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This guide assumes you have never done any of this before. If you can follow a recipe, you can
follow this. Each step tells you exactly what to click and what you should see next. Take it one box
at a time — you can't break anything.

How to read this guide Steps look like this: 1. Do the thing. ✅  You should now see…
Anything in a grey code box  is meant to be copied exactly. 🧠  boxes explain why, in plain
words. You can skip them if you're in a hurry.
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1. What you need before you start

You need a Mac computer (an iPhone app can only be built on a Mac). You also need a few free
things. Don't create the accounts yet — we'll do each one when we get there.



Thing What it's for Cost

Xcode The program that builds your app Free

Apple ID Lets you use Xcode and the App Store Free

Firebase or Supabase account Stores your users and their data Free to start

RevenueCat account Handles paid subscriptions Free to start

OpenAI or Anthropic key Powers the AI features Pay per use

Apple Developer Program Needed to publish to the App Store $99/year

1.1 Install Xcode

1. Open the App Store on your Mac (the blue "A" icon). 2. In the search box, type Xcode  and
press Return. 3. Click Get, then Install. It's big (~7 GB) — go make a snack. ✅  When it's done,
you'll find Xcode in your Applications folder.

4. Open Xcode once. If it asks to "install additional components," click Install and type your Mac
password.

🧠  Xcode is Apple's official tool for making iPhone apps. Everything we do happens inside it.

1.2 Install Homebrew and XcodeGen

We need one small helper tool. Don't worry about what it is — just copy/paste.

1. Open the Terminal app (press Cmd + Space , type Terminal , press Return). A white or black
window with text appears. This is where you paste commands.

2. Copy this line, paste it into Terminal, press Return, and follow the prompts (it will ask for your
Mac password — typing shows nothing, that's normal):

/bin/bash -c "$(curl -fsSL https://raw.githubusercontent.com/Homebrew/install/HEAD/insta

✅  When it finishes it prints "Installation successful!"

3. Now install XcodeGen by pasting this and pressing Return:

brew install xcodegen

🧠  XcodeGen builds the Xcode project file for the demo app. You run it once.



2. Run the app on your computer

The Stack comes with a demo app that already works — with fake ("mock") data so you can see
everything before connecting any accounts.

1. You received an invite to a private GitHub page. Open it and click the green Code button →
Download ZIP. Unzip it (double-click the downloaded file). Move the folder somewhere easy, like
your Desktop.

Prefer the command line? git clone  the repo instead. Either works.

2. Open Terminal and type cd (with a space), then drag the folder from Desktop onto the
Terminal window and press Return. This moves Terminal "into" the folder.

3. Paste these three lines, one at a time, pressing Return after each:

cd Examples/DemoApp

xcodegen generate

open DemoApp.xcodeproj

✅  Xcode opens with the demo project.

4. At the top-center of Xcode there's a bar. On its left, make sure it says DemoApp. Next to it,
click and choose a simulator like iPhone 17 Pro.

5. Press the big ▶︎ Play button (top-left), or press Cmd + R .

✅  After a minute, a pretend iPhone appears on your screen running the app — the onboarding
flow, the paywall, the whole thing. You did it! 🎉

🧠  This is "mock mode." Nothing is real yet — no real users, no real payments. That's on purpose,
so you can explore safely. The next sections turn each piece real, one line at a time.

3. Make the app yours

Before connecting backends, give the app its identity.

1. Pick a Bundle ID. This is your app's unique address, like a web domain written backwards:
com.yourname.appname  (all lowercase, no spaces). In Xcode: click the blue DemoApp at the very



top of the left sidebar → under Targets click DemoApp → Signing & Capabilities tab → set
Bundle Identifier to your choice.

2. Sign in with your Apple ID. Same screen → Team dropdown → Add an Account → sign in
with your Apple ID. Xcode handles the rest.

3. App name & icon. The display name is on the General tab. For the icon and App Store images,
see the included ASO/  folder — it has copy templates, screenshot specs, and icon guidance.

4. Choose your backend

Your app needs a backend — an online place that remembers your users and their data. The
Stack supports two, and you only pick one:

Firebase (by Google) — the most popular, tons of tutorials, great free tier. Pick this if you're
unsure.

Supabase — open-source, uses a normal SQL database, developer-favorite.

Both give you the same three things you'll need:

Auth — sign-in (email, Apple, Google)

Database — store text data (users, notes, scores, anything)

Storage — store files (photos, audio, PDFs)

👉  Go to Section 5 for Firebase or Section 6 for Supabase. You can skip the other one entirely.

