioops

ih Constants.m Version | 1.0

" SoundSettings.n .

m SoundSattings.m Target basic Build 1.0.0

[ Main_iPhone.storyboard . .

[} Main_iPad storyboard [nfo[’mat’on Team | Digital Arts Limited (wWurmik@. ..

No matching provisioning profiles found
None of the valid provisioning profiles allowed the specified
capabilities: Features: INAppPurchase.. Xcode can resolve this
issue by downloading a new provisiening profile from the

Identity and Type

Name Sound Loops

Location | Absolute 3
Sound Loops Sldeproj

Full Path /Users/michal/(ibcuments/Design/
Projects/iOS/Agibs/3 Code 4 Sale/
Sound Loops/Sund Loops/Code/
Sound Loops.xfibdepro] ©

Project Document

Project Format  Xcode 3.2-coi]

Organization | Digital Arts Lin}

Class Prefix

Project files
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Identity

Project Name:

Bundle Identifier:

Version:

Build:

Team:

Deployment Info

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).

Your Bundle ID that you defined in Developer Member Center
App Version. It has to match version number you setup in iTunes Connect

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 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 Info
Deployment Target | 6.0
Devices = Universal
Main Interface | Main_iPhone
Device Orientation Portrait
Upside Down
| Landscape Lefl
| Landscape Right
Status Bar Style Default
| Hide status bar

Deployment Target:

Devices:
Main Interface:
Device Orientation:

Status Bar Style:

Minimum iOS version the app can run on.

Type of devices the app supports (iPhone /iPad / Universal = both)
Main interface file for selected device

The device orientation the app supports.

Color and style of the status bar
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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.

P Deployment Info

¥ App lcons and Launch Images
App lcons Source | Applcon
Launch Images Source Launchimage

Launch Screen File

¥ [ Sound Loops
|h| AppDelegate.h
m| AppDelegate.m
|h) Constants.h
Im| Constants.m
|h| SoundSettings.h
m| SoundSettings.m
[} Main_iPhone.storyboard
[%) Main_iPad.storyboard
|h ViewController.h
m| ViewGontroller.m
[&| Images.xcassets.
|h! InAppPurchaseManager.h
m| InAppPurchaseManager.m
|h| SKProduct+LocalizedPrice.n
m| SKProduetsLocalizedPrice.m
» [ Supporting Files
v [ AdNetworks
» (5 RevMobAds.framework
» [[9 appirater
w [0 Flurry
|y Flurry.h
[ libFlurry_5.4.0.a
» [[7] LARSAdContoller
» [ AdMob
» [17] Resources
» [179 Sound LoopsTests
» [ Frameworks
» [0 Products

#* Y
=] =
2x Retina 4

iPhone Portrait
0578

5 5 > |
1% 2% 1% 2x
iPad Portrait iPad Landscape
i0s7.8 i0s7.8
#* # 8
= i o=
1% 2x Retina 4
iPhone Portrait
i0S 5.6
- - - - |
1% 2x 1x 2x 1x 2x
iPad Portrait iPad Portrait iPad Landscape
Without Status Bar 0556 Without Status Bar
08586 i0s 58

iPad Landscape
05 5.6

82 | ¢ > | [B Sound Loops ! [7] Sound Loops ! Images.xcassets } No Selection < A
|=.| Applcon Appleon
iz Launchimage
s % % ® % %
1x 2% 2x x 2% 2% 3x
iPhone iPhone Spotlight iPhone App iPhone App
Spotlight - i0S 5,6 08 7.8 i08 5,6 0878
Settings - i0S 5-8 40pt 57pt B0pt
29pt
s % ®* % % ¥ % % % %
1x 2x 1x 2% 1x 2% 1x 2x 1x 2%
iPad Settings iPad Spotlight iPad Spotlight iPad App iPad App
05 5-8 078 0556 i0S 56 i0s78
20pt 40pt 50pt 72pt Tept
App icons for different devices and displays
[ NoN ] > [ | #_ Sleep Baby ; i iPhone 55 Sound Loops | Build Sleep Baby: Succeeded | 12/02/15 at 10:33 am Az = @ <& M
Images. xcassets. +
B2 Q A & = o B |8/|< >| [ soundLoops ) [7 Sound Loops ) [ Images.xcassets » || Launchimage } = iPad 2x Portrait Full Screen 7.0 <CA> 0D oe ¢
Sound Loops =) Appleon Launch Image
B &]| Appl Launchimage
2 targets, IS SDK 8.1
|-/ Launchimage Name | Launchimage -]

i0S 8.0 and Later
iPhone [] Portrait
"] Landscape
i0S 7.0 and Later
iPhone € Portrait
iPad @ Portrait
Landscape

i0S 6.0 and Prior
iPhone & Portrait
iPad @ Portrait
Landscape
Portrait (Exclude Status Bar)
Landscape (Exclude Status Bar)

Image
Name Default-iPad@2x.png ©

Size 1536 x 2048 pixels
Color Space sRGB IEC61966-2.1

Min Version 7.0
Idiom iPad
Subtypa
Scale 2x

App launch screens

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.

