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Com	android	vending	billing	permission

What	is	com.sec.android.app.billing.	Android	google	play	billing	example.	Com.android.vending.billing	permission.	What	is	com.android.vending.	What	is	com.android.vending	used	for.

Today	I	decided	to	test	the	IAP	2.0.2	extension	with	Android	Billing	3.0.	I	was	hoping	to	remove	the	authorization	of	com.android.vending.billing	from	my	Androidmanifest.xml	file,	but	I	still	see	it.	I	returned	to	the	Androidmanifest.xml	file	in	all	the	extensions	I	use	and	I	don't	see	this	right	anywhere.	It	is	attached	to	the	manifesto.	Is	there	anything	in
the	compilation	scripts	that	inject	rights?	

I	always	use	1.2.174	if	it	makes	a	difference.	
adds	authorization	com.android.vending.billing.	I	don't	know	how	gradle	works,	but	maybe	it	is	automatically	added	by	the	implementation	"com.android.billingclient:	billing:	3.0.0"?	I	would	not	expect	this	because	Google	claims	that	the	right	to	settlement	has	been	withdrawn	for	some	time	and	is	not	needed	in	new	billing	libraries.	As	if	strange.
Maybe	it	is	currently	detained	due	to	compatibility?	Scaterdad:	Google	claims	that	the	settlement	permit	has	been	out	of	time	for	some	time.	Where	do	they	say	so?	PKEOD:	I	don't	know	how	gradles	works,	but	maybe	it	is	added	automatically	depending	on	the	implementation	"com.android.billingclient:	billing:	3.0.0".	You	can	download	a	dependence
from	the	Google	Maaven	repository:	change	the	name	to	.zip	and	Push.	Open	the	attached	androidmanifest.xml	file	and	you	will	see	that	it	contains	.	When	grouping,	the	lower	part	of	the	manifesto	will	be	connected	to	the	main	manifesto	file.	BTW,	everyone	interested	in	discovering	various	Android/Java	libraries	and	their	plugins	can	be	found	here:	3
likes	well	yes	2017	yes,	2017,	change,	change,	change,	change,	change	Change,	change,	change,	change,	change	2017	was	introduced	to	the	billing	library:	the	release	of	the	invoice	was	integrated	with	the	library	manifesto.	There	is	no	need	to	add	com.android.vending.billingis	no	longer	in	the	Android	manifesto.	Previously,	you	had	to	add
authorizations	yourself.	
It	is	now	automatically	added	during	the	construction	process	as	I	described.	The	Android	mobile	operating	system	uses	an	authorization	system	to	ensure	the	proper	functioning	of	applications.	The	system	allows	applications	to	request	access	to	the	functionality	of	the	device	that	can	consume	energy,	access	sensitive	data	and	charge	costs.	But	that
does	not	only	happen	behind	the	scenes:	the	choices	you	make	can	affect	the	perception	that	users	have	of	the	application.	It	is	worth	examining	the	authorizations	required	by	your	application	carefully,	as	users	can	check	the	relevance	of	these	authorizations	before	installing	the	application.	If	they	cannot	find	the	right	authorization,	they	can	publish
a	negative	comment	on	your	application.	How	to	add	authorizations	to	an	Android	application	There	is	a	long	list	of	authorizations	that	an	Android	application	can	request.	You	will	not	use	many	authorizations,	and	some	of	them	can	only	be	used	after	having	created	a	system	application.	
