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final class ViewModel: ObservableObject { 
  @Published private(set) var state: State 
  private let dependency: Dependency 

  func onAppear() {...} 
  func onRefresh() {...} 
  func promptUpdated(_ prompt: String) {...} 
} 
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final class StateMachine: ObservableObject { 
  @Published private(set) var state: State 

  let fetchRequestSignal = PassthroughSubject<Void, Never>() 
  let promptUpdatedSignal = PassthroughSubject<String, Never>() 

  enum Action { 
    case onAppear 
    case onRefresh 
    case promptUpdated(String) 
  } 

  func execute(action: Action) async { 
    switch action { ... } 
  } 
} 
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final class Store<S, EH>: ObservableObject where 
  S: State, 
  EH: EffectHandler<S> { 
  @Published private(set) var state: S 
  let effectHandler: EH 

  func send(_ message: Message<S.Input, S.Feedback>) { 
    var updatedState = state 
    let effect = S.reduce(state: &updatedState, with: message) 
    state = updatedState 

    Task { 
      if let effect, 
         let feedback = await effectHandler.handle(effect: effect) { 
        send(.feedback(feedback)) 
      } 
    } 
  } 
}
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struct CitiesSearchState: State { 
  ... 

  enum Input { ... } 

  enum Feedback { ... } 

  enum Effect { ... } 

  static func reduce( 
    state: inout Self, 
    with message: Message<Input, Feedback> 
  ) -> Effect? { 
    switch message { ... } 
  } 
}
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struct CitiesSearchState: State { 
  var listState: CitiesListState 

  enum Input { 
    case onAppear 
  } 

  enum Feedback { 
    case suggestsFetchingFailed 
  } 

  enum Effect { 
    case fetchRequest 
  } 

  static func reduce( 
    state: inout Self, 
    with message: Message<Input, Feedback> 
  ) -> Effect? { 
    switch message { 
    case .input(.onAppear): 
      state.listState = .loading 
      return .fetchRequest 
    case .feedback(.suggestsFetchingFailed): 
      state.listState = .error 
      return nil 
    } 
  } 
}
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final class CitiesSearchEffectHandler: EffectHandler { 
  func handle(effect: S.Effect) async -> S.Feedback? { 
    switch effect { 
    case .fetchRequest: 
      // async networking 
      return .suggestsFetchingFailed 
  } 
} 
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