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What are the prerequisites?

How to open the project on Android Studio?

How to configure the App according to your setup?
How to activate an app?

How to change the package name?

How to build the App for testing (build and apk) ?

How to run 10S on a simulator?

How to config the Stipe payment gateway?

How to Update for Android?

How to configure social login?

How to configure push notification?

How to configure google maps ?

How to configure the default language for mobile apps?
How to configure multiple languages for mobile apps?
How to configure the deeplink?

How to generate play store uploadable files for release?
How to generate app store uploadable files?

My data is not changing. How to clear cache?



1. What are the prerequisites?

Answer:

This Flutter app can be hosted into Google Play Store + Apple Appstore as your branded

eCommerce CMS app. The app will communicate with your hosted eCommerce CMS web

application through APIs. That means the prerequisite to publish the eCommerce Mobile

application is to have the eCommerce CMS Web application in the latest version always.

Flutter version must be Flutter 3.10.04 - channel stable
Android Studio Flamingo | 2022.2.1 Patch 1

https://developer.android.com/studio/archive

Java version OpenJDK Runtime Environment (build 17.0.6+0-b2043.56-9586694)
Make sure your flutter and dart versions are correct. Follow the Flutter documentation

from https:/flutter.dev/docs/get-started/install to install the given version of Flutter on

your PC/mac.

2. How to open the project on Android Studio?

Answer:

Extract the scource_code.zip. You will find this inside the main zip.

a.

b.

Open the folder in your Android studio.

Even if you are building an app for iOS, use Android Studio for the build.
Then in your Android studio terminal run:

flutter pub get

** You need this to get all 3rd party packages from pub.dev

3. How to configure the App according to your setup?

Answer:

a. App Config:

- This helps you connect your app to your server.


https://developer.android.com/studio/archive
https://flutter.dev/docs/get-started/install

Open lib/app_config.dart
- You can change the copyright_text, app_name,purchase_code,, HTTPS,DOMAIN_PATH variable.
- Do not change the other variables.

- Make sure that system_key and purchase_code are given. Otherwise, your app will not work

properly.

b. Activating the Flutter app:
First, activate your Flutter app from here: https://activeitzone.com/activation/addon.

Instruction for activating purchase code Active It Zone Addon Activation

1. Make sure you have valid purchase code.

2. Make sure your CodeCanyen username is correct.

© AlZ

c. Procedure for getting the system key:
i. Please make sure that your Active e-commerce CMS system is activated from this site

https://activeitzone.com/activation and that you have collected a System key. For more

information please check the ecommerce CMS system documentation.
ii. Now you can follow the manual process to set the system key.
a. Use the system key in your app_config.dart file. Find the app_config.dart in your
project->lib folder.

Here is the screenshot for a better understanding.


https://activeitzone.com/activation/addon
https://activeitzone.com/activation

ce_flutter

**Make sure that your system uses the same system key otherwise it will not work,

check your .env file**

If your site does not have https or you are using a local machine as server (localhost) the make

HTTPS = false;



Your DOMAIN_PATH is your site url without any protocol. (see screenshot below)
If you are using localhost, DOMAIN_PATH should be “your_ip_address/your_project”;

** “localhost/your_project” will not work **

'« active_ecommerce_flutter lib ' Fa app_config.dart J emulator-3554 (mohbile) + w main.dart lo Devices
g om pubspec.yaml = app_config.dart
? 1 import 'package:flutter/material.dart’;
I
LI . . ‘
3 var this_year = DateTime.now().year.toString();
5 =
E‘ 5 class AppConfig {
2| 6 static String copyright_text = "@ ActiveItZone " + this_year;
E 7 static String app _name = "Active eCommerce"; //this shows in th
2
&
o . .
Y - Ffconfigure this
. .
18 static const bool HTTPS = true; \
12 igure this
1 /static const DOMAIN PATH = "192.168.8.113/ecommerce demo”;
14 static const DOMAIN PATH = “demo.activeitzone.com/ecommerce flutter_demo";
16 //do not configure these below
17 static const String API_ENDPATH = “api/v2";
18 static const String PUBLIC_FOLDER = “public";
19 static const String PROTOCOL = HTTPS ? “https://" : “"http://";
28 static const String RAW BASE URL = “${PROTOCOL}${DOMAIN PATH}";
21 static const String BASE URL = “"${RAW BASE URL}/${API_ENDPATH}";
24 southeast-1. amazonaws . com,
25 ise do not change anythi
2¢ const String BASE PATH = "${RAN BASE URL}/${PUBLIC FOLDER}/";
27 }
d. Theme Config:

This helps you change your app’s colors according to your theme/branding

Open lib/my_theme.dart

You can change the accent_color, soft_accent_color, splash_screen_color variable.

Flutter by default does not support hex color. Do not change the other variables.

Use https://www.rapidtables.com/convert/color/hex-to-rgb.html To get the RGB value if you do
not already know your theme’s RGB color.

You should keep the Opacity value 1 (Opacity can be 0,0.1,0.2, ........,0.9,1)

See the screenshot below:


https://www.rapidtables.com/convert/color/hex-to-rgb.html

static Color white = Color.fromRGBO(255,255,255, 1};
static Color light grey = Color.fromRGBO(239,239,239, 1);
static Color dark_grey = Color.fromRGBO(112,112,112, 1);
static Color medium_grey = Color.fromRGBO(132,132,132, 1);
static Color grey 153 = Color.fromRGEO(153,153,153, 1);
static Coler font _grey = Color.fromRGEO(73,73,73, 1);

static Color textfield grey = Color.frorRGE0(289,289,289, 1);
static Coler golden = Color.fromRGEO(248, 181, 91, 1);

static Coler shimmer _base = Colors.grey.shade50;
static Coler shimmer_highlighted = Colors.grey.shade2eo;

e. Configure the launcher icon:

This helps you change your app’s launcher icon.

Change the app_logo.png in assets folder with your own
logo.Your file name should also be app_logo.png and it should
be a 512x512 png image and the image format should be the

same.

After replacing the file, uninstall your app from your emulator.

Otherwise the logo will not be changed.

Then in your Android studio terminal run:
flutter pub get
Then run:

flutter pub run flutter_launcher_icons:main

Then run your app (shift +10). The app will be installed again with your given launcher icon.

f. Configure other logos:

¢ o pubspecyaml s app_config.dart » my_theme.dart
§ import 'package:flutter/material.dart’;
=
n ]

3 class MyTheme{ Red  Green Blue Opacity
5 7 F*con olors stars®/ \ * J /
g N | static Color accent_color = Color.fromRGBO(230,46,4, 1);
= static Color soft_accent_color = Color.fromRGEO(247,189,168, 1);
E ] static Color splash_screen_color = Color.fromRGBO(238,46,4, 1); // if not sure , use the same color
E /Fcon ble colors ends®/
o
e

/*If you are not a dev, -, do not change the

. active_ecommerce flutter " lib my_theme.dart [ emulator-5554 (mobile) + ‘e main.dart

)
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branding.

Join Active eCommerce

Name
Email

Password

Retype Password

Active eCommerce
V3io

O | agree to the Terms Canditions & Privacy Policy

Already have an Account 7 Login

@ ActiveltZone 2022

This logo will be found in:
assets/login_registration_form_logo.png (512x512)

assets/splash_screen_logo.png (512x512)

Change this logo with your own logo.File name , image format and size should be the same for
each logo.

Then in your android studio terminal run:

flutter pub get

Then restart your app (shift +10). You should see your own logo in these places.



