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It's an offline document. There is an online documentation here. We are highly
recommending the online version. Because it will always be updated.”

1. Introduction

Make sure you have configured your admin panel first. If everything is okay, you can follow
the further steps. You can use Android Studio or Visual Studio Code.

Note: A Mac (Apple Desktop/laptop) device and an apple developer account is required for the
iOS setup. If you don’t have both of them, you can ignore the iOS steps.


https://docs.google.com/document/d/1hiA5IiHGrt-0PAud4P0A_mN28sPuXOAolv7ABkGQfoI/edit?usp=sharing

2. Project Setup

1. Open the source/news_app folder on your IDE (VSCode or Android Studio) and wait
some moment to load the project.

2. Run this following command on the IDE terminal to clean the whole project first.

flutter clean

3. Run this following command on the IDE terminal to get all the required packages.

flutter pub get

Now, your project is ready for the configuration.

3. Firebase Setup for Android

3.1 Package Name Setup on Firebase

Y

Go to the firebase console > Project overview page. Click on add app and then
android icon. Enter your android package name. Your package name should be like
com.your_name.your_app_name . Like com.microsoft.skype. You can use the
same package name for android & iOS. iOS doesn't support underspace in the
package name. So, keep in mind that if you want to use the same package name for
both android & iOS.
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2. Click on the register app and skip other steps by clicking next.

3.2 Change Package Name for Android

1. Go to your IDE and now you have to change the package name of your app. Go to

android>app>build.gradle,
android/app/src/debug/AndroidManifest.xml,
android/app/src/main/AndroidManifest.xml,
android/app/src/main/kotlin/mrblab/news_app/MainActivity.kt,
android/app/src/profile/AndroidManifest.xml

these files and then find & replace mrblab.news_app by your_package_name. You
can use the search option of VSCode for that. (We didn’t use com in our package
name)



2. Now you have to rename two folders. Go to android/app/src/main/kotlin and
rename mrblab by your_name and inside this folder rename news_app by your
app_name. Remember this should be according to your android package name.

So, if you used com in the package name, go to this folder
android/app/src/main/kotlin via your file explorer and make a folder inside it and
name it com and move the your_name folder inside the com folder. After that your
kotlin folder should look like this.

v '@ app
v src
> M debug

v @ main

v wal java

> mM com/mrblab /travel_hour
> M io
> M res

AndroidManifest.xml

That's it. Your android package name setup is complete.

Now, you need to generate 2 signing certificates for google sign in feature.

3.3 Generate Debug Certificate
To generate a debug certificate, run this command on your terminal from your app
root directory.

For Mac Users, run

keytool -list -v \

-alias androiddebugkey -keystore ~/.android/debug.keystore




For Windows users, run

keytool -list -v \

-alias androiddebugkey -keystore %USERPROFILE%\.android\debug.keystore

Use android as a debug password when the terminal asks for a password.

N.B. If this command doesn’t work, then go to this link and copy the debug command from
there according to your os.

PROBLEMS OUTPUT DEBUG CONSOLE TERMINAL

The default interactive shell is now zsh.
To update your account to use zsh, please run ‘chsh -s /bin/zsh".
For more details, please visit https://support.apple.com/kb/HT208050.
Rakibs-MacBook-Pro:travel_hour_clients rakibbhuiyan$ keytool -list -v \
> —alias androiddebugkey -keystore ~/.android/debug.keystore
Enter keystore password:
Alias name: androiddebugkey
Creation date: Aug 17, 2018
Entry type: PrivateKeyEntry
Certificate chain length: 1
Certificatel1]:
Owner: C=US, O=Android, CN=Android Debug
Issuer: C=US, 0=Android, CN=Android Debug
Serial number: 1
Valid from: Fri Aug 17 11:33:26 BDT 2018 until: Sun Aug @9 11:33:26 BDT 2048
Certificate fingerprints:
SHA1: CB:8E:5D:2A:88:62:B0:77:B3:6C:A8:D4:50:11:5C:79:

SHA256: 26:62:61:39:DC:92:CF:F8:25:CF:1E:38:75:BD:32:BA:CD:lF:lB:FS:M:GD:FA:GO:Cl:m
Signature algorithm name: SHA1withRSA
Subject Public Key Algorithm: 1024-bit RSA key
Version: 1