The	specific	authorizations	that	your	application	must	request	depend	on	what	the	application	does.	Internet	access	is	common	(especially	for	promoted	applications	that	require	the	purchase	of	ads).	Other	authorizations,	such	as	reading	and	writing	contacts	or	audio	recording,	must	be	linked	to	the	objective	of	your	application.	Each	version	is	listed
on	a	separate	description	line.	It	is	common	to	list	the	authorizations	above	the	applications	section	like	this:	...	This	fault	in	compulsory	authorizations	lead	to	the	failure	of	your	application	for	the	user,	so	test	the	final	version	in	realityThis	is	an	important	part	of	the	process.	How	permissions	can	affect	the	use	and	acceptance	of	the	application	of
many	users	can	leave	a	negative	comment	in	the	store	if	the	application	requires	incorrect	permissions	such	as	B.	The	sound	of	recording	in	an	application	that	does	not	respond	to	sound.	Several	other	users	may	complain	about	the	relevant	organs,	such	as	B.	Internet	access	in	an	advertising	application.	Much	more	users	look	at	the	application	with
too	many	permissions	and	simply	go	away	without	leaving	the	rating,	and	you	can't	watch	how	much	you	lost.	The	only	way	to	prevent	this	is	to	minimize	authorization,	which	is	not	needed.	Applications	such	as	the	rights	explorer	and	friendly	permission	applications	can	check	the	permissions	required	by	applications	on	the	device	for	users	interested
in	investigation.	See	what	permissions	are	required	by	other	applications	on	your	device	-	it's	a	real	zoo!	However,	if	you	pay	attention	to	authorization,	users	can	download	the	application	faster.	Different	permissions	for	different	application	markets	and	the	removal	version	of	unused	qualifications	sound	quite	easy,	but	sometimes	there	are
problems.	For	example,	in	my	latest	update	to	add	shopping	in	the	application,	I	integrated	Google	Play	and	Amazon	AppStore.	Both	settlement	solutions	are	in	the	same	project	and	I	manage,	which	is	active	using	the	flag	for	assembly.	Although	my	applications	worked	very	well	in	the	Samsung	Store	store,	their	payment	library	in	the	application	was
problematic.	My	options	are:	Add	new	rights	to	my	application	manifesto.	Create	a	separate	Samsung	project	(read	my	post	about	library	projects).	Wait	to	support	the	settlement	in	Samsung.	I	did	not	want	to	add	unused	authorities	to	the	manifesto	and	I	did	not	like	the	idea	of	adding	further	management	to	maintain	this	application	by	creating
another	project.	

.	Therefore,	promoting	accounting	in	Samsung	applications	will	have	to	wait.	I	noticed	that	my	assembly	of	Amazon	still	has	the	right	"com.android.vending.billing".This	is	required	only	in	Google	Play,	but	it	bothers	me	less	than	Get_accounts	and	Send_SMS,	which	require	Samsung	for	some	methods	of	billing.	I	saw	how	other	Amazon	applications	do
the	same,	so	I	leave	this	if	I	do	not	get	a	complaint	from	Amazon	or	a	client.	Conclusion	users	of	Android	Power	will	most	likely	see	unrelated	applications	and	complain	about	them.	Spend	time	to	add	all	the	necessary	permits	and	minimize	unused	or	unrelated	permits.	Your	additional	efforts	can	pay	off	the	numbers	of	applications.	Forum>	UNITY
Game	Services	and	Development>	Internal	purchases	Unity>	Discussion	in	the	“Unity	partner	purchase”,	started	by	Zoranigic	on	May	8,	2020	(you	must	enter	or	register	to	answer	here.)	Forum>	Game	Services	Unity>	income	and	growth	>	Unity	IAP>	Discussion	in	"Unity	IAP",	begun	DRNDFX	February	11,	2019.	The	status	of	discussion:	Further
answers	are	impossible.	Topic	status:	not	open	for	further	answers.	You	cannot	do	it	right	now.	You	entered	the	system	using	another	tab	or	window.	Reload	to	restore	the	session.	The	exit	you	left	the	system	on	another	tab	or	in	another	window.	Reload	to	restore	the	session.	Android	Android-Permissions	android-Billing	23.429	applies	to	issue
accounts	in	the	application.	The	Google	Play	in-App	Billing	provides	an	understandable	and	simple	interface	for	submitting	requests	for	billing	in	the	application	and	control	of	In-App	Billing	through	Google	Play.	The	next	information	covers	the	basics	of	calling	from	the	application	of	the	billing	service	in	the	application	using	the	API	version	3.	Link:
Documentation	and	ways	to	use	the	solution	to	issue	accounts	in	the	appendix	and	management	2.	
What	is	a	permit	for	use:	"COM	.android.	Belilling"	?	This	resolution	is	necessary	for	the	integration	of	billing	with	the	Android	application.	How	to	use	it?	Links:	Links	see	the	documentation.	I	can’t	find	any	information	in	the	starting	code	of	Google	and	the	application	example-the	application	example	is	already	available	in	the	Android-SDK	package.