4. How to activate an app?
Answer:

Before running the app you need to activate your Flutter app otherwise the app will show an
inactivated screen.

a. Goto this link https://activeitzone.com/activation/addon

b. Put your name in the name field.

c. Put your email in the email field.

d. Put your purchase code in the purchase field.

e. Put your codecanyon user name in the codecanyon user name field.

f.  Put your domain name in the domain field.

g. Select Active Ecommerce option from main item.

h. Select the eCommerce Flutter App option from the item.

i. Click the Activate button After filling all the fields and activate your app.

5. How to Change the package name?
Answer:

This is very important. Your app cannot have the same package name as other apps. If it does,
the Play Store will not accept it as a unique application. So rename your app according to your

business/brand name. Try to write a unique package name.

Naming convention: https://docs.oracle.com/javase/tutorial/java/package/namingpkgs.html

For example

Let's say your package is: com.onatcipli.networkUpp
And your app name is "Network Upp"

Then,

Run this command inside your flutter project root.

Run the command in Android studio terminal:

flutter pub run rename --bundleld com.onatcipli.networkUpp

flutter pub run rename --appname "Network Upp"


https://activeitzone.com/activation/addon
https://docs.oracle.com/javase/tutorial/java/package/namingpkgs.html

Try uninstalling the app from the emulator, then run the commands and then restart the app.

If it does not work, first uninstall, then restart the app then run the commands.

**In case the above does not work:

In Android
for package name just change in build build.gradle only (android/app/build.gradle)
defaultConfig {

applicationld "bundleld com.onatcipli.networkUpp"

**However in one place you must have to manually change your package name.
Open android/app/google-services.json , and change your package name manually. Otherwise

you will get a build error, even on emulator on debug build

L source_code android app - i) google-services son [ sdk gphone x85 (mobile) + L maindart v | B & B & E B0
Project €@ T @ — ter_configdart ~ social_config.dart » acldon_config.dart we: AndroidManifestxml android\build.gradle app'build.gradle 1 google-services,
£ v 4 source code © 4 Flutter commands Open for Editing in Andraid Stud
3 idea I
f android "project_info": {
‘ gradie 4 "project_number": "835571763337",
J idea "project_id": "active-ecomerce-flutter-app”,
| PR “storage_bucket": “active-ecommerce-flutter-app.appspot.con”
[ src
| I8
= build.gradle N B
B UEIACE client”: [
| {} google-services json C
gradle "client_info": {
& gitignore “mobilesdk_app_id": "1:835571763337:android: f6a0e8a0517a55¢fefses8",
m active_ecommerce_flutter_android.iml "android_client_info": {
build.gradle "package_name™: "com.activeitzone.active_ecommerce flutter app"
11 gradle.properties }
gradlew }
= gradiewbat “oauth_client": [
11local.properties :
settings gradie “client_id": "835571763337-6717rab6gcep2viraslvitmeradeknd. apps.googleusercontent. con”,

seftings_aar.gradle “client_type": 1,

assels "android _info": {
dummy assets “package_name": "com.activeitzone.active_ecommerce_flutter_app",
105 "certificate_hash": "bl3a53cf789a0717170bbe1a8e24607cec03d52F
lib
}
custom }
custom_model :
data_model "eli T sai .
client_id": "835571763337-fct94i4ip6h7detahbBcs322hp3pffrq.apps.googleusercontent. con™,

dummy_data

"client_type": 3

helners

For iOS:
Change the bundle identifier from your Info.plist file inside your ios/Runner directory.

<key>CFBundleldentifier</key>



<string>bundleld com.onatcipli.networkUpp</string>

If you face issues consult a flutter developer.

How to build the app for testing (build an apk)?

Answer:

https://flutter.dev/docs/deployment/android see the doc for reference

In terminal run: flutter build apk
It will build an apk and show the folder. You can then install it on your phone to test, or share to

multiple users for testing.

How to run 10S? **Read all the points carefully before doing anything
Answer:

a. Install Xcode on your mac.

b. Open your iOS folder in Xcode and select your developer team from Signin and
Capabilities.

c. Choose your team from GoogleSignin-Googlesignin and
flutter_downloader-FlutterDownloaderDatabase from Pod->GoogleSignin-Googlesignin

and Pod->flutter_downloader-FlutterDownloaderDatabase


https://flutter.dev/docs/deployment/android
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d. You need to open a simulator. Run this command for open a simulator
e. Change the platform version according to your simulator version.

i) Goto your source_code->ios->Podfile add your ios simulator version.



iPhone 12 --i0515.5
Runr

% main dart

platforn

Login to Active eCommerce

% -gitignore
Podfile
Podfile.lock

/object_patch.dart

p it ToD! B Torminal

[a]

f.  Run this command

More info https://docs.flutter.dev/get-started/install/macos

8. How to config the Stipe payment gateway?
Answer:

Please follow the below procedure:
Just put www before your domain name

Also make sure your server is configured with www

9. How to update for Android? **Read all the points carefully before doing anything

Answer:
a. This section will help you if you are here for the update and have already generated the
signed release apk/appbundle the last time and already have the keytool and the

manifest file ready in your old project folder.


https://docs.flutter.dev/get-started/install/macos

b. If you are installing and building the release file for the first time this section is not for
you.

c. Extract the scource_code.zip. You will find this inside the main zip.

d. Open the folder in your Android studio.

e. **Remember to open this in a separate folder than your old project.

f.  Even if you are building an app for iOS, use Android Studio for the build.

g. Then in your Android studio terminal run:
flutter pub get

h. This will fetch all the necessary packages

i. If you are updating, you must have built the key.jks previously

j-  Copy the key.jks , key.properties, and the manifest file from your old project and paste in
the correct locations

k. See the previous screenshots for the file locations

I.  If you are missing your old project, you have to configure key.properties, and the manifest
file like described in the installation.

m. As our source code is made ready for the fresh installation, you will have to do all your
configuration (like domain path, app color, package name, etc ) shown in the previous
steps.

n. Butdo not create a new key.jks, you have to update your app with the existing key

o. If you have somehow lost your previous key, you have to release a totally new app to the
Play Store. You will not be able to release an update.

p. Inyourterminal run: flutter build appbundle

g. The release bundle for your app is created at <your app
dir>/build/app/outputs/bundle/release/app.aab.

r.  Upload this app.aab file to your Google Play console.

10. How to configure social login?
Answer:

1. Create a Firebase project.

A) First you need to have a Google account and login in your browser.



B) Goto this link: https://console.firebase.google.com/

C) Click the “Add Project” Button.

D) Add your project name and continue.

E) Off the “disable Google Analytics” and Click the “Continue” Button.

F) Click the “Continue” Button.

Add Android app on your Firebase project
1. Click the Android icon.
Add some information:
A) Android package name
B) App nickname
C) Add signing certificate SHA-1 and SHA-256
How to get SHA-1 code in your project ?
A. Goto android studio and open your project then open terminal and ensure that it shows
your project directory in the terminal.
B. Then drive into the android folder(cd android).

|n

C. i) For debug mode: write this command on your Android studio terminal “gradlew

signinReport” then press enter.

C:\Flutter_projects\active_ecommerce_flutter\androidrgradlew signinReport o

» Configure project :app

WARNING:: The option setting 'android.enableR=true’ is deprecated.

It will be removed in version 7.0 of the Andreid Gradle plugin.

You will no longer be able to disable RS

WARNING:: Please remove usages of ~jcenter()™ Maven repository from your build scripts and migrate your build to other Maven repositories.
This repository is deprecated and it will be shut down in the future.