Copy the SHA1 certificate code and go to Firebase Console > Your Project > Project
Settings and click on the android icon and then add the SHA1 code by clicking add
fingerprint button. Look at the picture below:


https://developers.google.com/android/guides/client-auth

Android apps

Download the latest config file ¥ google-services.json

=  Android
= ' com.mrblab.travel_hour This file contains configuration details, such as keys and
identifiers, for the services that you have just enabled.
iOS apps
g | 105 App ID @

com.mrblab.travelhour
1:918184553443:android:16f5b 6b0 SuErE—reew——

Web apps App nickname
<S> Admin Panel Android  #°
Web App

Package name

com.mrblab.travel_hour

SHA certificate fingerprints @ Type @
cb:8e:5d:2a:88:62:b0:77:b3:6c:a8:d4:50:11 : 5c : TEGEGGEGE—_—_—G—_——— SHA-1
7c:9a:d0:81:70:58:37:fd:97:¢7:09:0a:05:89 :34 : 77 mum— SHA-1
c3:40:20:43:0d:c4:0e:b2:1a:da:47:9e:32: b4 :dS M= SHA-1
83:72:75:38:79:3d:11:3b:a3:5a:57:9e :56:6b: 09 : 3 NEG_—_gGG—__g——— SHA-1

Add fingerprint

Remove this app

3.4 Generate Release Certificate

1. To generate a release certificate, You have to generate a keystore file. To generate a
keystore file, run this command below from the root of your project directory.

For Mac users, run

keytool -genkey -v -keystore ~/key.jks -keyalg RSA -keysize 2048 -validity 10000

-alias key

For Windows users, run

keytool -genkey -v -keystore c:/Users/USER_NAME/key.jks -storetype JKS -keyalg

RSA -keysize 2048 -validity 10000 -alias key




2. Enter your details and remember alias key name and password. After this, you will
get a .jks keystore file.

3. Locate this file and move the file into the android/app folder and copy the path by
right clicking on the key.jks file.

4. Then go to android/key.properties file and replace the path of the keystore file of
yours. Then also replace the password and key alias name which you have
inputted to generate the keystore file.

-,

. & key.properties X

android > €¥ key.properties

-

e — - =

—. .

=lrav

=/Users/rakibbhuiyan/appkeys/travel/key.jks

Now you can generate a release certificate, To do that,

1. Run with replacing your alias_name and keystore_location.

keytool -list -v -keystore keystore_location -alias alias_name

2. After that you will get a SHA1 code. Copy that code and add to your firebase console
project settings where you previously added a debug SHA1 code. That's it.



3.5 Google Sign In Setup

Now you have to set up google sign in & email sign in. To do that,

1. Go to firebase console>your project>authentication>Sign-in-method and enable
both email/password and google and save it.

o # YouTube x | B Ta 9 s X dart - Generate SHA-1for Fiutte. X | 4 Build and release an Androidap; X §§§ Travel Hour - Authentication—Fi X +
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2. You have to configure some stuff for google sign in. Go to this url.

3. Make sure you are signed in with the same account with which you have created the
Firebase project.

4. Also, make sure that on the top-left corner, your project is selected for which you

are filling this consent.


https://console.developers.google.com/apis/credentials/consent
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5. Go to Credentials — OAuth consent screen tab and start filling the form.

P e

6. Enter “Application name”, “Application logo” & “Support email”.

L4 @ Consentscreen - Login Demo % +

< c

& https://console.developers.google.com,

= Google

&¢ Login Demo w Q

API APIs & Services Credentials

% Dashboard

Credentials  OAuth conses Domain verification

EE

Library

Before your users authenticate, this consent screen will allow them to choose
whether they want 1o grant access to their private data, as well as give them a link
o your terms of service and privacy policy. This page configures the consent
screen for all applications in this project.

] Credentials

Verification status
Needs verification

Application name
The name of the app asking for consent

Login Demo |

Application logo
Animage on the consent screen that will help s

‘ecognize your app

Browse

Support email
Shown on the consent screen for user support

| shis1999@gmail. com - |

Scopes for Google APIs
Scopes allow your application to access your user's private data. Learn mare

a If you add a sensitive scope, such as scopes that give you full access to Gmail or Drive,
Gaogle will verify your consent screen before it's published

About the consent screen

The consent screen tells your users who is
requesting access to their data and what kind of data
you're asking to access

OAuth verification

To protect you and your users, your consent screen
and application may need to be verified by Google.
Verification is required if your app is marked as
Public and at least one of the following is true:

Your app uses a sensitive and/or restricted
scope

Your app displays an icon on its OALth consent
screen

Your app has a large number of authorized
domains

Vou have made changes to a previously-verified
Auth consent screen

The verification process may take up to several
weeks, and you will recelve email updates as it
progresses. Learn more about verification.