The bundle display name should not exceed 13 characters.
Ifit’s too long the device will not display it entirely.

Sound Loops

Bq < |5 Sound Loops <0 >
ID General Capabilities Build Settings Build Phases Build Rules
PROJECT ¥ Custom I0S Target Properties
g Sound Loops
Key Type Value
TARGETS Bundle name 4 String ${PRODUCT_NAME}
*_Sound Loops Bundle identifiar 4 String com.yourcompany.soundloops
E] Sound LoopsTests InfoDictionary version + String 6.0
Main storyboard file base name s+ String Main_iPhone
Bundle version + String 1.0.0
» Required background modes +  Array {1 item)
Executable file %  String S{EXECUTABLE_NAME}
Application requires iPhone environment % Boolean YES .
Main storyboard file base name (iPad) §  String Main_iPad
» Supported interface orientations L Array [2 items]
I Bundle display name »+ String Sound Loops I
» Required device capabilities +  Amray {1 item)
Bundle OS Type code s+ String APPL
Bundle creator OS Type code + String T
Localization native development region 5  String en .
» Supperted interface orientations (iPad) §  Array 2 items)
Bundle versions string, short + String 1.0
Note:
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Build Settings

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

B8 [5 sound Loops
M General Capabilities Info Build Phases Build Rules
PROJECT Basic Levels —+
ﬁ Seund Locps
TARGETS ¥ Architectures
%, Sound Loops Setting % Sound Loops
(] Sound LoopsTests Additional SDKs
Architectures Standard architectures (armv7, armB4) - S(ARCHS_STAMDARD) &
» Base SDK Latest I0S (105 6.1) &
Build Active Architecture Only No ¢
Supported Platforms 035
Valid Architectures
Architectures: All new apps have to support 64 bit architecture so your settings should include

armv7, armv7s and arm64.

¥ Code Signing

Setting "_ Sound Loops
Code Signing Entitlements
¥ Code Signing Identity <Multiple values=> %
Debug iPhone Developer &
Any i0S SDK 2 iPhone Developer &

Aelease iPhone Distribution: Digital Arts Limited
Any i0S SDK © iPhone Distribution: Digital Arts Limited

Code Signing Resource Rules Path

Other Code Signing Flags
Provisiening Profile Candy Friends (distribution) 2

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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¥ Packaging
Seatting
Compress PNG Files
Convert Copied Files
Create Info.plist Section in Binary
Defines Module
Executable Extension
Executable Prefix
Expand Build Settings in Info.plist File
Force Package Info Generation
Framewaork Version
Info.plist File
Info.plist Other Preprocessor Flags
Info.plist Output Encoding
Info.plist Preprocessor Definitions
Info.plist Preprocessor Prefix File
Module Map File
Preprocess Info.plist File
Preserve HFS Data
Private Headers Folder Path
Private Module Map File
Product Module Mame

#_ Sound Loops
Yes &
No &
Mo &

No &

Yes &

Yas &

A

Sleep Baby/Sound Loops-Info.plist

binary &

Mo &
No &

Sound Loops.app/PrivateHeaders

Sound_Loops

Product Name

Sound Loops I

Property List Qutput Encoding
Public Headers Folder Path
Strings file Output Encoding
Wrapper Extension

binary &

Sound Loops.app/Headers
binary &

app

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:

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.
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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?

Accounts

L@ E © @ B = 2 3

General ﬂ Behaviors Mavigation Fonts & Colors Text Editing Key Bindings Source Control Downloads Locations
Apple IDs
£ Apple D
Apple |1D:

Password: (sssssssssss

Description:
Name i0s Mac
Digital Arts Limited Agent

View Details...
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Basic Xcode files
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.)

AppDelegate

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:

- (BOOL)application: {(UIApplication *)application didFinishlLaunchingWithOptions:{NSDicticnary =*)launchOptions

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.
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Changing advertising IDs in the source code

1

//  AppDelegate.m

// PhotoEditor

Vs

#import "AppDelegate.h™

#import =RevMobAds/RevMobAds. h=
#import "LARSAdController.h"
#import "TOLAdAdapterGoogleAds.h"
#import "TOLAdAdapteriAds.h"
@implementation AppDelegate

- (BOOL)application: (UIApplication =)application didFinishLaunchingWithOptions:{NSDictionary =)launchOptions
{

// Override point for customization after application launch. ReVMOb media ID

£/ Ads /
[RevMobAds sta rtSessiunUithApr: @"54e0e@434b5abed5@9598680" ] ; > AdMob banner ID

//LARS AdController /
[[LARSAdController sharedManager] setPinninglocation:LARSAdControllerPinlLocationTopl;

[[LARSAdController sharedManager] registerAdClass: [TOLAdAdapterGoogleAds class] withPubLisher]ﬂ @"ca—app—puh—BaBB?346??3545?214358156643“]i :>
[[LARSAdController sharedManager] registerAdClass: [TOLAdAdapterifAds classl];

return YES;

— (void)applicationWillResignActive: (UIApplication =)}application
{
// Sent when the application is about to move from active to inactive state. This can occur for certain types of temporary interruptions (such as an incoming
phone call or SMS message) or when the user quits the application and it begins the transition teo the background state.
/f Use this method to pause ongoing tasks, disable timers, and throttle down OpenGL ES frame rates. Games should use this method to pause the game.
— (void)applicationDidEnterBackground: (UIApplication =)applicaticn
/f Use this method to release shared resources, save user data, invalidate timers, and store enough application state information to restore your application
to its current state in case it is terminated later.
/f If your application supports background execution, this method is called instead of applicationWillTerminate: when the user gquits.