I'll	try	to	download	the	application	sample,	I	hope!!	Comments	I	found	the	app	Com.android.vending.billing,	use	mediation:	"com.android.vending.billing"	I	didn't	find	any	confusion	in	the	source	code	and	Google.	What	is	it?	how	to	use	it	This	documentation	provides	a	first	overview	of	the	payment	service	in	the	Android	Market	application.
Documentation	is	subject	to	change	without	notice.	Android	Market's	in-app	payment	service	provides	a	simple	and	convenient	interface	to	make	in-app	payment	requests	and	manage	in-app	payment	transactions	through	Android	Market.	

In	this	document,	you	can	install	in-app	billing	using	basic	installation	tasks,	using	the	in-app	billing	sample	application	as	an	example.	Before	implementing	in-app	payments	in	your	app,	read	an	overview	of	in-app	payments,	security	and	design.	These	documents	provide	basic	information	to	help	you	implement	in-app	payments.	To	implement	in-app
payments	in	your	app,	you	need	to	create	the	following	information.	Download	the	sample	app.	The	In-App	Payments	sample	app	shows	you	how	to	perform	several	tasks	common	to	all	in-app	payments,	including:	Publish	your	app.	billing	request	for	Android	Market	apps.	Handling	synchronous	responses	from	an	Android	Market	application.	Handling
broadcast	targets	(asynchronous	responses)	from	the	Android	Market	app.	In	the	billing	application,	the	use	of	security	mechanisms	to	verify	the	integrity	of	billing	responses.	
Creating	a	user	interface	that	allows	users	to	choose	to	buy	products.	The	sample	application	contains	an	application	file	(Dungeons.java),	a	MarketbillingService	AIDL	file	(ImarketBillingService.AIDL),	and	several	classes	that	display	billing	messages	in	the	application.	It	also	includes	a	class	that	demonstrates	basic	security	tasks	such	as	signature
verification.	Table	1	lists	the	source	files	included	in	the	sample	program.	Table	1.	An	example	of	invoicing	in	the	programIn	the	file.	Description	of	the	AIDL	file	(Android	interface),	which	defines	the	IPC	interface	in	Android	market	accounts	(Marketbillingservice).	
Dungeons.If	program	files	that	apply	the	user	interface	to	buy	and	display	chronology.	Local	database	purchased.Java	to	get	information	about	the	purchase.	Billrcceever.java	broadcaster	receiving	reports	with	asynchronous	reaction	(transmission)	from	the	Android	market.	These	will	also	be	all	Billingservice	messages.	Billingservice.java	service,
which	sends	messages	on	the	Android	market	on	behalf	of	the	program,	joining	Marketbillingservice.	Responsehandler.java	processor	containing	the	database	purchase	and	user	interface	renewal	methods.	Buyobserver.java	abstract	class	to	monitor	shopping	changes.	Security.java	provides	several	security	methods.	

Cons.java	defines	several	Android	and	permanent	examples	of	the	application	market	constant.	

All	Android	market	constants	must	be	defined	in	the	same	way.	