Before your consent screen and application are
verlfied by Google, you can still test your application
with limitations. Learn more about how your app will
behave before it's verified.

Let us know what you think about our OAuth
experience

OAuth grant limits




7. Then, scroll down and fill in the Application Homepage link, Application Privacy
Policy link and Application Terms of Services link.

8. In all these places, you have to enter the same link starting with http:// then your
app domain name which | have marked with green below.

@ Consent screen - Login Dem X +

c # https://console.developers.google.com,

— APl . - .
= Google APls 8o LoginDemo v Q - S P 0 a O
API APIs & Services Credentials
email Token grant rate
43+  Dashboard Your current per minute token grant rate limit is 100
profile grants per minute. The per minute token grant rate
m b resets every minute. Your current per day token grant
m Library openid rate limit is 10,000 grants per day. The per day token

grant rate resets every day.
o~  Credentials
Raise limit
Add scope

Autherized domains L & id ! g0d
To protect you and your users, Google only allows applications that authenticate using

QAuth to use Authorized Domains. Your applications’ links must be hosted on Autherized Jul 11, 2019 8:55 PM
Domains. Learn more

login-demo-ded?4.firebaseapp.com 15

web.app

|4

example.com

Type in the domain and press Enter to add it

Application Homepage link
Shown on the consent screen. Must be hosted on an Authorized Demain.

| http:/flogin-demo-ded74 firebaseapp.com |

Application Privacy Policy link
Shown on the consent screen. Must be hosted on an Authorized Domain

| http:/flogin-demo-ded74.firebaseapp.com |

Application Terms of Service link (0p10na0) 12 PM Sat13
Shown on the consent screen. Must be hosted on an Authorized Domain.

http://login-demo-ded?74.firebaseapp.com

<l Submit for verification  Cancel

9. Click on Save. That's it. You have completed your google signin setup.
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3.6 Facebook Login Setup

1. Now you have set up facebook sign in. To do that, Go to this url.
2. Go My apps > Create App.

3. Enter App name and email and go to Dashboard tab.

L] @ flutter facebook login firebase - X | M Flutter Google / Facebook Login X |4 Facebook for Developers X M Firebase, fb sign-inand Flutter - X | 4

C O @& developersfacebook.com * ® @ :

S Flutter Resourses GitHub § Dartpackages |[f & & mrblab2a '+ ¥ GooglePlay 2 Payoneer || NETELLER Rentplus J§ TravelHour B Other builders @ Author Dashboard. # Monetize 4\, Google Ads

facebook for developers Products Docs More ¥ My Apps ¥ (o}

PyTorch

Learn about the popula
source framework for
building, training and
deploying Al.

Explore More

Important F8 2020 Update: In light of the growing concerns around COVID-19, we've made the difficult decision to cancel the in-person component of F8 this year. Read more

A Reminder to our Community: New Changes to F8 2020 Best Practices for Designing Great
Messenger platform policy changes take Messaging Experiences on Messenger
effect today to help drive more valuable Learn More

conversations between people and Learn More

businesses

Learn More

4. Scroll down on the right pane until you reach ‘Add a product’, select Facebook
Login

5. You will be redirected to the quick start page.

6. Select Android. Skip 1 & 2.

7. Enter your_package_name in the package option and enter
your_package_name.MainActivity in the activity option.

8. For the next step, you need to generate two hash ids. To do that, run the following

commands on the terminal.


https://developers.facebook.com/
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For Mac Users,

keytool -exportcert -alias androiddebugkey -keystore ~/.android/debug.keystore |

openssl shal -binary | openss| base64

For Window users,

keytool -exportcert -alias androiddebugkey -keystore
"C:\Users\USERNAME\.android\debug.keystore" |
"PATH_TO_OPENSSL_LIBRARY\bin\openssl|" sha1 -binary |
"PATH_TO_OPENSSL_LIBRARY\bin\openssl|" base64