- (void)applicationwWillEnterForeground: (UIApplication =)application
{

/f Called as part of the transition from the background to the inactive state; here you can undo many of the changes made on entering the background.

- (void)applicationDidBecomeActive: (UIApplication *)application

// Restart any tasks that were paused (or not yet started) while the application was inactive. If the application was previously in the background, optionally
refresh the user interface.

[[RevMobAds session] showFullscreen]; //5how Revmob
}
— (wvoid)applicationWillTerminate: (UIApplication *)application

/{ Called when the application is about to terminate. Save data if appropriate. See also applicationDidEnterBackground:.
@end

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.
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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:

- (BOOL)application: (UIApplication =)application didFinishLaunchingWithOptions:(NSDictionary =*)launchOptions
{

[RevMobAds startSessionWithAppID: REVMOB_ID];

ffLARS AdController
[[LARSAdController sharedManager] setPinninglocation:LARSAdControllerPinlocationBottom];

[[LARSAdController sharedManager] registerAdClass: [TOLAdAdapterifds class]];
[[LARSAdController sharedManager] registerAdClass: [TOLAdAdapterGoogleAds class] withPublisherId: ADMOB_ID];

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:

#import "Constants.h"

@implementation Constants
N55tring =const ITUMES_APP_ID = @"Be4B1@B92";

WN55tring =const ADMOB_ID = @"ca-app-pub-86B5546953547973/BB41686976";
W55tring =const REVMOB_ID = g"52e@4e72f3bBadd7l2@agasl™;

N55tring sconst CHARTBOOST_ID = @"52e@5@66T8975cldbdabbedd”;
N55tring sconst CHARTBOOST_SIGMATURE = @"aebc21349a4833b21bb2c342TE48e0ba8bo37 0" ;

@end

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.
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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

ViewController.m
B & a A & = o B B2 < [& Sound Loops » [7] Sound Loops * m ViewController.m » [ -viewWillAppear:
Sound Loops . . s T H
¥ B 3 targets, 105 spK &1 7 (voidlviewtillAppear: (800L)aninated View will appear on screen
¥ [[7] Sound Loops [super wiewWillAppear:animated];
h| AppDelegate.h .
(@) AppDelegate.m self-=LARS = [[LARSAdController alloclinit];
h| Constants.h ffcheck if RemoveAds is purchased o "
m Constants.m if(![[NSUserDefaults standardUserDefaults] boolForKey:@"isRemoveAdsPurchased"]) { If user did notpurchase Remove
o N //ND .
| SeundSettings.h [[LARSAdController sharedManager] addAdContainerToViewInViewController:self]; AdS”In'Gpp pUrChase,
m SoundSettings.m } else { h b d
2 Main_iPhone.storyboard // YES snow banner ads.

= NSLog (@"'Remove Ads is purchased - disabling banner ads");

&) Main_iPad.storyboard

b ViewCooiallach J/IAP Notification

[[NSMotificationCenter defaultCenter] addObserver:self selector:@selector(preductPurchased:) name:
IAPHelperProductPurchasedNotification object:nill;

B ViewControlier.m
[[UIApplication sharedApplication] beginReceivingRemoteControlEvents];
[self becomeFirstResponder];

m| InAppPurchaseManager.m }

h| SKProduct+LocalizedPrice.h ( ) ( ) .
M - N = {void}viewWillDisappear: (BOOL)animated
e e ecins [[NSNotificationCenter defaultCenter] removeObserver:selfl;

bDSuppomng Files A/ Turn off remote control event delivery
[ AdNetworks [[uIApplication sharedApplication] endReceivingRemoteControlEvents];
» (S RevMobAds.framework // Resign as first responder
bf:lappiratar [self resignFirstResponder];
'D Al [super viewWillDisappear:animated];
h| Flurry.h }

) ligFlurry_5.4.0.a

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.