Base64.	Java	and	Base64Decodexception.java	provide	transmission	services	from	binary	coding	to	basic	coding64.	The	security	class	is	based	on	these	auxiliary	classes.	Examples	of	invoices	in	the	program	are	part	of	the	download	of	Android	SDK.	To	download	the	program	component,	follow	the	Android	SDK	and	AVD	Manager,	then	select	the
Package	"Market	Settlements,	1.	View"	(see	Figure	1)	and	click	on	the	installation	you	choose	to	start	downloading.	Figure	1.	The	Google	Market	Package	is	an	example	and	an	AIDL	file	program.	Downloaded	by	SDK	and	AVD	Android	Manager	will	be	archived	in	this	directory:	/	Google-Market_billing/	Aidl	File,	attached	to	the	project	example
Definition	(ADL),	which),	which)	is	the	definition	of	language	(AIDL)	is	the	definition	of	language	definition	(AIDL)	definition	(Aidl)	(AIDL)	defining	the	interface	defining	the	interfaceMarket	Market	Billing	Service	Market	Actual	Service).	When	adding	this	file	to	the	project,	it	creates	an	Android	assembly	environment	file
(IMARKETBILLINGSERVICE.JAVA).	It	is	therefore	possible	to	use	this	interface	for	sending	requirements	for	billing	by	calling	the	IPC	method.	If	you	are	using	-in	add	with	the	Eclipse	socket,	you	can	simply	add	this	file	to	your	catalog/SRC.	When	you	create	your	project	(which	should	happen	immediately),	Eclipse	automatically	generates	the
interface	file.	If	you	are	not	using	the	ADT	plug	-in	module,	you	can	insert	the	AIDL	file	into	your	project	and	use	the	"ON"	tool	to	create	a	project	to	generate	the	IMARKETBILLINGSERVIC.JAVA	file.	To	add	the	"IMARKETBILLINGSERVICE.IDL"	file	to	the	project,	start	the	following:	Create	this	directory	in	your	program/SRC	program:
COM/Android/Sales/Billing	file	IMARKETBILLINGSERVICE.AIDL	such	as/Trade/Billing/Directory.	Create	your	program.	Now	you	should	find	a	generated	file	of	the	interface	called	"IMARKETBILLINGSERVICE.JAVA"	in	the	project	project	folder.	
The	update	of	the	app	to	the	obvious	billing	in	the	program	depends	on	the	Android	Market,	which	ensures	a	complete	connection	between	Android	Market	applications	and	Android	Market.	To	use	the	Android	Market	program,	the	app	must	request	the	appropriate	authorization.	You	can	do	this	by	adding	"com.android.vending.billing"	to	the
Androidmanifest.xml	file.	If	the	program	does	not	publish	the	payment	permissions	in	the	program,	but	will	try	to	send	the	billing	requirements,	the	Android	Market	rejects	these	requirements	and	responds	in	the	Result_devener_Error	code.	In	addition	to	billing,	you	have	to	declare	the	Broadcastrexii	service	you	will	use	to	receive	asynchronous
answers	from	Android	Market,	and	you	have	to	declare	a	service	used	to	bind	the	imarquetbillingservice	and	send	messages	to	Android,	Android	Market.	You	have	you	tooSender	intention	filters,	which	android	knows	how	to	support	sent	intentions	from	android	market	question.	
For	example,	this	is	how	a	sample	request	for	a	calculation	in	your	application	announces	consent,	sender,	service,	and	intent	filters.	
In	the	BillingReceiver	application	example,	this	is	the	sender	supporting	the	intentions	from	the	Android	demand,	and	BillingsService	is	a	service	that	sends	the	queries	to	the	Android	demand.	<<<	<<<<	Android	Receiver:	name	=	"BillingReceir">	Send	requests	for	billing	at	MarktbillingService,	since	your	service	has	a	link	to	the	ImarketBilling
service	interface,	you	can	use	this	link	to	send	accounts	for	billing	(using	the	IPC)	to	the	Brilling	market	service.	The	MAPC	Service	Service	service	interface	contains	a	public	method	()	that	uses	a	sentence	parameter.	The	package	that	you	provide	using	this	method	indicates	the	type	of	demand	that	should	be	created	with	various	keys	and	values.