9. Use android as a debug password. After that you will get a hash id like this.

Rakibs-MacBook-Pro: travel_hour_clients rakibbhuiyan$ keytool —exportcert -alias androiddebugkey —keystore ~/.android/debug.keystore | openssl shal -binary | openssl base64
Enter keystore password: android

Warning:
The JKS keystore

uses a proprietary format. It is recommended to migrate to PKCS12 which is an industry standard format using “keytool —importkeystore -srckeystore /Users/rakibbhuiyan/.android/deb
ug.keystore -destkeystore /Users/rakibbhuiyan/.android/debug.keystore —deststoretype pkcs12".

y45dKoh” "UUBFceT4bdno=

Rakibs-MacBook-Pro: travel_hour_clients rakibbhuiyan$ []

10. For release hash id, run this following command by replacing your alias key name
and keystore location. You can get these from your android/key.properties file.

keytool -exportcert -alias YOUR_RELEASE_KEY_ALIAS -keystore YOUR_RELEASE_KEY_PATH

| openssl shal -binary | openssl base64

11. After that you will get another hash id. Now, copy and paste them in the next steps
of the facebook developer site. Like this,

Key Hashes

y45d iaisinishe 7bKjUUBFceT4bdno= wOAQ NSRS 2keeMrTYVN1Z9qw=

12. Skip all the steps by clicking next.
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13. Now go to settings tab & copy both app id and app secret key.

14. Now go to firebase console > your project > authentication > Sign-in-method and
click on facebook, enable it and paste both app id and app secret key and save it.

15. Now go to project settings and click on the android icon and download
google-service.json file.

16. Now go to android/app directory and paste the google-service.json file here.

@ EXPLORER

> OPEN EDITORS
Vv TRAVEL_HOUR_CLIENTS
>
> o
v @@ android
>
> B
v @ app
> src

7 build.gradle
{} google-services.json

> M gradle / wrapper

<7 build.gradle
£¥ gradle.properties

0

R

£¥ key.properties
&

&7 settings.gradle

17. Now go to android/app/src/main/res/values/strings.xml this directory and
change the app name, app_id and fb+app_id.



strings.xml X

android > app > src > main > res > values > strings.xml
<? version="1.0" encoding="utf-8"?>

name="app_name">Travel Hour</ > //app name that you created on developer.facebook.com
name="facebook_app_id">000000000</ > //app id
name=""fb_login_protocol_scheme">fb000000000</ > //fb+app id

That's it. Android setup for Firebase database, Google Sign in & Facebook login setup is
complete.

4. Firebase Setup for i0S

1. Go to the firebase console > Project overview page. Click on add app and then
android icon. Enter your package name. You can use the same package name that
you have used for android.

o # YouTube x | [B Travel Hour Doc - Google D« X | M Flutter: Implementing Googl X | 4 Build and releasean Androic X W Travel Hour—Travel Hour~i X 4 flutter_facebook_login | Flut X
= C 0 @ consolefirebase.google.com
B3 Flutter Resourses GitHub § Dartpackages @ & @& mrblab > ® GooglePlay ¥4 Payoneer [N NETELLER Rentplus  §§ TravelHour [ MRB [S Otherbuiders [R\ Author Dashboard..

X Add Firebase to your iOS app

© Registerapp

105 bundie 1D @

0 o
..
o Jsat
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2. Click on the register app and skip others by clicking next.

3. Now go to project settings and click on ios and download the
GoogleService-info.plist file.

4. Then go to ios/Runner directory and paste the file here.
Now, Open the iOS folder on Xcode by right clicking on the iOS folder from VSCode
or Android Studio and go to the runner folder and move the
GoogleService-info.plist file here. You will get a popup and click yes or confirm the
popup message.