See http://developer.android.com/r/toels/jcenter-end-of -service for more information.

Currently detected usages in: root project "android’, project ':app', project ':connectivity', ...

» Task :app:signingReport

s I Structure

=]

* 2: Favorite:

ii) For release mode: write this command on your Android studio terminal “keytool -list -v

-keystore YOUR_PROJECT_DIRECTORY\key.jks -alias key” then press enter.


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

Project « @B Z = @ — & appronfig.dart build.gradle.

s A input_ 4 cartdart 4 home.dart A filterdart 5 google-senvicesjson

I ——

1 N 26 ~ v
> M gradie c DOMA 2 e 1 host i
v Bapp A—— static const DOMAIN_PATH emo.activeitzone.com/econmerce_flutter_dem 1 folder g
stc static canst DONAT directl th 5
) google-senicesjson fdo not g
& keyjis static const String APT_ENDPATH = “api/v2';
> B gradle static const String PROTOCOL = HTTPS ? “https://" : "http://";
& gitignore static const String RAW_BASE_URL = "${PROTOCOL}${DOMAIN_PATH}";
build.gradle static const String BASE_URL = "${RAW_BASE_URL}/S${API_ENDPATH}";
Terminal:  Local + o —
Use "keytool -help" for all available commands

C:\flutter_projects\active_ecommerce_flutter\androidkeytool -list -v -keystore key.jks -alias key —————o
keytool error: java.lang.Exception: Keystore file does not exist: key.jks
java.lang.Exception: Keystore file does not exist: key.jks

at sun.security.tools.keytool.Main.doConmands (Unknown Source)

at sun.security.tools.keytool.Main.run(Unknown Source)

at sun.security.tools.keytool.Nain.main(Unknown Source)

C:\flutter_projects\active_ecommerce_flutter\android>keytool -list -v -keystore C:\flutter_projects\active_ecomnerce_flutter\key.jks -alias key
Enter keystore password:

[t

¢ date: Jan 5, 2022

Entry lvpe: 1 yoatry

tertificate chain length: 1

Certificate[1]:

owner: ,

Issuer: Ch-Activelt, ; €

Serial number: 7dd5265u

(alid from: 1 23: T.

Certificate fingerprints:
HDS: D6:4:00:42:1
SHAL: 89:2A:32:AC:0

4:2A:07:14:08:D5:74:45:0F :58 *————

I=TODO O Problems M Git | M Terminal @ DartAnalysis B Run Q Event Log

N

Click the “Register App” button

. Download config file and add this file into your project->android->app folder

Add Firebase SDK

o A~ W

. Click the “Continue to console” button

6. After uploading your app on playstore you need to add signing certificate SHA-1 and

SHA-256 in Firebase project setting: Open your Google Play console->Your App->Setup->App
integrity

= p’ Google Play Console Q_  search Play Console

« Allapps App integrity

Protect your app and your users Show more
02 Dashboard yourapp ancy ’

U. Inbox 2 Integrity APl responses off - () Releases signed by Google Play
il Statistics

Integrity API App signing
Publishing overview ¥

Release App signing key certificate

This is the public certificate for the app signing key that Google uses to sign each of your releases. Use it to register your key with API

Eg Releases overview providers. The app signing key itself is not accessible, and is kept on a secure Google server.

£l Production

; MDS certificate fingerprint .
b ) Testing \ e
- |0 Reachand devices X

SHA-1 certificate fingerprint . ]

St 256 certfcate fngerrn n——
y
(=) App bundle expforer

v @ sewr Upgfade your app signing key for new installs

App integrity Youfcan upgrade your app signing key for new installs, for example if you want to move to a cryptographically stronger key. Google will use

the new keev tn cinn all new inetalle and their indatas Vnnr lenacy keey will <till he nead tn cinn undatee far nesre whn alreardy have vanr ann

Overview

Device catalog




You must generate your own google-services.json. Do not use ours - it will not work for you.

< active_ecommerce_flutter android app | i) google-servicesjson [ sdk gphone x36 (mobile) ¥ « maindart ¥ > & I B #% Gitt & o m B
G Project ~ QT B — geml i puild.gred 4 logindart % ) app\guogle-servicesjson Bl key.properties % ) src\google-servicesjson
£ active ecommerce flutter WL Flutter commands Open for Editing in Android Studio  H
=
B dart_tool “project_info": {
Aidea “project_number”: “835571763337",
g 2ndroid factive_ecommerce t_android] “project_id": “active-ecommerce-flutter-app",
£ gradle "storage_bucket™: "active-ecommerce-flutter-app.appspot.com”
= 3pp. }
E sie "client™: [
§ deb
g ebug {
5 main | "client_info": {
profile "mobilesdk_app_id": "1:835571763337:android:f6ade8a0517a55Ff8f5e58",
{ google-services json “android_client_info": {
build.gradle e "package_name”: "cof] activeitzone.active ecommerce Flutter app”
{ google-servicesjson }
£ keyjks }
gradle "oauth_client™: [
% .gitignore {
active_ecommerce flutter_android.iml “client_id": "835571763337-fct94i4ip6h7detahb8cs322hp3pffrq. apps.googleusercontent. com”,
build.gradle "client_type": 3
1 gradle.properties ) -
gradlew 1
2 gradlew.bat mapi_key": [
7l key.properties i -
il local.properties "current_key": "AlzaSyCFiPAQi3ccahUff1l-951T5Coss3y0KXg"
settings.gradle +
settings_aar.gradle ]
assets "services”: {
build “appinvite service™: {
dummy_assets “other_platform_oauth client”: [
ios {
lib "client_id": "835571763337-fctoaiaipsh7detahbscs3zat q.apps . googleusercontent..con”,
. custem "client_type": 3
2 data_model
£ }
2 dummy_data ]
3 helpers }

Add the 10S app on your Firebase project
1. Goto your Firebase project setting and click button.
2. Click 10Sicon
3. Add some information.
i) Apple bundle ID: Insert your app bundle ID.
i) App nickname (optional).
iii) App Store ID (optional).
4. Click the button.
5. Download GoogleService-Info.plist file
Next you must add the file to the project using Xcode (adding manually via the filesystem won't
link the file to the project). Using Xcode, open the project's ios/{projectName}.xcworkspace file.
Right-click Runner from the left-hand side project navigation within Xcode and select "Add files",

as seen below:
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/Add Files to “Runne
B Main.storybo roject Format | Xcode 9.3-compatible
Delete
B Launchscree N B roanzien
B info.pli e = Do 55 Prefix
- t
» B Supporting New Group without Folder L e
New Group from Selection @ iPhone
B Generatedpi

@ iPad
B GeneratedPl.  Sort by Name *
Mac (re 15 s
» Bl Products Sort by Type - & o
¥ Virap lines

Project Document

Text Settings

indent Using ([Spaces

Find in Selected Groups... Muin interface  Msin
Source Control > evice Ories @ Portrait
Project Navigator Help
Detault
Hide status bar
Requires full screen
Supports multiple wind
¥ App lcons and Launch Images
App lcons Source [IAppIEon
Launch Screen File LaunchScreen
¥ Frameworks, Libraries, and Embedded Content

Name

+

lopment Assets

Select the GoogleService-Info.plist file you downloaded, and ensure the "Copy items if needed"

checkbox is enabled:

Runner: Ready | Today at 10:43

¥ Download: Q
v B Runn '
v [ Flutter

B AppFrameworkinto.|

Name Date Modified Kind
tunner

A Applications B GoogleService-Info.plist Today at 10:43 1KB  Property List
tive to Group.