Like	a	keyThe	type	of	request	you	made,	one	indicates	the	item	you	purchased,	and	the	other	identifies	your	request.	The	sendbillingRequest()	method	immediately	returns	a	packet	containing	the	source	code	for	the	response.	However,	this	is	not	a	complete	answer	to	the	purchase;	The	detailed	answer	is	given	for	the	purpose	of	asynchronous
transmission.	For	more	information	about	the	various	package	keys	supported	by	the	Marketplace	MarketBillingService,	see	the	Bendrophing	service	interface.	You	can	use	the	SendbillingRequest()	method	to	send	five	types	of	billing	requests.	The	five	types	of	requests	are	specified	using	the	Billing_Request	package	key.	This	bundle	key	can	have
the	following	five	values:	Check_billing_Supported	Checks	if	the	Android	Market	app	supports	billing.	Request_Purchase	sends	the	product	to	the	application.	Get_purchase_information	-	Retrieves	information	about	a	purchase	or	return	transaction.	Contract_notification	confirms	that	you	have	received	information	about	a	purchase	or	return
transaction.	Restore_Transactions	Restores	the	user's	transaction	history	for	managed	purchases.	To	make	any	of	these	billing	requests,	you	must	first	create	a	source	package	containing	the	three	keys	required	for	all	requests:	Billing_Request,	Api_Version,	and	Package_name.	The	following	code	example	shows	how	to	create	a	MakerequestBundle()
helper	method	that	does	just	that.	MakeRequestBundle	protected	bundle	(string	method)	{	bundle	request	=	new	bundle();	PUTSTRING	request(request_happing,	method);	Request.perint(api_version,	1);	Request.putString(name_packetto,	getNamepacketto());	message	request;	To	use	this	support	method,	you	pass	in	a	string	corresponding	to	one	of
the	five	types	of	billing	requests.	The	method	returns	a	package	containing	the	three	defined	keys.	The	following	sections	show	you	how	to	use	this	support	method	to	send	invoices.General	application	flow.	Check	if	the	settlements	in	the	application	are	supported	(check_billing_supported).	The	following	code	example	shows	how	to	check	if	the
Android	Market	service	supports	settlements	in	the	application.	In	the	example,	Mservice	is	an	instance	of	the	Marketbillingservice	interface.	/	**	*	type	of	request	check_billing_supported	*/	Package	request	=	Makerequestbundle	("check_billing_supported");	Collective	response	=	mservice.sendbillingrequest	(request);	//	Do	something	with	this
answer.	}	The	Makerequestbundle	()	method	creates	a	source	package	containing	three	keys	required	for	all	demands:	billing_request,	API_Version	and	Package_Name.	The	request	is	returned	by	a	synchronous	answer	package	containing	only	one	key:	code_odput.	The	Response_Code	key	can	take	the	following	values:	Result_OK	-	Settlement	of	the
application	is	supported.	Result_billing_unavilable	Settlements	in	the	application	are	not	supported	or	a	specific	version	of	the	API	of	settlements	in	the	application	has	not	been	recognized.	Result_error	-	there	was	a	mistake	when	combining	Android	Market.	Result_developer_error	-	the	application	is	trying	to	request	payment	in	the	application,	but
has	not	declared	the	right	com.android.vending.billing	in	your	manifesto.	This	may	also	mean	that	the	application	is	incorrectly	signed	or	that	you	have	submitted	an	invalid	application.	The	Check_billing_Supported	request	does	not	trigger	the	asynchronous	response	(emission	intentions).	Creating	a	purchase	order	(Request_PURCHase)	To	introduce
a	purchase	order,	follow	the	following:	Send	the	REQUEST_PURCHASE	order.	Start	a	pendingintent	returned	by	Android	Market.	Manage	the	intentions	of	the	transmission	sent	by	the	Android	Market	application.	Creating	an	inquiry	in	the	question	package	should	be	entered	in	four	keys.	The	following	code	example	shows	how	to	set	these	keys	and
submit	a	purchase	request	in	an	application	for	a	single	element.	In	this	example,	MProductid	is	an	Android	Market	product	ID	for	the	element	in	the	application.is	listed	in	the	application	list	of	the	application)	and	MSERVICE	is	an	example	of	the	MarketbillingService	interface.	/	**	*	The	type	of	request	is	request_purchase	*/	Bundle	Request	=
Makerequestbundle	("Request_Purchase");	Request.putstringing	(item_id,	mproductid);	//	Note	that	the	developer's	payload	is	optional.	
