U 't ® IAP5 Purchase flow with AppStore, Google
nl y Play, webshops and payment providers

var productDefinitions = ne
List<ProductDefinition> () ;

You can check if
confirmed orders, include
a non-consumble (no-ads

O 1AP Catalog foreach (var item in ProductCatalog. or subscription), and
g : LoadDefaultCatalog () .allProducts) enable it already.

g u .
I I I I t I a I I Zat I O I I Non cosatratis productDefinitions.Add (new

ProductDefinition (item.id, item.type

Using the IAP Catalogue window
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Programmatically

Programmatically var productDefinitions =
List<ProductDefinition>

new CatalogProvider ()

catalog.AddProduct new ("com.unity.iap.test.30.gems", ProductType.

: Consumable
App Store Export 4
— new ("com.unity.iap.test.no.ads", ProductType.

NonConsumable) ,
new ("com.unity.iap.test
ProductType.Subscription
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m_StoreController =
UnityIAPServices.StoreController() ;

GAMING SERVICES N N .
® In-app Purchases Eorl) Bt v nareates Take opportunity to update the Ul, localized title, Handle pending purchases
m StoreController = m StoreController.OnStoreD onnected += OnStoreDisconnected; 1. Initialize the RemoteCatalogProvider local price.

Overview
UnityIAPServices. m_StoreController.O reConnected += OnStoreConnected; RemoteCatalogProvider catalogProvider = ne oid OnPurchasesFetched (Orders orders)

Linked resources .
Catalog void OnProductsFetched (List<Product> {

StoreController (PaymentProvider. RemoteCatalogProvider () ;
e s T R O, name) m_StoreController.OnProductsFetchFailed += OnProductsFetchFailed; products) foreach (var order orders.PendingOrders
Gato Wehshon m_StoreController.C duc tched += OnProductsFetched; 2. Fetch the catalog explicitly for the Payment Provider { .

var fetchRemoteCatalogResult = await foreaEh (VRE _jprechet PIEOCHIGES ProcessPurchases (order) ;
m_StoreController.OnPurchasePending += OnPurchasePending; catalogProvider.FetchRemoteCatalog (new

{ } IAP Catalog Item asset or In-App dashboard ™) (G~ — m_StoreController.OnPurch 'ailed += OnPurchaseFailed; List<string>PaymentProvider.Name) ;

1agement Manage category | Add catalog listing
Debug.Log ($"ID: { product.definition.id} - }
and Deployment package Unity Gaming Services m_StoreController.OnPurc 5 ed += OnPurchaseDeferred; Pri {_product -i.I‘thl»dti- Check confirmed purchases
Catalog section talog listing ID Title Type Pricing W StereCentrelier. OnEurahs nfirmed += OnPurchaseConfirmed; 3. Pass the remote definitions to the StoreController =String}, Type: { product.
L " .
m_StoreController.OnPurc etched += OnPurchasesFetched; var productDefinitions = catalogProvider. SlsifinilEden, Eyiers o foreach (var order orders.
GetProducts () ; ConfirmedOrders
}
Fetch purchases once products have been fetched

talog/Remov... Remove Ads Non consumable $3.99

HandleConfirmedOrders (order) ;

m StoreController.FetchPurchases ()

' rChase var product = m StoreController?.GetProducts().
FirstOrDefault (product => product.definition.id ==
productId) ;

if (product != null)

m_StoreController?.PurchaseProduct (product) ;
Standard OS purchase
confirmation message

LogConsole ($"The product service has no product
th the ID {productId}"):;

Edit webshop < production -

Catalog & payment provider

©

Make verifications and grant

- . St Controller.ConfirmPurch d OnPurchaseConfirmed
OnPurchaseFailed ® oOnPurchasePending (PendingOrder order) ® onPurchaseDeferred the player with the purchase (P EEEeninre e Caninl Bz e (ot e prurcnasetonime

They can link back to your Payment was completed it's The purchase is still pending
Create your webshop in the 3 app or web to display a time to grant the order to the for example because parental
In-App purchases service success or fail message player supervi.si.on or resuming
dashboard, customize it and the activity later
add your catalogue items, it will
generate the webshop for you