Debug.xeconfi —
B Debug. " -] Desktop unner.xcodepra]

R Release.xcconfig othesy
i Documents is{Code
socuments/Code/delete/
. ) Downioads wesome_flutter.app/ios/
unner.xcodeproj

[ AppDelegate.h 2} elliothesp
B AppDelegate.m
I Main.storyboard = Xcode 9.3-compatible
Elliot's Mac mini
B LaunchScreen.stary Macintosh HD
B info.plist o
» Ml Supporting Files

[ GeneratedPluginReg
B GeneratedPluginRe;

» Ml Products 2 R et

1 Wrap lines

[ Generated.xcconfig

t

Destination: W Copy items if needed

Added folders: () Create groups
# Create folder references

Add to targets: 7 @ Runner

New Folder




Firebase Authentication:
1. Goto signin method and then enable Google, facebook and twitter and apple.
2. For facebook you need a facebook app id and app secret, we will create the next step.

Add these documents.

(a} Dashboard

App 1D App Secret
R | | sesesees Show

'¢' Settings ~

Basic Display Name Namespace

Advanced testapp
&) Roles v
=) App Domains Contact Email @
£\ Alents v
- Privacy Policy URL Terms of Service URL
(¥] App Review v

Login dialog and App Details erms of Service for Login dialog and App Details
Products Add Product
App lcon (1024 x 1024) Category
Faceboek Login v Choose a Category =
Find out more information about app categories here

Activity Log
= Activity Log

Verification

Some permissions and features require business or individual verification to access certain types

5 Start Verification
of data. You can start the verification process at any time

1) Facebook: Package Used

https://pub.dev/packages/flutter_facebook_auth

See its documentation and steps
How to create a Facebook app?
A) First you have to log in to Facebook in your browser.

B) Goto https://developers.facebook.com/

C) Goto My Apps.


https://pub.dev/packages/flutter_facebook_auth
https://developers.facebook.com/

Products Programs Docs More O\

[£]

Allow Jasper's Market to contact
you through Messenger

Create an app.

Apps Q sear o Name o
Filter by /R:cenuyuged -
(@) All Apps (2)

Archived

m Metq Products Programs News

Artificia Intelligence Developer Circles Blog
ARIVR F8 Success Stories
Business Tools Startup Programs Vigeos
Follow Us
Gaming ThreatExchange Meta for Developers Page
6O omo Open Source
Publishing Support Terms and Policies
Social Integrations Developer Support Platform Initiatives Hub
Social Presence Bugs Plattorm Terms
Prattorm Status Peveinner Pnieies

Select App Type None.



Create an App % Cancel

(P Type Select an app type
The app type can't be changed after your app is created. Learn more
O Details

Business
Create or manage business assets like Pages, Events, Groups, Ads, Messenger, WhatsApp and Instagram
Graph API using the available business permissions, features and products

Consumer
Connect consumer products, and permissions, like Facebook Login and Instagram Basic Display to your app.

Games
@  Create an HTMLS game hosted on Facebook.

Gaming
' Connect an off-platform game to Facebook Login

Workplace
@ Create enterprise tools for Workplace from Meta

None .
. Create an app with combinations of consumer and business permissions and products

E) Add your app details
e App Name.
e App Contact Email.

e Business Account. (Don't Change it).

Create an App X Cancel
T Add details
Q ype App Name
" Display name
Detail
O s This is the lame a ed with your app ID. You can change this later.
[ -
App Contact Email

This email address is JE“E: (olcomfc( you about potential policy violations, app restrictions or steps to recover the app if it's been deleted or
mal

compromised,

Business Account - Optional
E . ) To access certain permissions or features, apps need to be connected to a Business Account.
Don't change this option
No Business Account selected -

By proceeding, you agree to the Facebook Platform Terms and Developer Policies Previous Create App

F) Add product “Facebook Login”.

« Click the “Set Up” button.



Add a Product

Facebook Login

The world's number one social login product.

Read Docs Set Up

Messenger

‘Customize the way you interact with people on
Messenger.

Read Docs SetUp

G) Click the “Basic” Option.

(o] vasnboara

LF settings ~

Audience Network
Manetize your app and grow revenue with ads from

Facebook adverfisers.

Read Docs Set Up

Webhooks
Subscribe to changes and receive updates in real

fime without calling the API

Read Docs SetUp

App D

Basic “‘\\ o

Advanced testapp
& v
18] Roles App Domains
£\ nens v
. Privacy Policy URL
©) AppReview G

Privac! y for Login di
Products Add Product
App Icon (1024 x 1024)

Facebook Login v
ActiityLog

H) Add some information and save it.

a) This app privacy policy URL.

b) This app terms of service URL.

[

App Events

Understand how people engage with your business
across apps, devices, platforms and websites.

Read Docs Set Up

t‘@

2

Games

Create a cross-platform HTMLS5 game hosled on
Facebook.

Read Docs Set Up

App Secret

Namespace

Contact Email @

mdtusaraddmob@gmail.com

Terms of Service URL

Ter

Category
Choose a Category =

Find out more information about app categories here

c) This app icon (Icon size also 1024 X 1024 Or 512 X 512).

d) This app category.

Show



Display Name

testapp

App Domains

Privacy Policy Url
Privacy Polic

Privacy policy for Login dialog and App Details

App lcon (1024 x 1ui1)/App icon

1024 x 1024

1) Now activate your app.

J) Click the “Switch Mode” Button.

B svrtimm = App K HREAR TR0 _
[H ‘Deahbosrd
o p— -
[P
Adhvurad
.E,L Fodax -
£ sl -
(=7 Rpp Breew -
Fradic FESpae
sl Laga -
AL
i< dctivity Lag

Namespace

Contact Email @

mdtusaraddmob@gmail.com

Terms of Service Ul

Terms of service url

Terms of Service for Login dialog and App Details

/ Choose your app category

Find out more information about app categories here

Category
Choose a Category =

Switch to Live Mode?

Your app won't be able to access unapproved permissions or

features that require App Review. Leam more

Cancel

i

Derplay e

Edrlyimr

Pirbrp oy LEL

g K achove Leorm ooy pedect s seoport poliey?

g b (VI TR

(=1

e e oy prey

Fiened s rreary evimerration bl a0y cabereies ey



K) Make sure your app Facebook login settings are on these options.
A) Client OAuth Login.
B) Web OAuth Login.
C) Enforce HTTPS
D) Use Strict Mode for Redirect URIs

(3} Dashboard “ Easily add Facebook Login to your app with our Quickstart

G} sentings v Client OAuth Settings
. N
\&)] Roles Client OAuth Login
Yes .
A
™\ Merts v
Web OALth Login 4 Enforce RS
(~) App Review v
Products Add Product < Force Web OAuth Reauthentication | Embedded Browser OAuth Login
o

Facebook Login ~

Settings egmemeee \ Use Strict Mode for Redirect URIs

Quickstart .

N Valid OAuth Redirect URIs

I= Activity Log

C Login from Devices - Login with the JavaScript SDK

Allowed Domains for the JavaScript SDK

Integration
For Android:
L) Add your facebook app id, app name, facebook_client_token and fb login protocol

scheme (**NOTE**: The scheme needs to start with ‘fb" and then your ID.example: fb123456789)

into your project->android->app->src->main->res->values->string.xml file.



For 10S:

Goto Facebook Login->Quickstart then select iOS platform and just follow 1 and 2 steps.