o0e » [ | #_ Sleep Baby » [ iPhone 55 Sound Loops | Build Sleep Baby: Succeeded | 12/02/15 at 10:33 am 24 @1 = @ < g [
Main_iPhone.storyboard +
BE QA & = B [2E[< [B Sound Loops ) [ Sound Loops » |- Main_iP...oryboard ) | Main_iP...rd (Base) ) [E] View Co...er Scene ) [ View Controller » [| View » [B] btn-1 | { @ > @ LV I )
I cundlLcors: v B view Controller Scene Button
=) 2 targets, i0S SDK 8.1 -
v [B Sound Loops v (@ View Controller Type | Custom
h AppDelegate.h 5] Top Layout Guide State Config | Default
m AppDelegate.m EB"““"‘ Layout... Title | Plain
v View
h) Constants.h
/=) Constants.m [ bg-iphones.png Button teXt
A SoundSettings.h otn-1 Font | System 18.0 :
m SoundSettings.m |B |btn-2 Text Color | 1 | Default
B btn-3
oL S - Shadow Color | I | Default
Main_iPad.storyboard 3| btn-4 — B
B btn-5 . Image ~
h) ViewController.h |
m ViewController.m | btn-6 BUttOn Image *ﬂund button_snd_music1.png
Images xcassats [Bbtn-7 Buttons
[5]btn-8 Shadow Offset oz oz
h| InAppPurchaseManager.h LB T Height
B|btn-3
m InAppPurchaseManager.m N [] Reverses On Highlight
h SKF’”"UWLWB'?"””:C&" 11 Drawing [ Shows Touch On Highlight
m SKProduct+LocalizedPrice.m S Highlighted Adjusts Image
¥ [ Supporting Files 3 g Disabled Adjusts Image
v [ AdNstworks e Line Break | Truncate Middle <
b (2 RevMobAds. framework B | Restore Purc... — .
» [ appirater |B|Stop Edge | Content
v [ Flurry ({9 First Responder Insst oz G
B Flurryh Exit Top Bottom
| libFlurry_5.4.0.a o2 0
» [7] LARSAdContoller Left Right
» [ AdMob.
» [29 Rescurces Control
» [77 Sound LoopsTests Aignment [ m O B
» [ Frameworks Horizontal
» [ Products sl = sl (9]
Vertical
Content || Selected Enabled
[ Highlighted
View
Mode | Scale To Fil
Tag 0z
oo e
=3\ View Controller - A controller that
. supports the fundamental view-
iPhone screen mesagement madel In 108,
Navigation Controller - A controller that
< manages navigation through a hierarchy of
views.
Table View Controller - A contraller that
mananes 2 fabia view
+I0H(® C] O = tof tal B[ B8 @

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 Ul elements in the
source code programmatically.




» | iPhone 5s Sound Loops | Build Sleep Baby: Succeeded | 12/02/15 at 10:33 am 2 @1 = @ <& 2O
Main_iPhone.storyboard +
94 | € > | [B Sound Loops » [[7] Sound Loops » Main_iPhone.storyboard Main_iPhone.storyboard (Base) » [E] View Controller Scene » (@) View Controller | { @ > O ® {F ‘% [©] ’
w [E] View Controller Scene Triggered Segues
manual o
w (2} View Controller
ETop Layout Guide Oatiats
f i (Toutton_1 =% bin-1 [0]
[ Bottom Layant... Linking buttons to = * B
¥ D e their definitions in | (s = ]
| % bg-iphone5.png ((button_d4 (% btn-4 [O]
(B8] btn-1 source code | (estons (= ons @
= putton_6 i W _Din-6
B | btn-2 h s— g
— button_7 % btn-T
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B |btn-5 ST (button_10 H(* btn-10 [O]
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= "o button_12 # bin-12
B]btn-7 button number 6” it ( button_removeAds (® Remova Ads O]
B|btn-8 . . ..
=] WI” knOW WhICh isit. (" outton_Resters. = ® Restore Purchases @®
|E | btn-g ( button_Stop (% Stop [O]
[B]btn-10 searchDisplayCantroller [e)
(8 btn-11 Cview (x View O]
[B]btn-12 Presenting Segues
B Remove Ads relationship (e}
= embed (e}
i Restore Purc... cush o
|B|Stop modal [e]
{fl First Responder custom Q
Exit Referencing Outlets
New Referencing Outlet O
Referencing Outlet Collections
Mew Referancing Outlat Collaction (o)
Received Actions
binpressed_1: * bin-1
Touch Up Inside
binpressed_2: * bin-2
Touch Up Inside
binpressed_3: * bin-3
If user taps a button i —
. Dbinprassed_4: ® Din-4
(TOUCh Up InSIde), Touch Up Inside
. . ‘Dinprassed &: ® D5
run this action. Touch Up Inside
binpressed_6: ® omn-6
Touch Up Inside
Dbinpressed_7: ® on-T
Touch Up Inside
O 0e
View Controller - A controller that supports the
' fundamental view-managament model in i0S.
.. Navigation Controller - A controller that
| manages navigation through a hierarchy of views.
| Table View Controller - A controller that
|_mananas a tahls wisw
@ (] = o taf E]

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

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.