6. Now, open the GoogleService-info.plist file from your IDE or from Xcode and copy
the REVERSED_CLIENT_ID. (See the picture below)

<? version="1.0" encoding="UTF-8" 7}
<!DOCTYPE PUBLIC "-//Apple//DTD PLIST 1.0//EN" "http://www.apple.com/DTDs/PropertylList-1.0.dtd">
= version="1.0">
<al
>CLIENT_ID</key>
>918184553443-1109a81241nk6es1p4c51lcoaalkjj8d3.apps.googleusercontent.com</stri
ey>REVERSED_CLIENT_ID</key>
>com.googleusercontent.apps.918184553443-f109a81241nk6eslp/ -""----"'>-"""</
ey>ANDROID_CLIENT_ID</key>
>918184553443-1tall6hutlomnip48g42k3am93relj7a.apps.googleusercontent. com</
>API_KEY</ >
>AIzaSyBdctrSAqjNZFTjh_WIP83Mtcksq@qb5Zg</
>GCM_SENDER_ID</key>
>918184553443</ ing>
>PLIST_VERSION</key>
>1</ ing>
ey>BUNDLE_ID</key>
>com.mrblab. travelhour</
>PROJECT_ID</key>
>travel-hour-5199d</
>STORAGE_BUCKET</key>
>travel-hour-5199d.appspot.com</
>IS_ADS_ENABLED</key>
294 >

<
<
<
<
<
<
<
<
<
<
<
=
<
<
<
<
=
<
<
<

< >CFBundleURLTypes</ >
< >

>CFBundleTypeRole</key>
>Editor</ >
>CFBundleURLSchemes</key>
>
>fb544514846502023</ >
>com.googleusercontent.apps.989933527697-mjaatabg904p6lihd_..._ .
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8. Now you have to change the iOS package name. To do that, again go to
ios/Runner/Info.plist file and replace CFBundleldentifier value with your iOS
package name. (See the picture below)

Vv

>CFBundleDevelopmentRegion</key>
>4$(DEVELOPMENT_LANGUAGE )</
>CFBundleExecutable</ >
>$ (EXECUTABLE_NAME) </
>CFBundleIdentifier</ >

-

P )

>CFBundlel DictionaryVersion</ >
>6.0</ >
>CFBundlelLocalizations</ b
>

<
<
<
<
<
<
<
<
<
<

That's it., Your Firebase & Google Sign In for iOS setup is complete.

4.1 Facebook Login for iOS Setup

1. Now go to developers.facebook.com again and navigate to your project and click
facebook login > quick setup > ios icon.

2. Skip 1 & go to step 2.
Enter your package name in the bundle ID option & skip others by clicking next.

4. Now, go to the ios/Runner/Info.plist file and replace your fb app id and app name
on fb.



>CFBundleURLTypes</key>
>

B

<key>CFBundleTypeRole</ >
< >Editor</ >
<key>CFBundleURLSchemes</ >
<

>
>Th19318xkkxkkkkkkkkk</ >
>com.googleusercontent.apps . 918184xxkxxxxxxkxkkkkk</
</
</ >
>
>CFBundleVersion</ >
>$(FLUTTER_BUILD_NUMBER)</
>FacebookAppID</key>
>193186kkkkkkkkk</
>FacebookDisplayName</ >
>Travel Hour</ >
>GADApplicationIdentifier</ >

5. That's it. iOS setup for Facebook Sign In is complete.
4.2 Apple Login Setup (Only for i0S)
To do that, you need an paid apple developer account and xcode app on your mac.

1. From your IDE, Right click on the ios folder and click on open on xcode and then go
to runner > sign in & capability tab.
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% . ) iPhone 11 Pro Max  Runner: Ready | Today at 11:45 4 + =
/ «
BESALMASE=EBE & Runner 1 )
v ;’I Runner D General Signing & Capabilities Asource Tags Info Build Settings Build Phases Build Rules
¥ . Flutter
App framework PROJECT - Capability m Debug  Release Profile
B & Runner
AppFrameworkinfo.plist - _—
TARGETS ¥ Signing
Flutter.framework
7 Debug.xcconfig % Runner Automatically manage signing

7 Release.xcconfig
7 Generated.xcconfig Q | -
v Runner \'3)
Main.storyboard
U Assets.xcassets '6’
LaunchScreen.storyboard

GoogleService-Info.plist

Info.plist N])
> .  Supporting Files
I, GeneratedPl..Registrant.h 5::

m/ GeneratedPl...egistrant.m

= AppDelegate.swift

I: Runner-Bridging-Header.h
P . Products

S

+ ©

©
=
+
|

C

oo
oo

Maps
Multipath
Near Field Communication Tag R...