G} Dashboard

Required actions
{@} Settings

@j App Roles

Q Alerts

@ App Review
Products

Facebook Login

Settings

Quickstart
App Events

Activity log

1= Activity log

Use the Quickstart to add Facebook Login to your app. To get started, select the platform for this app.

.
i0s Web

o v Other

v

Add Product

~

/

Then choose your environment SDK: Cocoapods



1. Set up Your Development Environment

To make your app compatible with iOS 11, be sure fo use the latest Facebook SDKs for i0S.
If you link to the SDKs with CocoaPods, you must update your pods for the SDKs your app uses and recompile your app. You
can also download the latest version of the Facebook i0S SDK, integrate it into your app, and recompile.

Set up your development environment before using Facebook Login for i0S.

SDK: Cocoapods v -—

Then add your Bundle ID then save it and exit from the quick start page.

1. Set up Your Development Environment

2. Add your Bundle Identifier

The bundle identifier (Bundle ID) should appear in the box below. If the box is empty, find your bundle identifier in your Xcode
Project’s i0S Application Target and paste it into the box below.

You can change your bundle identifier in the future via the i0S section on the settings page.

— =

Back

Do not need to follow the others step in the quick start page.

Client Token: Where do you get the client token?

Ans: Goto your Facebook app setting->advance find the Client token



Update notification email

(1} Dashboard
Client token
¢ Settings ~

Basic

Advanced / Require app secret

. Require app secret or app secret proof for AP calls with access tokens used

'@ﬂ Roles - outside of trusted contexts.

® Allow API Access to app settings
@ Alerts o v Set to No to prevent changes to app settings through API calls

In your project’s ios folder: Add your facebook app id, app name, facebook_client_token and fb
login protocol scheme (**NOTE**: The scheme needs to start with ‘fb* and then your ID.example:
fb123456789)

into your project->ios->Runner->info.plist file.

[active_ecommerce_flutter]

4
>
>
>
>
>
>

al Librar

and

Google: Package Used
I J/oub.d I le_sign |


https://pub.dev/packages/google_sign_in

Integration
For I0OS:

1. First reqgister your application.

Make sure the file you download in step 1 is named GoogleService-Info.plist.
Move or copy GoogleService-Info.plist into the [my_project]/ios/Runner directory.
Open Xcode, then right-click on Runner directory and select Add Files to "Runner”.
Select GoogleService-Info.plist from the file manager.

A dialog will show up and ask you to select the targets, select the Runner target.

N o o > 0w DN

Then add the CFBundleURLTypes attributes below into the

[my_project]/ios/Runner/Info.plist file.

Open your GoogleService-Info.plist file and copy

% app_config.dart o main.dart GoogleService-Info.plist Podfile

<dict> 12 A w

Imgaéc.apps.googleuserconte

<string>AIzaSyBbeqHLlQdo_R_S5922s1zGyJ73Tp-dbbNk</string>

Put REVERSED_CLIENT_ID in your source_code->ios->info.plist files CFBundleURLSchemes->

array-> string


https://firebase.google.com/docs/ios/setup

% main.dart

lpr
AppDelegate
GeneratedPh
neratedPh

Runner-Bridg
Runner.xcodepr 2 ! ->
Runner.x ni Fo.pl CLIENT_ID -->

Podfile

Podfile.lock

chMethod (dart:core-patch/object_patch.dar s not installed

e TaTe ey annot identify version of git executable: no...

B Terminal « Dart Ana

Follow the guideline from here https://pub.dev/packages/google_sign_in

Twitter : package used

I //pub.dev/pacl . logi

How to create a Twitter app.
1.1.  First you have to login twitter in your browser.
1.2.  Goto https://developer.twitter.com/
1.3.  Goto Developer Portal.

1.4. Go to Project & Apps->Overview create a new project.


https://pub.dev/packages/google_sign_in
https://pub.dev/packages/twitter_login
https://developer.twitter.com/en
https://developer.twitter.com/en/portal/dashboard

Developer

Portal
Overview

Projects & Apps

Elevated
Overview

NO PROJECTS HERE + New Project

Standalone Apps V1.1 ACCESS

Standalone Apps live outside of Projects. This means that they can’t use the the most current v2 Twitter

APl endpoints.

1.5.  Filup some information for your project. Project Name, Use case, Project
description.

_u Project name ct name e Use case

Your Project helps you organize your work and monitor your usage
ith the Twitter AP

This is how you intend to use the Twitter developer platform.

Your project name

| I Building consumer tools (professional)

Select a use case
Doing academic research
1 Making a bot

Build customized solutions in-house

Embedding Tweets in a website
Exploring the API

Doing something else

Publishing ads programatically
3 Student
Teaching

A Building tools for businesses
Required

Building consumer tools (hobbyist)

Building consumer tools (professional)

etw




2. Set up your app
2.1. Select your app environment.
2.2. Enter your app name.

2.3. Collect your API Key and API Key Secret.(you will have to collect it.)

ﬂ App Environment App Environment Q App name 6 Keys & Tokens
Development Apps are where you get your access keys & tokens, plus sefjf For security, this will be the last time we'll fully display these. If something happens, you can
P! o permissions. You can find them within your Projects. always regenerate them. Learn more

For new work and in progress features

DEVELOPMENT APP APl Key ©

App name

Staging pmF3fBBBINFbGr Copy

A Required
Used to test out changes

1 APl Key Secret &
Production 2 ELRFY54JzIOPVJgQDFoUINCFiwe
Used for live products
3 Go to dashbog

3. Setup user authentication setting.
3.1. Go to Project & Apps-> select your project and then select your created app.
3.2. Find User authentication settings.
3.3. Click the Setup button.
3.4. Enable OAuth 2.0
3.5. Select Type of App.(Native app)
3.6. Callback URI.(activeecommerceflutterapp://).
3.7.  Web site URL.(It's your web URL).
3.8. Save it.



User authentication settings

Authentication not set up

QOAuth 2.0 and OAuth 1.0a are authentication methods that allow users to sign

in to your App with Twitter. They also allow your App to make specific requests
on behalf of authenticated users. You can tum on one, or both methods. /

3.3

User authentication settings

OAuth 2.0 and QAuth 1.0a are authentication metheds that allow users to sign in to
‘your App with Twitter. They also allow your App to make specific requests on behalf of
authenticated users. You can turn on one, or both methods. Read the docs

34

OAuth 2.0 NEw

« Can be used with the Twitter API v2 only
(also known as,

« Allows you to pick

4. Setup in your flutter e-commerce code.

4.1.
4.2.

4 social_config.dart

D x| %

/_ active_ecommerce_flutter | I lib

= dl

OAUTH 2.0 SETTINGS

Native App v

Type of A
3 Thi:

is type of App uses public clients as they're usually running in a browser or on a
mobile device and are unable to use your client secrets.

GENERAL AUTHENTICATION SETTINGS

s

Callback URI / Redirect URL ©

[T~ activeecommerceflutterapp://

It should be your veb

+Add another

url.

3.7\

Website URL

't https://activeitzone.com/

[ sdk gphone x86 (mokile) +

build.gradl

4 login

Project =
custom

data_model class SocialConfig]

I 1:Project

dummy_data
helpers
repositories 5 }
screen_sections
screens
static_models

2+ Resource Manager

ui_elements

Apple SignIn: package used

h V. k ian_in with

% maindart ¥

Go to your flutter project->lib->social_config.dart

s Pixel 3 API 30

.dart e, AndroidManifestxml

var twitter_consumer_secret = "tyour consumer key>";

var twitter_consumer_key = "<your consumer secret>";|

Enter your twitter_consumer_secret and twitter_consumer_key.