[ BoN ] [ ‘ # Relaxing Sounds » i iPhone 5s ’ Relax Me | Build Relaxing Sounds: Succeeded | 12/02/15 at 1:54 pm N K
AppDelegate.m
B = a4 A & = o B B2 | < > | [ Relax Me } [7] Relaxing Sounds » m AppDelegate.m } -application:didFinishLaunchingWithOptions:
v |—E] Relax Me 1/
= 1 target, i0S SDK B.1 1 // AppDelegate.m
3 // Relaxing Sounds
v[ Relaxing Sounds w7
E Constants.h 5 f/ Created by Michal Wurm on 13/81/14.
| Constants.m & f/f Copyright Digital Arts Limited 2814. A1l rights reserved.
= ’ TS
h| AppDelegate.n 8
@ AppDelegate.m 2  #import "cocos2d.h"
; 10
L_ EeliNoriHiayerh 11 #import "AppDelegate.h™
m| HelloWerldLayer.m 12 #import "IntroLayer.h"
h| IntroLayer.h i3 #import "Constants.h"
= 1%  #import "LARSAdController.h"
jm] Introl ayer.m 15 #import "TOLAdAdapterGoogleAds.h"
h| In&ppPurchaseManager.h 16 #import "TOLAdAdapteriAds.h"
Mh 17 #import "iRate.h"
| Ee AT S @12 #import <RevMobAds/RevMabAds. h>
'h| S8KProduct+LocalizedPrice.h 19
m SKProduct+LocalizedPrice.m 20 #import "HelloWorldLayer.h"
— "
igate Editor Product Debug So B (05 Device lelp . ‘
_ Py Select device or simulator
ece » = Relaxingfall 5 simutator
J W iPad 2
W iPad Air )
Bz Q& = = ¥ iPad Retina iy
Relax Me i
iPhone 4s
Y B { target, ios s0K 8.1 — e.m
¥ [ 7] Relaxing Sounds g S oungs
F| Constants.h o miffhal |
m| Constants.m W iPhone & Plus Digfital .
h| AppDelegate.h W8 iPhone 6
™ AppDelegate.m W Resizable iPad d.h"
E HelloWorldLayar.h 8 Resizable iPhone legate. i
m HelloWorldLayer.m Layer.h"
h| IntroLayer.h More Simulators... ants.h"
v W 5 emmaad Control
m| Introlayer.m 15 #import "TOLAdAdapterG
h InAppPurchaseManager.h 16 #import "TOLAdAdapterdi
b 17 #import "iRate.h"
(| CoARpE R L T e ©13  #import <RevMobAds/Revi
h| SKProduct+LocalizedPrice.h 19
m| SKProduct+LocalizedPrice.m 0 #import "HelloWorldLay

0 .® | | & Relaxing Sounds ; i IPhone 5s F Run the app
B a A & = o B B2 | < > | [B Relax Me » [7] Relaxi
v E] Relax Me 1/
= 1 target, i0S SDK 8.1 2/ AppDelegate.m
3 Relaxi 5 d
v 7] Relaxing Sounds o ;:: glaxing sounds
E Constants.h 5 f/ Created by Michal Wurm ¢
m Constants.m & f/ Copyright Digital Arts L
™ ' Tt
'h| AppDelegate.h 8
rriﬂ AppDelegate.m g #import "cocos2d.h"
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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.

By Type
Relaxing Sounds
S n 15 issues o
¥ m CCLayerm
» [\, Deprecations
‘UlAccelerometer” is deprecated: first
deprecated in i0S 5.0 - UlAccelerometer h...
p [\, Deprecations
'UlAccelerometer’ is depracated: first
deprecated in i0S 5.0 - UlAccelerometer h...
¥ m| TOLAdAdapterGoogleAds.m
» [\, Deprecations
‘testing” is deprecated: use the testDevices
property.
¥ my AppDelegate.m
) Lexical or Preprocessor Issue
'RevMobAds/RevMobAds.h' file not found

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

<= |\/arnings

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

< [rrors

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

Lost connection to simulator

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.

Clang / Linker error

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”".

FRIERING SUUNUS. ALULRRID|

B8 |& Relaxing Sounds.xcodeproj
By Type O General Gapabilities Info Build Settings Build Phases Build Rules
py Relaxing Sounds PROJECT +
VB ies e
[ Relaxing Sounds
¥ |, CCLayer.m » Target Dependencies (0 items)
» [\ Deprecations TARGETS
‘UlAccelerometer is deprecated: first
R h... G B » Complle Sources (119 items)
» (1, Deprecations
‘UlAccelerometer is deprecated: first ¥ Link Binary With Libraries (19 items)
in I0S 5.0 - Ul [ibee
» [\ Deprecations Status
'UIAcceIemr‘rr\lait;rS‘ L_’sg?;l:j‘a:atud: first . 53 UIKit frameworic Required &
» /) Deprecations 23 MediaPlayer.framework Required 4
'U'“C‘-‘e'e"””’_‘;g i;ge‘l’:a“““‘ i N {53 CoreTelephony.framework Required &
in i .0 - Ul
» /) Deprecations [5] MessageUl.framework Required 3
'U“‘C‘-‘e'e"’mﬂ_‘gﬁ' i;geil’:am“'d? first N 53] RevMobAds. framework Required
in i .0 - Ul
¥ [, CCLabelBMFont.m =) StoreKit.framework Optional
» /A Semantic lssue £S5 iad.framework Required g
Code will naver be executed () AdSupport framework Optional &
¥ m, CCDrawNode.m
*_ Unused Entity Issue =3 SystemConfiguration.framework Required £
Unused function 'v2fforangle' (2 Security.framework Required 2
v m L“js‘“"g‘;"":’"r’" 25 OpenAL framework Required &
/1 Unused Entity Issue -
Unused variable 'adapterName’ libGoogleAdMobAds.a Required &
£\ Unused Entity Issue 53 QuartzGore framework Required £
Unused variable ‘adapterName* o
A Unusad Entity Issue S AVFoundation.framework Required 2
Unused variable ‘friendlyNetworkDescriptio. .. S CoreGraphics.framework Required 2
Unused Entity Issue
a CoreText.framework A d
Unused variable ‘friendlyNetworkDescriptio... 5 CoroToxt ramowo equred <
¥ i, InAppPurchaseManager.m 53 OpenGLES.framewark Required £
/\ Semantic Issue 2 Foundation.framework Required 2
Code will naver be executed
N it 5 AudioToolbox. framework Required 2
~ 'paymentWithProductidentifier:' is Drag to reorder frameworks
deprecated: first deprecated in i0S 5.0 - U...
| ML Ty R » Copy Bundle Resources (177 items)
» /1 Deprecations
‘tasting' is deprecated: use the testDevices
property.
¥ n AppDelegate.m
1@ Lexical or Preprocessor Issue
‘RevMobAds/RevMobAds.h' file not found
®