Network Extensions Access WiFi Information

Enabling Access WiFi Information allows your app to obtain

Personal VPN information about the currently connected WiFi network

Push Notifications 2
Sign In with Apple

Siri

Wallet

Wireless Accessory Configuration

2. Add Sign in with Apple. We already did this in the project. If this is not available in

the project, do this by yourself.

3. No go to your firebase console > your project > authentication page and enable

apple sign in option. You don't have to put anything in the text fields.

ﬁ Firebase fireship ~  Authentication
W Vahoo
A Project Overview £
B2 Microsoft
O ‘pple

Authentication
Database
Storage
Hosting
Functions

ML Kit

Quality

$. Crashlytics

@ Performance

& TestLab

Gotodocs MR @

Disabled

Disabled

@ creoe
o Apple sign-in requires additional configuration steps. Follow the steps for your
platform.
ios Android Web
Services ID (not required for i0S) @

io.fireship.quizapp

OAuth code flow configuration (optional) v
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That's it. One more thing, when you configure Firebase push notification for iOS in the next
step, make sure you have also tik on the Sign In with Apple option in the identifier on
apple developer page.

That's it. Your database setup is complete.

5. Firebase Push Notifications Setup

1. For Android, You don't have to do anything. We already integrated the procedures in
the project.

2. ForiOS, Go to this link and follow the instructions. This is a well written doc from
Flutter Team.

6. Multi-language setup

You can skip this setup now. This is not a mandatory setup to run this app.

So, we have used 3 languages in this app. English, Spanish & Arabic. You can do as much as
you can. We are assuming that you want to add your own country language. You need to
know about your two letter language code. Like, English language code is en and Spanish
language code is es . You can search for your language code on google.

1. First go to the assets/translations folder from your IDE. Add a .json file here with
your_language_code.json name. Now go to assets/translations/en.json file and
copy everything from this file and paste to your_language_code.json file.

> BB images
v #a translations

{} en.json

{} es.json



https://firebase.flutter.dev/docs/messaging/apple-integration
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2. Now, Rename the all right side strings. Do not edit left side strings. These are the
keys. Look at the es.json file and you will understand what to do.

3. Now go to lib/main.dart file and add your language code to supportedLocals.

runApp (
EasyLocalization(
supportedLocales: [Locale('en'), Locale('es'), Locale('ar')],
path: 'assets/translations',
fallbackLocale: Locale('en'),
startLocale: Locale('en'),

useOnlyLangCode: true,
child: MyApp(),

Your code will be look like this :

supportedLocales: [Locale('en'), Locale('es'), Locale('ar'), Locale('your_language_code")],

4. You can edit the startLocale by replacing en by your_language_code if you want to
add your default language to your language.

5. Now go to lib/config/config.dart and add your Language name at the bottom of
the list by adding a comma.

final List<String> languages = [
'"English’',

'Spanish’',
'Arabic'
|17
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6. Now go to lib/widgets/language.dart file and enable the disable lines by removing
slashes and rename your_language_code and language_name that you added in
the list..

Widget _itemList (d, index){
return Column(
children: [
ListTile(
leading: Icon(Icons.language),
title: Text(d),
onTap: () async{
if(d == 'English'){
context.locale = Locale('en');

}
e

lse if(d == 'Spanish'){
context.locale = Locale('es');
}

else if (d == 'Arabic'){
context.locale = Locale('ar');

}

Navigator.pop(context);
)

7. For Android, you don't have to do anything.
8. ForiOS, go to ios/Runner/Info.plist and add your language code in a string.

>CFBundleInfoDictionaryVersion</
>6.0</ >
>CFBundlelLocalizations</ >
>

>ar</
>en</
>es</

9. Add <string>your_language_code</string> inside the array.
10. That's it. Your multi-language setup is complete. You can add as many languages as

you want by following these steps.
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11. To remove any language, first go to the asset/translations folder and delete the
language_code.json file that you want. (You shouldn't delete the en.json file because
this is the default language). Now go to lib/main.dart and remove the locale from
the supportedLocale line and then go to lib/widgets/language.dart file and
remove the else if section of language code that you want to delete and finally go to

ios/Runner/Info.plist and remove the string. That's it.

7.Ads Setup

You can skip this setup for now and can configure later. We have enabled admob ads by
default with test ad unit ids. You can enable/disable ads from the admin panel.