», ¢ Q&% W Gt v v

% social_config.dart

o

“ my_theme.dart A google sign_it

Configure properly as we mention in our ecommerce cms documentation. You don't need extra

configuration for the app.

Note: Use the same Bundle ID name for 10S bundle id as you created an apple developer account

for web apple signUp.


https://pub.dev/packages/sign_in_with_apple

11. How to configure push notifications?
Answer:
To use firebase follow the procedure which are mentioned below

1. Open other_config.dart file from your project_file->lib->other_config.dart file and put the

true in variable USE_PUSH_NOTIFICATION = true;

Project £ @ brand | s.dart T ¢ brand_

v 4 active_ecommerce_flutter as been edited

>
>
>
>
>
»
>
W

2. Go to this URL to create project https://console.firebase.google.com/u/0/

If you already have a project then continue with that.


https://console.firebase.google.com/u/0/

Damo Ecomemarcs Propec’

new project

Get started by adding
Firebase to your app

000 -

Store and sync app data in milliseconds

R

4. To get server key click on Cloud Messaging option



§ Firebase

Il Project settings

£

i

Fueatore Lot 1

Siorage

=
=
]
<]

3,

5. Turn on the switch and put the server key in admin panel

O D localhost/ecommerce_demo_three/admin/google-firebase bxd &
_ o
= 9 e Q
Setup & Configurations Google Firebase Setting
Google Firebase [

FCM SERVER KEY
‘ JFcM SERVER KEY ‘

6. You will need to generate your own google-services.json. Do not use ours - it will

not work for you

S m



£ active_ccommerce_flutter

g
@
b3
g
g
-2
e

I:structure

K Build Variants

2: Favorites

Project v

android | ' app
o T

active_ecommerce flutter

dart_tool

idea

android [active_ecommerce. +_android]
gradle

2pR
src
debug
main

profile

' google-senvices,san

buildgradle
{) google-servicesjson
2 keyiks
gradle

© -gitignore
active_ecommerce flutter_sndroid.iml
build.gredle

{l gradle properties
gradlew

& gradlew.bat

il ke

il local.properties

properties

settings.gradle
settings_aar.gradle
assets
build
dummy_assets
ios
lib
custom
data_model
dummy_data
helpers
repositories
screen_sections
screens
static_models
ui_elements
ui_sections
% addon_config.dart
3 app_config.dart
\ main.dart
o my_theme.dart

Firebase console:

h

fir

# google-servicesjson

o

— gexml

[ sdk gphene x86 (mobile) ~ L maindart ¥ [ B &% Git ¥ RN
android\build.gradle app\build.gradle 3 login.dart & app\goog il key.properties 4 src\goog| es.json
< Flutter commands Open for Editing in Android Studio
"project_info": {
“project_number”: “835571763337",
"project_id": “active-ecommerce-flutter-app”,
"storage_bucket": "active-ecommerce-flutter-app.appspot.com”
b
“client”: [
{
“client_info": {
“mobilesdk_app_id": "1:835571763337:android:f6a0e8a9517a55ff8f5e58",
"android _client_info": {
L "package_name": "cof.activeitzone.active_econmerce_flutter_app”
i
b
“oauth_client": [
"client_id": "835571763337-fct94i4ip6h7detahbscs322hp3pffrg.apps.googleusercontent. com”,
“client_type": 3
i
1
"api_key": [
{
“"current_key": "AlzaSyCFiPAQi3ccahUff]l-951TSCoss3y@Kxg"
:
"appinvite_service™: {
“other_platform oauth client": [
{
“client_id": "835571763337-fct94i4ip6h7detahbscs322hp3pffrg.apps.googleusercontent.com”,
"client_type": 3
}
1
}
}
}
I

“configuration_version”: "1

You need to provide your fingerprints here (sha1 and sha 256)

h Firebase

A Project Overview

Authentication

erimw»

(53808

Firestore
Realtime Database
Storage

Hosting

Functions

Machine Learning

Release & Monitor

Analytics

Engage

active-ecommerce-flutter-app ~

Project settings

Your apps.

Android apps

=) active_ecommerce_flutter_app
=) comacliveitzone active_ecommerce_fut

SDK setup and configuration

to reconfigur
j0ad the cor

See SDK instructions

AppID @

1:835571763337:android:16a0e8a051 7a55f8f5e58

App nickname

active_ecommerce_flutter_app *

Package name
‘com.activeitzone.active_ecommerce_flutter_app

SHA certificate fingerprints

32:13:21:32:45:64:32:13:25:45:61:43:21:65:34:65:13:21:46:54

Add fingerprint

Remove this app

3 google-services json

just



https://console.firebase.google.com/u/0/

You will find your signature/fingerprints from here ( Provided that you already have

generated the key). You will also need the path of your key.jks. You may have already

kept it in the root folder.

7. Although most of the configuration for android is done you can check guidelines

from here.

Apple Integration

Please Follow this URL's documentation

https:/firebase flutter.dev/docs/messaging/apple-integration/

12. How to configure google map? (Read the whole thing before implementing)
Answer:

1. Goto https://console.developers.google.com/ and generate api keys separately for ios

and Android. No restrictions are needed

2. Inlib/other_config.dart make, use google map = true and put google map api key


https://firebase.flutter.dev/docs/messaging/apple-integration/
https://console.developers.google.com/

% active_ecommerce flutter ' [ lib 4 other_config.dart O sdk gphone x36 (mobile) ~ % maindart ¥ || [} Pixel 3 491 20 L -] 3 0 % Gt v v @ O/ m DL % Q
o Project + © T | & — | fpubspecyaml % other_config.dart  push_notification_service.dart & sslcommerz_screen.dart # AndroidManifestxml ~ auth_helper.d =5 Flutter Performance -]
8] ¥ P active_ccommerce_flutter Chflutter_projects\active_edo| 1 v
. Jdart_tool 2 class OtherConfig{

- % .idea 3 static const bool USE_GOOGLE MAP = true;

5 "= android [active_ecommerce_flutter_android] 4 static const String GOOGLE_MAP_API_KEY = "<Your key here>”;

2 .gradle 5 1
= idea
% 2pp
& sic
& debug

main
java
io flutter plugins
kotiin
res
it AndroidManifest xml
profile
build.gradle
4 google-senvices json
2 keyjks
gradie
% gitignore
= active_ecommerce flutter_androi
build.gradle No running applications
1 radleproperties
gradlew
gradiew bat
S key.properties
i local properties
settings.gradle
settings_aar.gradle
o assets
z app_loge.png
£ bell.png
G brands.png
& campaigns.png
. cartpng
E categories.png
z chatpng
= delivery_map_icon.png
& facebook logo.png
flash_deal png
] google_logo.png
E hamburger.eng © Invalid VCS root mapping
3. Inmain AndroidManifest.xml put the map api key
. active_ecommerce_flutter | android app src main 4 AndroidManifestaml [ sdk gphone x86 (mobile) ~ % maindart ¥ | [ Pixel 347130 [ -1 [ O &% Gt v v @ 9O ® OL% Q
g [ Project ¥ @ T & —| @ pubspecyaml % other_config dart & push_notification_service.dart  sslcommerz screen.dart i AndroidManifest.cmi 4 auth helperd Flutter Performance ]
£ v 1z active_ecommerce fiutter Ci\flutter projects\active cco . Flutter commands Open for Editing in Android Studio ~ Hide
- dart ool iname—"io. Flutter. enbeddi eenbravable” °
gy android: resource="@idrauable/launch_background”
o = android [active_ecommerce_flutter_android] ’
5 gradie a1 <intent-filter>
@ % idea a2 <action android:name="android.intent.action. MAIN"/>
H 2pp 43 <category android:name="android.intent.category. LAUNCHER"/>
El src 44 </intent-filter> |
debug a5 <intent-filter> 7
main 5 <action android:name="FLUTTER NOTIFICATION CLICK" /> 7
java 47 <category android:name="android.intent.category.DEFAULT" /> I
ioflutter.plugins 48 </intent-Filters 7]
keotlin
res </activity>
i AndroidManifest.cml <I-- Don't delete the meta-data belon
profile. This is used by the Flutter tool to generate GeneratedPluginRegistrant.java --> _
build.gradle <meta-data
) googleservicesjson 54 android: name="flutterEmbedding"™
= keyjis android: valu 7>
gradie
 gitignore