5. Firebase

5.1 Create your Firebase project

1. Go to https://console.firebase.google.com and sign in with a Google account (free to make if
you don't have one). 2. Click Create a project. 3. Type a name (anything, e.g. "MyApp"). Click
Continue. 4. It asks about Google Analytics — leave it on, click Continue, then Create project.
Wait ~30 seconds. Click Continue. ✅  You're now looking at your project's dashboard.

5.2 Connect Firebase to your app

1. On the dashboard, click the iOS+ button (the Apple logo). 2. In Apple bundle ID, paste the
exact Bundle ID from Step 3.1. Click Register app. 3. Click Download GoogleService-Info.plist.

https://console.firebase.google.com/


This file is your app's key to Firebase. Keep it safe. 4. In Xcode, drag that downloaded file into the
left sidebar, into the DemoApp  folder. A box pops up — make sure "Copy items if needed" is
ticked, then click Finish. ✅  The file now appears in your project list. 5. Back on the Firebase
website, click Next until it says "Continue to console." (We'll add the code SDK next, so you can
skip its code steps.)

5.3 Add the Firebase code library

1. In Xcode menu bar: File → Add Package Dependencies… 2. In the top-right search box paste:

https://github.com/firebase/firebase-ios-sdk

3. Click Add Package (wait while it loads). 4. A list of products appears. Tick the boxes for
FirebaseAuth, FirebaseFirestore, and FirebaseStorage. Click Add Package. ✅  Firebase is
now part of your app.

5.4 Turn on sign-in

1. In Examples/DemoApp/DemoApp/DemoAppMain.swift , at the very top with the other import
lines, add:

import FirebaseCore

2. Find the line init() {  and right under it add:

FirebaseApp.configure()

3. A few lines down, change the auth line from the mock to Firebase:

// before:

AIFlowAuth.configure(provider: MockAuthAdapter())

// after:

AIFlowAuth.configure(provider: FirebaseAuthAdapter())

4. On the Firebase website: left menu → Build → Authentication → Get started. Click the Sign-
in method tab and enable Email/Password (and Apple if you want Apple sign-in). Click Save. ✅
Press ▶︎ in Xcode. Create an account in the app — it now appears under Authentication → Users
on the website. Real sign-in works!



5.5 Database — Firestore (store text data)

🧠  Firestore keeps your data in "collections" (like folders) full of "documents" (like cards). Example:
a notes  collection where each document is one note.

1. Firebase website → Build → Firestore Database → Create database. 2. Choose Start in test
mode (fine while building) → Next → pick the location closest to your users → Enable.

⚠️  "Test mode" lets anyone read/write for 30 days. Before launch, change the Rules tab so
only signed-in users can touch their own data. A safe starter:

rules_version = '2';

service cloud.firestore {

  match /databases/{database}/documents {

    match /{collection}/{doc} {

      allow read, write: if request.auth != null;

    }

  }

}

3. Now use it in code. Add import FirebaseFirestore  at the top of any file, then copy whichever
recipe you need:



let db = Firestore.firestore()

// ➕  SAVE a new note

try await db.collection("notes").addDocument(data: [

    "text": "My first note",

    "userId": user.id,

    "createdAt": FieldValue.serverTimestamp()

])

// 📖  READ this user's notes, newest first

let snapshot = try await db.collection("notes")

    .whereField("userId", isEqualTo: user.id)

    .order(by: "createdAt", descending: true)

    .getDocuments()

let notes = snapshot.documents.map { $0.data() }

// ✏️  EDIT a note (you need its document id)

try await db.collection("notes").document(noteId).updateData([

    "text": "Edited text"

])

// 🗑️  DELETE a note

try await db.collection("notes").document(noteId).delete()

// 🔴  LIVE updates — runs every time the data changes

db.collection("notes")

    .whereField("userId", isEqualTo: user.id)

    .addSnapshotListener { snapshot, _ in

        let notes = snapshot?.documents.map { $0.data() } ?? []

        // update your SwiftUI state here

    }

5.6 Storage — files (photos, audio, PDFs)

1. Firebase website → Build → Storage → Get started → Next → Done. (Set its Rules to
signed-in users before launch, same idea as above.) 2. Add import FirebaseStorage  at the top
of your file, then:



let storage = Storage.storage()

// ⬆️  UPLOAD an image (imageData is a Data from a photo picker)

let ref = storage.reference().child("avatars/\(user.id).jpg")

_ = try await ref.putDataAsync(imageData)

// 🔗  GET a shareable web link to it

let url = try await ref.downloadURL()

// ⬇️  DOWNLOAD it back (max 5 MB here)

let data = try await ref.data(maxSize: 5 * 1024 * 1024)

🎉  That's Firebase: sign-in, a database, and file storage — all live.