58




File not found ¥ g AppDelegate.m

. i) Lexical or Preprocessor lssue
In some cases Xcode may forgot about the third ‘RevMobAds/RevMobAds.h' file not found

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.

h Constants.h A s // Created by Michal Wurm on 13/01/14.
™ Constants.m A 6 // Copyright Digital Arts Limited 2814. ALl rights reserved.
T4
h) AppDelegate.n m| .
&l“ppm.,gn._m "] 9 #import “cocos2d.h" Flle nOt found
10
h| HelloWorldLayer.h E 11 #import "AppDelegate.ht
m HelloWorldLayer.m ? | n #inport “Introlayer.h"
h) IntroLayer.h 2 | 13 #import “Constants.h"
u 1 #import "LARSAdController.h"
m Introlayer.m ? 15 #import “TOLAdAdapterGoogleds.h"
h' InAppPurchaseManager.h A 16 #import "TOLAdAdapteriAds.h"
Y 17 f/ #import "iRate.h"
B Rl O T A @1 #inport [RevMobAds/RevMabAds. hx © RevMobAds/RevMobAds.h file not foun
h SKProduct+LocalizedPrice.n A
m SKProduct+LocalizedPrice.m A 0 #import “HelloWorldLayer.h"
— a
v [ Ads
n . .
» [ RevMobAds framework ( : File is here
» [ Admob A i:
» [ Flurry 2 @implementation MyNavigationController
» [ LARSAdContoller A w

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.

_|_‘ SouncSettings.h ©  #import <ReuMobAds/RevMobAds.h= 0 'RevMobAds/RevMobAds.h' file not foury
m SoundSettings.m // #import "Chartboost.h"

[ Main_iPhone.storyboard #mport “Flurry.h®

2] Main_iPad.storyboard #import “LARSAdController.h”

|h| ViewControlier.h #import "TOLAdAdapterGoogleAds.h" Do you want to move the file “RevMobAds.framework” to the

#import "TOLAdAdapteriAds.h™

#import "Appirater,h Trash, or only remove the reference to it?

m| ViewController.m
Images. xcassets

! InAppPurchaseManager.h #import “Constants.h” )

m| InAppPurchaseManager.m Cancel EENICEEEENEER ) Move to Trash

|h| SKProduct+LocalizedPrice.h @implementation AppDelegate — e

n SKProduct+LocalizedPrice.

D - (B oppticotion: Uttt on ) ot RTINS R S R
{

» [ 7] Supperting Files

/7 Ads
[RevMobAds startSessionWithAppID: REVMOB_ID];
[Flurry startSession: FLURRY_ID];

m Constants.m #import “AppDelegate.h"
h/ SoundSetings.h ©  #import <RevMobAds/RevMobAds. h> o
m SoundSettings.m // #import "Chartboost.h"

[ Main_iPhone.storyboard #import “Flurry.h®

[} Main_iPad.storyboard #import "LARSAdController.h"

h ViewController.h #import "TOLAdAdapterGoogleAds.h"

#import "“TOLAdAdapteriAds.h"

jm{ssConoBects #import "Appirater.h"

Images xcassets

h InAppPurchaseManagerh #import "Constants.h”
m InAppPurchaseManager.m
h SKProducts+LocalizedPrice.n @implementation AppDelegate

'm| SKProduct+LocalizedPrice.m
» [ Supperting Files
¥ [ AdNetworks |

— (BOOL)application: (UIApplication *)application didFinishLaunchingWithOptiens: (NSDictionary )launchOptions
{

» BB cppirator Show in Finder \ds startSessionWithAppID: REVMOB_ID];
~ PP startSession: FLURRY_ID];
¥ [ Flurry
b Flumyn  OPENAS P ldcontroller
" \brumy  Show File Inspector |Controller sharedManager] setPinningLocation:LARSAdControllerPinLocationBottan];
» [N LARSAIS!  Now File. Icontroller sharedManager] registerAdClass: [TOLAdAdapterifds classl;
IController sharedManager] registerAdClass: [TOLAdAdapterGoogleAds class] withPublisherTd: ADMOB_ID];
» [ AdMob =
A b ) the above two Lines around if you want to display Admob banners first and use iAd as fallback only
> Resources,
» [ Sound Loops