If	(mdeveloperpayload!	=	null)	{Request.putstringing	(Developer_Payload,	Mdeveloperpayload);	Package	response	=	MSERVICE.SENDBILLINGREQUET	(Request);	//	do	something	with	this	answer.	}	The	Makerequestbundle	()	method	creates	an	initial	bundle	containing	the	three	keys	required	for	all	requests:	Billing_request,	Api_version	and
Package_Name.	The	item_id	key	is	then	added	to	the	bundle	when	the	Sendbillingrequest	()	method	is	called.	The	request	returns	a	synchronous	package	response	containing	three	keys:	Response_Code,	Buys_INTENT	and	Request_ID.	The	key	Response_Code	gives	the	state	of	the	request	and	the	Request_id	key	gives	the	unique	request	ID	for	the
request.	The	Purchase_INTENT	key	provides	a	persistent	participation	that	you	can	use	to	launch	the	payment	interface.	Execution	of	an	Inteent	pending	how	you	use	an	Inteent	pending	depends	on	the	Android	version	used	by	your	device.	On	Android	1.6,	you	must	use	an	intention	pending	to	execute	the	payment	interface	in	a	separate	task	instead



of	the	application	stack	of	activity.	On	Android	2.0	or	subsequent	version,	you	can	use	an	intention	pending	to	trigger	the	payment	interface	in	the	activity	stack	of	your	application.	The	code	below	shows	how	to	proceed.	This	code	is	in	the	shoppingobserverver	file.java	of	the	example	of	application.	
void	startbuypaypageactivity	(hanging	pending,	intent	intention)	{if	(mstartintentantender!	=	null)	{//	this	applies	to	Android	2.0	and	superior.	The	activity	on	the	application's	payment	page	//	will	appear	in	the	application	stack	of	the	application.	Try	{//	This	implements	the	call	method:	//	MACTIVITY.STARTINTENTERSE	(hanging.GetintentSender
(),	//	Intent,	0,	0,	0,	0,	0,	0,	0,	0,	0,	0,	0,0);	MstartintentsenderArgs[0]	=	expected.getIntentsSender();	Mstartintntantguard	[1]	=	intent;	mstartintntantsSenderargs[2]	=	integer.valueOf(0);	MstartintntantsGuard[3]	=	integer.valueOf(0);	MstartintntantsGuard[4]	=	integer.valueOf(0);	mStartentsSender.invoke(mcity,	mstartentessedrargs);	}	catch
(Exception	e)	{	log.e(tag,	"Error	starting	operation",	e);	}	}	else	{	//	this	is	on	Android	1.6.	The	operation	of	the	control	page	in	the	application	will	be	//	specific	//	to	the	battery	of	the	application's	battery.	Try	{end}	Catch	(anuldexception	e)	{	log.e(tag,	"error	start	action",	e);	}}}	You	should	execute	an	intent	passed	from	the	action	context,	not	the
application	context.	Diffusion	Intent	Management	The	REUVE_PURCHASE	request	also	activates	two	asynchronous	responses	(diffusion	intent).	First,	the	Android	Market	app	sends	an	intent	Broadcast	Action_Reson_code	that	provides	error	information	upon	request.	Then,	if	the	request	is	successful,	Android	Market	sends	action_notify	broadcast
intents.	This	message	contains	a	notification	ID	that	you	can	use	to	retrieve	transaction	details	from	the	request_purchase	request.	Note	that	the	Android	Market	app	also	sends	rewards.	For	more	information,	see	handle_notify	messages.	Get	purchase	or	refund	information	(get_purchase_information).	Collect	transaction	information	in	response	to	an
Action_Notify	release	intent.	The	action_notify	message	contains	a	notification	ID	which	can	be	used	to	retrieve	information	about	the	transaction.	
Five	keys	must	be	specified	in	the	request	packet	to	obtain	information	about	a	purchase	or	refund	transaction.	The	following	code	example	shows	how	to	define	these	keys	and	the	request.	In	the	example,	MService	is	an	instance	of	the	MarketBillingservice	interface.	