6. Supabase

6.1 Create your Supabase project

1. Go to https://supabase.com → Start your project → sign in with GitHub or email. 2. Click
New project. Give it a name, set a database password (save it somewhere!), pick a region near
your users, click Create new project. Wait ~2 minutes while it sets up.

6.2 Get your two keys

1. Left menu → Project Settings (gear icon) → API. 2. Copy two things and keep them handy:

Project URL (looks like https://abcdxyz.supabase.co )

anon public key (a long string under "Project API keys")

🧠  The "anon" key is safe to put in your app. Never use the "service_role" key in an app — that
one is a master key for your servers only.

6.3 Add the Supabase code library

1. Xcode menu: File → Add Package Dependencies… 2. Paste in the search box:

https://github.com/supabase/supabase-swift

3. Click Add Package → tick Supabase → Add Package.

https://supabase.com/


6.4 Turn on sign-in

1. In DemoAppMain.swift , change the auth line to Supabase (put your URL and anon key in):

AIFlowAuth.configure(

    provider: SupabaseAuthAdapter(

        supabaseURL: URL(string: "https://YOUR-PROJECT.supabase.co")!,

        supabaseAnonKey: "YOUR-ANON-KEY"

    )

)

2. On the Supabase website: left menu → Authentication → Providers → make sure Email is on.
(Turn on Apple too if you want Apple sign-in.) ✅  Press ▶︎ and create an account — it appears
under Authentication → Users.

6.5 Database — tables (store text data)

🧠  Supabase uses a normal SQL database: data lives in "tables" with "rows," like a spreadsheet.
We'll make a notes  table.

1. Supabase website → Table Editor → New table. 2. Name it notes . Keep "Enable Row Level
Security" ticked (important for safety). Add columns with the + button:

text  — type text

user_id  — type uuid

(it already gives you id  and created_at  for free) Click Save. 3. Add a safety rule so users
only see their own notes: left menu → Authentication → Policies → on the notes  table click
New Policy → "Enable read/write for users based on user_id" template → Save. 4. Use it
in code (the client  is your Supabase client from the adapter, or make one with your URL +
anon key):



// ➕  SAVE a note

try await client.from("notes").insert([

    "text": "My first note",

    "user_id": user.id

]).execute()

// 📖  READ this user's notes, newest first

let notes: [Note] = try await client.from("notes")

    .select()

    .eq("user_id", value: user.id)

    .order("created_at", ascending: false)

    .execute()

    .value

// ✏️  EDIT a note

try await client.from("notes")

    .update(["text": "Edited text"])

    .eq("id", value: noteId)

    .execute()

// 🗑️  DELETE a note

try await client.from("notes")

    .delete()

    .eq("id", value: noteId)

    .execute()

🧠  Note  is a small struct you define matching your columns, e.g.:

struct Note: Codable, Identifiable {

    let id: UUID

    let text: String

    let createdAt: Date

}

6.6 Storage — files (photos, audio, PDFs)

1. Supabase website → Storage → New bucket → name it avatars  → choose Public if the files
can be shown to anyone (like profile photos) → Create bucket. 2. In code:



// ⬆️  UPLOAD an image

try await client.storage

    .from("avatars")

    .upload(path: "\(user.id).jpg", file: imageData)

// 🔗  GET a public web link (works for public buckets)

let url = try client.storage

    .from("avatars")

    .getPublicURL(path: "\(user.id).jpg")

// ⬇️  DOWNLOAD it back

let data = try await client.storage

    .from("avatars")

    .download(path: "\(user.id).jpg")

🎉  That's Supabase: sign-in, a database, and file storage — all live.

7. Payments

This is how you charge money for a subscription. It has two halves: App Store Connect (Apple,
where the money lives) and RevenueCat (makes it easy).

1. Join the Apple Developer Program ($99/year) at https://developer.apple.com/programs —
required to sell anything. 2. Go to https://appstoreconnect.apple.com → My Apps → + → create
your app entry (you'll need the Bundle ID from Step 3). 3. In your app → Subscriptions → create
a group, then add subscriptions (e.g. a Monthly and a Yearly with a 7-day free trial). Add prices. 4.
Make a free RevenueCat account at https://www.revenuecat.com → new project → connect
your App Store app → create an Entitlement named premium  → create Offerings that point to
the subscriptions you just made. 5. RevenueCat → API Keys → copy the public Apple key. 6. Add
the RevenueCat library in Xcode (File → Add Package Dependencies… →
https://github.com/RevenueCat/purchases-ios  → tick RevenueCat). 7. In
DemoAppMain.swift :

import RevenueCat   // at the top

// inside init():

Purchases.configure(withAPIKey: "appl_YOUR_PUBLIC_KEY")

AIFlowSubscription.configure(provider: RevenueCatSubscriptionAdapter())

https://developer.apple.com/programs
https://appstoreconnect.apple.com/
https://www.revenuecat.com/


✅  The paywall now shows your real prices and can take real (sandbox) payments.