<meta-data androi

name="con. google.android.geo. APT_KEY" =

P active_ecommerce_flutter_androidlimi

e android: value="<Your map api keyp"/>

build gradle No running applications
111 gradle.properties. 60 Facebook Login configuration
gradlew <meta-dsta i " com. facebook. sdk. ApplicationId"

2 gredlewbat
i key.properties

i local properties

android: value="@string/facebook_app_id"/>

<activity <name="con. facebook .

settings.gradle

android: configChanges=
settings_sar.gracle .

| screent i .
. assets android: label="@string/app_nane
= app_logo.png android: exported="true" b |
H bel.png IS k|
[~ brands.png 70 <activity
B campaigns.png 71 android: name="con. facebook. CustonTabActivity " T
- cartpng 7 android: exporte
5 categories.png <intent-filter>
E chatpng 74 <action android:name="android.intent .action.VIEW" />
z delivery_ map_icon.pg ndroid. intent. category. DEFAULT" /> L |
= facebook loge.png 7 android. intent . category. BRONSABLE" />

flash_dealpng 77 <data android:scheme="@string/fb_login_protocol_schene® />
3 google logo.png 7 </intent-filter>
H hamburger.pg </activity> O E= S
Z o activ The directory <Proj..ive_ecommerce flutter .
S iphone.png 80 </application>
¥ heartpng Configure...

manifest » apolication  meta-dlata

Jopadsu) Y

auewI0yad BN , aulng 1eny

a0 ay 2280



For ios follow this

https://blog.logrocket.com/adding-google-maps-to-a-flutter-app/#addinggooglemapstofl

utterios

Enable Android and ios api. These are free.

Welcome to the API Library @

The API Library has documentation, links, and a smar

Q Search for APIs & Services

— g
Maps SDK for Android Maps SDK for i0S
Google Google

Maps for your native Android app

Machine learning
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Setup & Cor Google Firebase Setting

Google firebase

Maps for your native iOS app.
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Maps JavaScript API

Google

Maps for your website
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https://blog.logrocket.com/adding-google-maps-to-a-flutter-app/#addinggooglemapstoflutterios
https://blog.logrocket.com/adding-google-maps-to-a-flutter-app/#addinggooglemapstoflutterios

6. Inthe customer app we are searching location via text. And while setting pin to location
taking information from the location. For these, we would need these apis enabled.
Unfortunately, these api are not free, you will need to add card. If you do not want to

spend money you cannot use google map in the customer app

4 Geocoding API
.)@ Google Enterprise API & Places API
( Google Enterprise API

Convert between addresses and geographic coordinates Get detailed information about 100 million places

AP1 Enabled
[ ansce [RIPCT [ e SRR

13. How to configure the default language for mobile apps?
Answer:

Go to your flutter project->lib->app_config.dart

Change variables value //Default language config
static String default language ="en";
static String mobile app code ="en";

static bool app language rtl =false;
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ige: Flutter/material.dart’;

var this_year = DateTime.now().year.toString();

tlass AppConfig {

static String copyright_text = "@ ActiveItZone " + this_year; //this shows in the spl
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static String app_name = "Active eCommerce"; //tl
static String purchase_code = ""; //en
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static String defavlt_language ="en";
static String mobile_app_code ="en"; s

static bool app_language_rtl =false;\
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static const bool HTTPS = false;
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This value you can find in your admin panel. Go to your admin panel->setup &

configurations->languages.

() B clear cache Ja) = A’dm!n
Default Language Import App Translations
Default Language English Trasnlation
File
default_language mobile_app_code app_language_rtl
Language
U

# Name Code Flutter App Lang Code RTL Options

1 English en en

2 sangla bd bn

3 Arabie sa ar [ ]

14. How to configure multiple languages for mobile app? (Read the whole thing before
implementing)
Answer:

1. Inyour lib/I10n folder you will see an app_en.arb file. This is your main translation +
interpretation file. Never delete this.NEVER.

2. If you want another language file you can copy the app_en.arb file and make another
language file like app_fr.arb and so on. But we will suggest that you use our translation
generator from admin panel.

3. Always make sure your language code is valid.

https://en.wikipedia.org/wiki/List_of ISO_639-1_codes Use iso 639-1 codes. By default

flutter localization uses 78 major language codes from here.


https://en.wikipedia.org/wiki/List_of_ISO_639-1_codes

4. Upload app_en.arb in the admin panel.lt will fetch strings from the file and uploads to

your database.
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5. Make sure while adding/editing a language , your flutter app language code exists. The

code must be in iso 639-1 format. Without a valid code, you will not see a translated

output in the app.
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Then translate your app strings like you did for your web. You can use google chrome's
translation extension and the copy button for a faster output. See, our documentation on
translation is provided with the cms. Remember the translations for web and app are kept
separate, so even if you did create the translation, for the web , you have to create it for

the mobile app too.

Once all the strings are converted for a particular language, say for example french, you
can download the app_fr.arb file from the panel and put this arb file in your flutter apps
lib/I10n folder along with your app_en.arb file.You can also change the main app_en.arb
file this way but we encourage you not to do it . If you face any error due to app_en.arb file
changes, we will not provide you any support.

Make sure the file you pasted in the lib/I10n is not empty.If you provide an empty file you

will get errors.

Name Code Flutter App Lang Code RTL options

8. For the same language, your language code for app and web can be different. This is not

an issue. But you have to make sure the code for the app is in 639-1 format.



9. The language list to the app is shown from the backend api, so if you are using a lot of
languages , make sure you provide translation for all of them.If you don’t, by default the

text from app_en.arb will be shown.

15. How to configure deeplink?

Go to your Androidmanifest.xml file which is in app>src>main>androidmanifest.xml

Set your domain.com name in android:host

% main.dart

Flutter outline

N.B:

Deeplink will only work over these routes.



1 deeplink paths...

!

customer products,
customer-products,
customer-product/ :slug,

oy

product/ :slug,

(T

customer-packages,

1 auction product bkids,

.2 auction-products,

H auction-product/:slug,
auctiunﬁpurchase_histury,

oy

users/login,
users/registration,
.8 dashboard,

=

brand/ :slug,

11 brands,

cart,
categories,
category/ :slug,
flash-deals,

oy

flash-deal/:slug,
'8 followed-seller,

(T

purchase history,
1 purchase history/details/:id,
sellers,
shop/ :slug,
todays—-deal,

oy

coupons,

16. How to generate Play Store uploadable files for release?

Answer:

https://flutter.dev/docs/deployment/android see the doc for reference

Signing the app:
To publish on the Play Store, you need to give your app a digital signature. Use the following

instructions to sign your app.