/**	*	the	request	type	is*/	Package	request	=	Makerequestbundle	("Get_Purchase_Information");	Request.putlong	(Request_nonce,	Mnonce);	Request.putstrintingarray	(notify_ids,	mnotifyids);	Conditioner's	response	=	mservice.sendbingrequest	(request);	//	do	something	with	this	answer.	}	The	Makequestbundle	()	method	creates	an	initial	bundle
containing	the	three	keys	required	for	all	requests:	Billing_request,	Api_version	and	Package_Name.	The	package	is	then	added	to	additional	keys	before	the	call	to	Sendbillingrequest	().	The	Request_nnce	key	contains	a	cryptographically	secure	(unique	number)	wedding	that	you	need	to	generate.	The	Android	Marketplace	returns	it	with	the
Diffusion	Targets	Action_Purchase_State_Changed	so	that	you	can	check	the	integrity	of	the	transaction	information.	The	notify_ids	key	contains	a	table	of	the	message	ID	that	you	have	received	for	action_notify	for	diffusion	purposes.	The	request	returns	an	answer	to	a	synchronous	package	containing	two	keys:	Response_Code	and	Request_id.	The
key	Response_Code	indicates	the	statement	of	the	request	and	the	Request_ID	key	provides	a	unique	identifier	for	the	request.	
The	Get_Purchase_Information	command	also	triggers	two	asynchronous	responses	(diffusion	targets).	
First	of	all,	the	Android	Market	application	sends	a	target	pass	for	the	action_respons_code,	which	includes	the	status	of	the	request	and	the	error	information.	Then,	if	the	request	results,	the	Android	Market	application	sends	the	Action_Purchase_State_Changed	target.	This	report	contains	information	on	the	transaction.	Transaction	information	is
included	in	the	Signed	JSON	series	(not	encrypted).	The	report	includes	a	signature	so	that	you	can	check	the	integrity	of	the	signed	chain.	Confirmation_NOTIFICATIONS	You	send	a	confirmation	request_notifications	to	confirm	that	you	have	received	information	on	the	transaction.	The	request	must	be	provided	with	four	keys.	
FollowingAn	example	shows	how	to	define	these	keys	and	create	a	query.	The	example	of	Mservice	contains	the	MarketbillingService	interface.	/	**	*	The	type	of	request	is	confirm_notifications	*/	Package	request	=	Makerequestbundle	("confirm_notifications");	Putstringarray's	request	(notify_ids,	multifyids);	Package	response	=
mservice.sendbillingrequest	(request);	//	Do	something	with	this	answer.	}	The	Makerequestbundle	()	method	creates	the	initial	package	containing	three	keys	required	for	all	demands:	billing_request,	api_verse	and	package_name.	
Then	an	additional	notify_IDS	key	is	added	to	the	package	before	calling	the	Sendbillingrequest	()	method.	The	Notify_IDS	key	contains	a	board	of	notification	identifiers	received	to	spread	Action_notify	and	also	used	in	the	request	Get_Purchase_information.	The	request	returns	a	synchronous	package	response	containing	two	keys:	response_code
and	request_id.	The	Response_Code	key	ensures	the	status	of	a	request,	and	the	Request_id	key	provides	a	unique	request	identifier.	The	request	of	confirm_notifications	triggers	a	single	asynchronous	response,	the	purpose	of	the	Action_response_Code	emissions.	This	destination	destination	ensures	the	state	of	demand	and	information	about	errors.
Restoration	of	transaction	information	(RESTORE_TRANSACTIONS)	To	restore	information	about	user	transactions,	send	a	Restore_transactions	request.	Four	keys	should	be	specified	in	the	query	set.	The	following	code	example	shows	how	to	set	these	keys	and	run	the	query.	The	example	of	Mservice	contains	the	MarketbillingService	interface.	/	**
*	the	type	of	request	is	restore_transactions	*/	Package	request	=	Makerequestbundle	("Restore_transactions");	Putlong's	request	(Request_nonce,	Mnonce);	Package	response	=	mservice.sendbillingrequest	(request);	//	Do	something	with	this	answer.	}	The	Makerequestbundle	()	method	creates	the	initial	package	containing	three	keys	that	everyone
needsBILLING_REQUEST,	API_VERSION	and	PACKAL_NAME.	Then	another	request_nonce	key	is	added	to	the	packet	by	calling	the	sendBillingRequest()	method.	