1 ludioSession
> D Frameworks Delete *sessionError = nil;
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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 x 2208px portrait

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

4in (iPhone 5 and 5s):

640 X 1096px portrait (without status bar) minimum
640 x 1136px portrait (full screen) maximum

1136 x 600px landscape (without status bar) minimum
1136 x 640px landscape (full screen) minimum

3.5in (iPhone 4 and 4s):

640 X 920px portrait (without status bar) minimum
640 x 960px portrait (full screen) maximum

960 x 600px landscape (without status bar) minimum
960 x 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

Building your app archive
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

Xcode File Edit View Find vigate Editor Debug Source Control Window Help

%R e aa: Succeeded | 2/03/15 at2:11 pm

L

O aa ) . Michal's iPhone 45

B <

[ NON I
BEHE QMO =o B

Build Phases Build Aules

v :np - i |E| General Capabilities Info Build Settings
targets, multiple platforms
¥ [ Source PROJECT
» 7] AdFrameworks ﬁ cogs
» [ Sounds Perform Action »
vm Level besoinicmadinl 5 Bundle dentifier com.digitalarts.cogwheels
S | avel o -Olaa 108 | Build #B
evels-aa.plist & X
= z Clean HHK Versien 1.1
| Levels-ff.plist Ay aa Android
» [19 Graphics ® aa Java Build |1.1.0
» [ Piatforms ﬁaa Mac Scheme > o
¥ [ Game Settings Destination » Team | Digital Arts Limited (wurmik@...
h Settings.h
b [ Utilities Create Bot...
¥ [ Scenes T

h SelectGameScene.h
m SelectGameScene.m
h| MenuScene.h

Deployment Target 6.0

Devices Universal

m MenuScene.m
h PlayScene.h
m PlayScene.m
h| GameOverScene.h
m GameOverScene.m
» || Main Classes
b [[] MetalShaders
» [ 7] Resources
» [ libs
¥ | | Supporting Files
b [ 7] Platforms
h| Bridging-Header.h
h cocos2d.h
h Prefix.pch
» | | Frameworks

Main Interface

Device Orientation Portrait
Upside Down

Status Bar Style Default

| Landscape Lefi
~| Landscape Right

Hide status bar

iPad

<3|
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Validating and Submitting archive to iTunes Connect

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:

O Cogwheels
‘Q Cogwheels
:“_ Asteroid

&Y Fun Joker
&3 Fun Joker
z Pins

{1} Match Gems
" Red Dots
¥ Photopic
B Protopic
. Stoosh
Percent Pro
E Percent

H Aliens

g Funny Jokes
r& Funny Jokes PRC
' Pins

ﬂ Pixelate
Pixelate

@4 Soothing Pro
@4 Soothing

Organizer — Archives

Projects Archives

Use these buttons to

Cogwheels <@ App name validate and submit

e your app
Archive Type: i0S App Archive

Creation Date: 19 March 2015 2:33 pm

Version: 1.1 = /\pp version

Identifier: com.digitalarts.cogwheels

Validate...

Submit...

Xport...

Estimated App Store Size: | Estimate Size

Mame Creation Date ~ Comment Status

19 March 2015 2:33 pm
aa 2 March 2015 9:11 pm

Latest archive version

== Your past app archives

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

n

Preparing si|

Cancel
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To validate for the i0S App Store, select a
Development Team to use for provisioning:

Digital Arts Limited
View Accounts... Cancel



Summary: Archive validation process complete:

. O aa.ipa
o Py Signing Identity: iPhone Distribution: Digital Arts Limited

| Binary and Entitlements Provisioning Profile

»> O cogs.app (6 Entitlements) Rotating Cogwhe... ©

Validation Successful

Your app successfully passed all validation checks.

Include app symbols for your application to receive symbolicated crash logs from Apple. Learn More

Cancel Previous Validate Cancel Previous Done

Confirm the settings by clicking the “Validate” When all is well, you get a “Validation Successful”
button. message.

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.

Archive submission process complete:

Submission Successful

Thank you for submitting your app to the iOS App Store.

Cancel Previous m

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.

My Apps < Rotating Cog Wheels : simple sily wheel landing pu...

@ 1.0 Ready for Sale 1.1 Prepare for Submission

\ersions Pricing In-App Purchases Game Center Reviews MNewsstand More ~

Builds Internal Testers External Testers

.p Rotating Cog Wheels : simple silly wheel landing puzzle game
L )

Processing 7

Build Upload Date Version Status

1.1.0 Mar 18, 2015 1.1
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Assigning build to app version in ITC

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”.

Version 1.1 2

Build Upload Date Internal 7 External 7

'.0 1.1.0 Mar 19, 2015 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.

Build @ 1.

Click + to add a build before you submit your app.

Add Build

Build Upload Date

2. March 19, 2015 2:52 PM
Game Center @D
Leaderboards @ 3.
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Submitting app for review

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.