So, We have used both admob and facebook ads in this app. But you can use only one at a
time. Either admob or facebook ads. We recommend you to use admob ads because they
provide higher revenue than any other ads networks. Use facebook ads if only your admob
account is suspended. By the way, that was just a suggestion from us. The choice is yours.

We have used both Interstitial ads and banner ads. Interstitial ads will show when the
video loaded successfully and banner ads will show at the bottom of the image article
screen.

1. You can control ads from the admin panel. We have added an option to turn off/on
ads at any time you want. Don’t enable ads on the admin panel if you are not
enabled ads in the app.

2. We have applied ads into 2 screens.
Article_details.dart - banner ad ,

video_article_details.dart - interstitial ad.
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7.1 Admob Setup

We have used admob ads by default with test unit ids. To test the ads, you should test with
the test unit ids. Before releasing the app for production, make sure you have changed the
app ids and ad unit ids with yours. Admob is applied by default. So you don't have to do
anything for admob.

Follow these steps for production (release):

1. For Android, Go to android/app/src/main/AndroidManifest.xml file and replace
with your admob app id of yours which you will get from your admob account. You
can still use this app id for testing purposes. Make sure you have replaced your app
id before releasing the app in the play/app store.

android:name="com.google.android.gms.ads.APPLICATION_ID"
android:value="ca-app-pub-3940256099942544~3347511713" />

2. Fori0s, go to ios/Runner/Info.plist file and replace your admob app id of ios.

<key>GADApplicationldentifier</key>
<string>admob app id</string>

3. Go to lib/config/ad_config.dart file and replace admob app ids & ad unit ids with
yours. Ignore the iOS ids if you don’'t want to make the app for iOS.



static const admobAppIdAndroid = 'ca-app-pub-3940256099942544~3347511713";
static const admobAppIdiOS = 'ca-app-pub-3940256099942544~1458002511";

static const admobInterstitialAdUnitIdAndroid = 'ca-app-pub-3940256099942544/1033173712";
static const admobInterstitialAdUnitIdiOS = 'ca-app-pub-3940256099942544/4411468910"';

static const admobBannerAdUnitIdAndroid = 'ca-app-pub-3940256099942544/6300978111";
static const admobBannerAdUnitIdiOS = 'ca-app-pub-3940256099942544/2934735716";

That's it. Your admob setup is complete.

1.2 Facebook Ads Setup
Ignore this if you have added admob.

1. First, you have to place your ad ids. Go to the lib/config/ad_config.dart file and
replace the fb ad unit ids with yours.

static
static

static
static

const String fbInterstitialAdUnitIdAndroid = '544514846502xkkxiiiiiiotokkkk’ ;
const String fbInterstitialAdUnitIdiOS = '544514846502023_702xxkikkkitokkkkkkk ' )

const String fbBannerAdUnitIdAndroid = '544514846502023_70xxkkikkrstkkiokrk " ;
const String fbBannerAdUnitIdiOS = "544514846502023_7xkxkkkiokkrkrkkxk ' ;

2. Now you have to disable admob procedures and enable fb procedures. Go to lib
blocs/ad_bloc.dart file and disable where admob is quoted and enable where fb is
quoted. You can disable any procedures or line by adding two slash (//) at the left
and enable by removing two slash (//) from the left. Look at the picture below.
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Future initiateAds ()async{
await MobileAds.instance.initialize();

void loadAds (){
createInterstitialAdAdmob();

@override
void dispose() {
interstitialAdAdmob?.dispose();

er.dispose();

3. You have enabled fb interstitial ads and now you have to add fb banner ads. Go to
the lib/pages/article_details.dart file and disable the admob line and enable the fb
line. Look at the picture below.

—context.watch<AdsBloc>() .bannerAdEnabled == false ? Container()
L—: BannerAdAdmob()

1,
),
));

That's it. Your facebook ad setup is complete. Keep in mind that you can't test ads on
emulators for fb ads. You have to use a real device.
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8. Category Setup

You have to add 4 categories here which you added in the admin panel. This is mandatory
for Ul purposes. Now go to lib/config/config.dart file and add your own 4 categories that
you have added on the admin panel previously. Make sure the category names are the
same.

final List initialCategories = [
'Entertainment’,

'Sports',
'Politics’,

'Travel'

I;

9. Other Setup

Go to lib/models/config.dart file and change all of your details.