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

Go through the screenshots below carefully to understand how to generate key and and use it for

the released signed app:

© Note:

s The keytool command might not be in your path—it's part of Java, which is installed as part of Android Studio. For
the concrete path, run [T SeYIRTIICIRR and locate the path printed after ‘Java binary at:. Then use that fully
qualified path replacing java (at the end) with keytool. If your path includes space-separated names, such as
Program Files, use platform-appropriate notation for the names. For example, on Mac/Linux use Program\ Files,
and on Windows use "Program Files

* The -storetype JKS tagis only required for Java 9 or newer. As of the Java 9 release, the keystore type defaults to
PKS12.

Setup environment for keytool:
a. Run this command in your system terminal: flutter doctor -v
b. Find the Java binary at: copy this path except the “java” folder.
c. Change your terminal path by running this command : cd “past here your copied path”
then press enter. Example: cd C:\Program Files\Android\Android Studio\jre\bin
d. Run the keytool.exe file. Example: C:\Program Files\Android\Android

Studio\jre\bin>keytool.exe

on 18.8.19844. locale en-US)

ndroidi\Android Studi
vironment (build 11.8.1 )
not accepted. To resclve thi : flutter doc tor‘ --android-licenses

for the we
\Program Fil Google\Chrome\Application®

for Windo
development .

Please install th p pment wi uorl'lcuad including all of its default components

oid Studi )
droid ’tudlo at C a iles\Android\Android Studio
Flutter

pDatal\local\Programs®
alled fr

emulator-5554 rod 1 .-mdr‘cld l" (API 21) (emulator)
windows n 5. ndows [Version 1&.8.19844.
y j Incme 1684.8.51 1e2

ft Edge 184.0.1




Create jks file for uploading app on playstore:

a. Open your project path and run this command: keytool -genkey -v -keystore
android/app/key.jks -storetype JKS -keyalg RSA -keysize 2048 -validity 100000 -alias
key

b. Provide all information.

leeea

Your created JKS file is located your project->android->app folder




Reference the keystore from the app

Create a file named <your app dir>/android/key.properties that contains a reference to your keystore:

storePassword=<password from previous step=
keyPassword==password from previous step=
keyAlias=key

storeFile=<location of the key store file, such as /Users/<user name>/key.jks>

** |f you lose the jks file, you will not be able to release a new update your app in playstore**

Enter the information in the file key.properties in the android folder.

a. storePassword.
b. keyPassword.
c. keyAlise.

d. storeFile

‘s active_ecommerce _flutter ' android = 1| key.properties O emulator-3554 (mobile)
T Project € & & — anifestaml © i debug\AndroidManifestxml
E‘ & active_ecommerce_flutter C\flutter_projects\active_scommerce_flutt ‘e Flutter commands
;I dart_tool —1 storePassword=123456

% idea 2 keyPassword=123456
' android [active_ecommerce_flutter_android]

ancroe| 3 kd@yAlias=key
/ .gradle 4 storeFile=keyl- jks
2pe
gradle

» gitignore

2+ Resource Manager

= active_ecommerce_flutter_android.iml
build.gradle

1 gradle.properties
gradlew

= gradlew.bat

g

uil key.properties

Al local properties
settings.gradle
settings_aar.gradle

assets
app_logo.png
bell.png
brands.png

campaigns.png

cart.png

G main.dart ¥ | | No Devices

i profile\AndroidManifestxml

0

v @ #% B | Gt

build.gradle fli key.properties

Open for Editing in Android Studio
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Read this

Configure signing in gradle
Configure signing for your app by editing the <your app dir=/android fapp/build gradle file.

1. Add code before android block:

android { r|:|

¥
With the keystore information from your properties file:

def keystoreProperties = new Properties() r|:|
def keystorePropertiesFile = rootProject.file('key.properties')
if (keystorePropertiesFile.exists()) {

keystoreProperties. load(new FileInputStream(keystorePropertiesFile))

}

android {

Load the key _properties file into the keystoreProperties object

2. Add code before buildTypes block:

buildTypes { ]
release {
f/ TODD: Add your own signing config for the release build.
/f Signing with the debug keys for now,
/f so “flutter run --release’ works.
signingConfig signingConfigs.debug

With the signing configuration info:

signimgConfigs { r|:|
release {
keyAlias keystoreProperties| keyalias')
keyPassword keystoreProperties[ keyPassword' ]
storeFile keystoreProperties|'storeFile'] ? file{keystoreProperties|’storeFile’]) : null
starePassword keystoreProperties|’storePassword']

}
i
buildTypes {
release {
signingConfig signingConfigs.release
}
i

Configure the signingConfigs block in your module’s build gradle file.

Release builds of your app will now be signed automatically.



in app/build.gradle do necessary changes

def keystoreProperties = new Properties()
def keystorePropertiesFile = rootProject.file('key.properties’)

) if (keystorePropertiesFile.exists()) {

g

2 keystoreProperties.load(new FileInputStream(keystorePropertiesFile})
;

NEL android {

[

compileSdkversion 29

sourceSets {
main.java.srcDirs += 'src/main/kotlin’

}

41 lintOptions {
42 disable 'InvalidPackage’
43 1

a5 defaultConfig {
45 // TODO: Specify your own unique Application ID (https:
applicationId "com.activeitzone.active_ecommerce_flutter_app"”
minSdkVersion 19

49 targetSdkversion 29

versionCode flutterVersionCede.toInteger()

versionName flutterVersionName
52 multiDexEnabled true

}

signingConfigs {

release {
57 keyAlias keystoreProperties[ 'keyAlias']

keyPassword keystoreProperties['keyPassword']
storefile keystoreProperties['storeFile'] ? file(keystoreProperties['storefFile']) : null

I: Structure

storePassword keystoreProperties|'storePassword' ]

}

buildTypes {
release {
/ TODO: Add your own signing config for the releas

K Build variants

ning with fLutter r

signingCenfig signingConfigs.release

A 2; Favorites

-

Note: You may need to run Flutter clean after changing the gradle file. This prevents cached

builds from affecting the signing process.

Now you are almost done

In your terminal run: flutter build appbundle

The release bundle for your app is created at <your app
dir>/build/app/outputs/bundle/release/app.aab.

Upload this app.aab file to your google play console

¢ active_ecommerce_flutter ' android [ gpp ' build.gradle 0 emulator-5554 {mobile) ¥ % maindart ¥ | | No Devices 3 r 0 #% W Gt
G ome main\AndroidManifestaml e debughAndroidManifestoml we profilelAndroidManifestxml build.gradle uil key.properties splash_login_registration_background_image.png
E‘._‘ ‘« Flutter commands Open for Editing in Android Studio
.

'

Hide

v

Cl



17. How to generate app store uploadable files?
Answer:

Archive and upload your app using Xcode

e Before you can submit your app for review through App Store Connect, you need to
upload the build through Xcode.

e In Xcode, select Generic iOS Device as the deployment target.

e Choose Product from the top menu and click on Archive.

e The Xcode Organizer will launch, displaying any archives you've created.

e Make sure the current build is selected and click on Upload to App Store in the
right-hand panel.

e Select your credentials and click Choose.

e Inthe next window that appears, click on Upload in the bottom right-hand corner.

A success message will appear when the upload has been completed. Click Done.

18. How to remove cache data.

Answer:

To enrich user experience we have cached (Mostly for a day) a lot of api responses. If you think
your app data is not changing even after your data has been changed from the backend, try
clearing cache from the admin panel. There is a big red button on the top navbar in the admin

panel to clear cache.