< My Apps

® 1.0 Ready for Sale 1.1 Prepare for Submission

Q Rotating Cog Wheels : simple silly wheel landing puzzle game

Versions Prerelease Pricing In-App Purchases Game Center Reviews More v

Version Information Engllstix:
App Video Preview and Screenshots 7
On the next screen, select the Export compliance, Content right and Advertising Identifier use.
Submit for Review
Cance | Submit ‘

Export Compliance

Have you added or made changes to encryption features since your last submission of this app?
Export laws require that products containing encryption must be properly authorized for export. Failure to comply could result in severe penalties. Learn more about export requirements.

Content Rights

Does your app contain, display, or access third-party content?

Advertising Identifier

Does this app use the Advertising Identifier (IDFA)?
The Advertising Identifier (IDFA) is a unique D for each iOS device and is the only way to offer targeted ads. Users can choose to limit ad targeting on their iOS device.

If your app is using the Advertising Identifier, check your code—including any third-party code—before you submit it to make sure that your app uses the Advertising Identifier only for the
purposes listed below and respects the Limit Ad Tracking setting. If you include third-party code in your app, you are responsible for the behavior of such code, so be sure to check with your
third-party provider to confirm compliance with the usage limitations of the Advertising Identifier and the Limit Ad Tracking setting.

This app uses the Advertising Identifier to (select all that apply):
~ Serve advertisements within the app
Attribute this app installation to a previously served advertiserment
Attribute an action taken within this app to a previously served advertisement

If you think you have another acceptable use for the Advertising Identifier, contact us.

Limit Ad Tracking setting in iOS

~ I, Michal Wurm, confirm that this app, and any third party that interfaces with this app, uses the Advertising Identifier checks and honors a user’s Limit Ad Tracking setting in iOS and, when it is
enabled by a user, this app does not use Advertising Identifier, and any information obtained through the use of the Advertising Identifier, in any way other than for "Limited Advertising

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.
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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:

B A

" - 4

N

Original file — New graphics Original file — New graphics

& START &

Original file — 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

wunuw.way
Default-568h@2x.png
=1 Default-Landscape@2x~ipad.png
Default-Landscape~ipad.png
Default-Portrait@2x~ipad.png
Default-Portrait~ipad.png
Default.png
Default@2x.png
_ ding-old.wav
_ ding.wav

— fps_images-hd.png

— fps_images-ipadhd.png

— fps_images.png

glass.wav
| lcon-72.png
Icon-Small-50.png
lcon-Small.png
/' lcon-Small@2x.png
. lcon.png
- lcon@2x.png
Info.plist
sound-ding
Z_FONTS

1 [ [ =

13

=

[ Z_IMAGES

»
>
>

btn_restore-ipadhd.png
btn_restore.png

W
g

g

i

3

=5
k=%

@

o,

Game-Center-ipad.png
Game-Center-ipadhd.png
Game-Center.png
gameOver-hd.png
gameOver-ipad.png
gameOver-ipadhd.png
gameCver.png

| gem1-hd.png
gem1-ipad.png
gem1-ipadhd.png
gemi.png
gem2-hd.png

#| gem2-ipad.png

| gem2.png
gem3-hd.png
gem3-ipad.png
gem3-ipadhd.png
gem3.png
gemd-hd.png
gemd-ipad.png
gemd-ipadhd.png
gemd.png
gems-hd.png
gems-ipad.png
gemsS-ipadhd.png
gems5.png
gemé-hd.png
gemé-ipad.png
gemé-ipadhd.png
geme.png
gem7-hd.png
gem7-ipad.png
gem7-ipadhd.png
gem7.png

GM.png
GM@2x.png
howtoplay-hd.png
howtoplay-ipad.png

hnwtanlav-inadhd nna

= NC N O

1 (3

el [ [ | sl [

v (@ [ [ @ (e (@ [ (@ [ [ (@ @ (e (@ @ [

Same source code - three different games

11:25 PM

Carrier &

Back

It may look like a lot but it can be done in one afternoon:

This example code use a Cocos2D framework.
Each image has four variations - the difference is

inimage dimensions. Larger displays need bigger

images for best user experience.

File name needs to

stay the same
PNG - 29 KB
Created 19/07/13 8:53 pm
Modifled 14/08/13 9:39 pm
e 4/08/13 9" , H i
Dimensions 140 140 e Image dimensions
Add Tacs need to stay the same

Best score: 0 turns. | turns: 11

Best score: 0 turns. | turns:7

Best score: 0 turns.

<

JEle B

| turns: 10
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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.

Getting App Store Reviews

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.

Drag your icon onto the app
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Visit

www.coldfireapps.com
for quality source codes

Carrier = 9:22 PM

Cancel Photo Editor

Adjust Sharpness Splash
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EUNINY JOKES

Hand Picked J okes

It was Christmas and the judge was
in a benevolent mood as he
questioned the prisoner. "What are
you charged with?" he asked.

"Doing my Christmas shopping
early," replied the defendant.

"That's no offense," replied the

judge. "How early were you doing
this shopping?"

o Next Joke

Remove Ads Stop Restore Purchases

CREDITS $100
| S S i—"

- Now Playing: 'Meditation Impromptu

Kevir MacLeod (inccmpetgchlcom) o

$$$ Make Money Faster

Learn More > !



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. 73