Change App name,

Support Email,

Privacy policy url (Ignore this for now if you are not going to release now).
Your website url (same as before)

iOS app ID (Only for iOS and you can ignore this for now)

Change fb page url, youtube channel url and twitter url with yours.

Nouhkwph =



final String appName = 'NewsHour';

final String splashIcon = 'assets/images/splash.png';

final String supportEmail = 'mrblab24@gmail.com’;

final String privacyPolicyUrl = 'https://www.mrb-1lab.com/privacy—policy"';
final String ourWebsiteUrl = 'https://www.mrb-1lab.com';

final String i0SAppId = '000000';

static const String facebookPageUrl = 'https://www.facebook.com/mrblab24';

ic const String youtubeChannelUrl = 'https://www.youtube.com/channel/UCnNr2eppWVVo-NpRIylra7A';
static const String twitterUrl = 'https://twitter.com/FlutterDev';

final Color appColor = Colors.deepPurpleAccent;

final String introImagel 'assets/images/newsl.png’;
final String introImage2 'assets/images/news6.png’;
final String introImage3 = 'assets/images/news7.png';

final String doneAsset = 'assets/animation_files/done.json';

10. Change Splash Icon

To change the splash icon, you have to upload your own splash icon. The icon should be in
the .png format and make sure you have renamed it to splash . Go to the
lib/assets/images folder and drop the icon here and replace it with our icon. That's it.

11. Change App Theme Color

Go to the lib/config/config.dart file and edit the appThemeColor. We have used
deepPurpleAcent color.You can use any color and the changes will happen in whole app.
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12. Change App Name for Android

1. Go to android/app/src/main/AndroidManifest.xml file and Change your app name.

Also go to lib/utils/app_name.dart and change the app name.

android:name="io.flutter.app.FlutterApplication"
android: label="Travel Hour"

android: icon="@mipmap/ic_launcher">

13. Change App Name for i0S

1. Go to ios/Runner/Info.plist file and Change your app name.

>CFBundleDevelopmentRegion</

>$(DEVELOPMENT_LANGUAGE) </
>CFBundleExecutable</key>

>$ (EXECUTABLE_NAME) </
>CFBundleIdentifier</key>

>$(PRODUCT_BUNDLE_IDENTIFIER)</
>CFBundleInfoDictionaryVersion</key>

>6.0</ >
>CFBundleName</key>

>Travel Hour</
>CFBundlePackageType</key>

>APPL</ >
>CFBundleShortVersionString</key>

>$(FLUTTER_BUILD_NAME)</ >

<
<
<
<
<
<
<
<
<
<
<
<
<
<



14. Change the App Icon

1. Go to the asset folder and delete the default icon (icon.png).

2. Now upload your app icon as png in the assets/images folder and rename it to
icon.png

3. Now run the following command on the terminal,

flutter pub get
flutter pub run flutter_launcher_icons:main

That's it.. For more info, visit this site.

So Your Setup is 100% complete now.

15.Run the app

Run this command on the terminal.

flutter clean

And After that run the following command to run this app on your physical or emulator
devices.

flutter run

Test if everything is okay or not.


https://pub.dev/packages/flutter_launcher_icons#-readme-tab-
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16. Release the Android App on Google Play Store

You have done all the things that are required for android release. To Test the release
android app, run the following command on the terminal.

flutter build apk --split-per-abi

You will get 3 apk files from the build/app/output/apk/release folder. You can test the v7
version of the apk file. If you want to publish the app in the google play store, don't upload
any of the following files. Use an appbundle file which is recommended by Google. To
generate an appbundle, run the following command on terminal :

flutter build appbundle

After that, you will get an .aab file in the build/app/output/appbundle/release folder.

Now you can upload this .aab file to the google play store.

17.To Release the iOS app on App Store

Follow the official doc from flutter team here.


https://flutter.dev/docs/deployment/ios

That's it. We know that you are so tired right now. Take some rest. Everything is complete
now.

If you love our work then don't forget to submit a review on codecanyon market.
Thanks
MRB Lab

Contact: mrblab24@gmail.com
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mailto:mrblab24@gmail.com

18. Issues & Fixes

1. Google Sign In issue after publishing the app on Google Play Store:

Solution: Follow this doc
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https://docs.google.com/document/d/1VlBx7bTXel-lukBGcrjSm183ivgRtuAaCtryG2x_ryE/edit?usp=sharing