⚠️  Apple requires a Privacy Policy and Terms link on every paywall. Set termsURL  and
privacyURL  on your PaywallConfiguration .

8. AI

The Stack's AI features (chat, generation) need a key from OpenAI or Anthropic.

1. Get a key: https://platform.openai.com (OpenAI) or https://console.anthropic.com
(Anthropic — the latest Claude models). 2. In DemoAppMain.swift , swap the mock for a real
provider:

AIFlowAI.configure(provider: AnthropicServiceAdapter(apiKey: key))

// or: OpenAIServiceAdapter(apiKey: key)

🔒  Very important: never paste your real AI key straight into the app and ship it — anyone
can pull it out of a published app and run up your bill. For a real launch, put the key on a tiny
server (or a Firebase/Supabase function) and have the app call that. The baseURL  parameter
lets you point the adapter at your server. The mock is totally fine while you build.

9. Analytics

See what users do — which screens they visit, where they drop off.

1. Firebase already gives you analytics (you enabled it in 5.1). To also send to GA4 with the
included provider, in DemoAppMain.swift :

https://platform.openai.com/
https://console.anthropic.com/


AIFlowAnalytics.configure(providers: [

    FirebaseAnalyticsProvider(),

    GA4AnalyticsProvider(measurementId: "G-XXXX",

                         apiSecret: "SECRET", clientId: deviceId),

    ConsoleAnalyticsProvider()   // prints events in Xcode while testing

])

✅  Open the app, tap around, and watch events print in Xcode's bottom panel.

10. Push notifications

Out of the box the app can send local notifications with no setup. For remote push (messages you
send from a server):

1. Make a free OneSignal account at https://onesignal.com → new app → follow its iOS setup (it
walks you through Apple's push certificate). 2. Add the library (File → Add Package
Dependencies… → https://github.com/OneSignal/OneSignal-iOS-SDK  → tick
OneSignalFramework). 3. In DemoAppMain.swift :

AIFlowPush.configure(provider: OneSignalPushAdapter())

11. Put it on the App Store

1. In Xcode, top bar, change the simulator to Any iOS Device. 2. Menu: Product → Archive. Wait
for it to build. 3. When the Organizer window opens, click Distribute App → App Store Connect
→ Upload. Follow the prompts. 4. On App Store Connect, fill in your app's name, description,
keywords, and screenshots (use the ASO/  folder templates — they're written for you). 5. Click Add
for Review → Submit. Apple reviews it (usually 1–3 days). ✅  When approved, your app is live on
the App Store. 🚀

12. Troubleshooting

"No such module 'AIFlowCore'" (red errors everywhere) Xcode is still downloading the
packages. Wait for the bar at the top to finish, or do File → Packages → Reset Package Caches,

https://onesignal.com/


then Product → Clean Build Folder ( Cmd + Shift + K ) and build again.

The app "built" but nothing opens in the simulator You probably ran the wrong target. The
runnable app is DemoApp ( Examples/DemoApp/DemoApp.xcodeproj ), not the Package.swift
library. Make sure the top bar says DemoApp.

"No such module 'FirebaseAuth' / 'Supabase'" You haven't added that package yet, or didn't tick
it. Redo File → Add Package Dependencies… and make sure the box is ticked.

Sign-in does nothing / errors Check you (a) added GoogleService-Info.plist  to the app
(Firebase), or pasted the correct URL + anon key (Supabase), and (b) enabled the sign-in method
on the provider's website.

Payments don't show prices Make sure your subscriptions are created in App Store Connect and
mapped in RevenueCat, and that you used the RevenueCat public key. New products can take a
few hours to appear.

Simulator is slow or stuck Quit and reopen the Simulator, or in Xcode pick a different simulator. A
restart of your Mac fixes most weirdness.

You did it

You've got a real app: users can sign in, their data is saved, files upload, payments work, AI runs,
and you know how to ship it. Everything else is just your idea on top of this foundation.

Questions? You have access to the customer Discord — ask anything.