The	request_nonce	key	contains	a	cryptographically	secure	none	(a	number	used	once)	that	needs	to	be	created.	The	android	marketplace	application	returns	this	requirement	with	the	transaction	information	contained	in	action_purchase_state_changed	so	that	you	can	check	the	integrity	of	the	transaction	information.	The	request	returns	a
synchronous	packet	response	containing	two	keys:	response_code	and	request_id.	The	response	key	key_code	contains	the	request	and	the	requessT_ID	key	gives	the	unique	request	request	request.	The	Recovery_Transaction	application	also	initiates	two	asynchronous	responses	(Broadcast	Intents).	First,	Android	Market	will	send	an
action_rsponse_code	intent	which	contains	information	about	the	status	and	error	of	the	request.	Also,	Android	Market	Action_purchase_state_state_changed	will	send	broadcast	intent	if	the	app	was	successful.	This	report	provides	detailed	transaction	information.	Transaction	information	is	contained	in	signed	JSON	(unencrypted).	The	message	is
signed	so	you	can	check	the	integrity	of	the	signed	string.	Additional	services	you	may	also	want	your	service	to	receive	a	broadcast	message.	You	can	use	these	intent	reports	to	send	information	sent	by	asynchronously	from	Android	Market	to	the	sender.	If	you	want	to	see	an	example	of	how	you	can	send	and	receive	these	messages,	take	a	look	at
the	BillingReceiver.java	and	Billingsservice.java	files	in	the	app.	You	can	use	these	samples	as	the	basis	for	your	own	implementation.	However,	if	you	use	any	of	the	application	code	examples,	make	sure	you	follow	the	security	and	design	guidelines.	Creating	a	rodcasting	application	for	Android	MarketPass	the	intent	to	send	asynchronous	education
in	your	application.	To	get	these	intent	relationships,	you	need	to	create	a	relay	receiver	capable	of	handling	the	following	intents:	Action_Response_code	This	relay	intent	contains	the	Android	Market	response	code	and	goes	after	creating	a	request	in	the	application.	For	more	information	on	replies	sent	with	this	reply,	see	Android	reply	to	in-app
account	deactivations.	Action_Notify	This	response	indicates	that	the	purchase	has	changed	condition,	meaning	that	the	purchase	has	been	removed,	canceled,	or	welded.	For	more	information	about	notifications,	see	Billing	Intents	in	App	Action_purchase_state_changed	This	transmission	contains	detailed	information	about	one	or	more	transactions.
For	more	information	on	purchase	status	reports,	please	consult	the	Bloscome	canning	declaration	of	these	intentions	for	other	intentions	with	which	your	subvinous	anger	should	be	processed.	Additional	information	about	the	intention	is	transmitted	in	the	following	table	(see	Table	1).	Table	1.	Description	of	additional	transmission	supplements	sent
in	response	to	billing	requests.	Intent	to	further	describe	action_rsponse_code	neapp_request_id,	which	has	been	the	request	identifier	for	a	long	time.	The	request	identifier	detects	a	specific	billing	request	and	returns	it	to	the	Android	Market	during	the	request.	Action_rsponse_code	neapp_response_code	represented	in	the	actual	response	code	of
the	Android	market	server	response.	Action_Notify	Notification_id	that	represents	the	notification	identifier	for	this	purchase	status	change.	Android	Market	warns	you	when	you	edit	your	purchase	status	and	the	notification	contains	a	unique	notification	identifier.	To	get	detailed	information	about	a	purchase	status	adjustment,	send	a	notification
identifier	with	a	GET_PRCHASE_INFORMATION	request.	Action_PRCHASE_STATE_CHANGED	INAPP_SIGNED_DATA	A	ROW	represents	a	signed	JSON	line.	The	JSON	string	contains	information	about	the	transaction	according	to	the	regulation,	eg	B.	
OrderThe	amount	and	person	that	was	purchased	or	refunded.	ACTION_PRCHASE_STATE_CHANGED	INCAP_SIGNATURE	LINE,	which	represents	the	signature	of	the	JSON	line.	The	following	code	example	demonstrates	how	to	respond	to	these	broadcast	intents	and	broadcast	intents.	In	this	case,	the	sender	is	called	BillingCreceiver,	as	in	the
example.	
public	class	BillingRever	extends	BroadCastReceiver	{	private	static	final	string	tag	=	"billingResEcriver";	//	Intention	that	we	get	Billingrceceiver	from	Android	Market.	//	are	determined	by	the	Android	market	and	cannot	be	changed.	//	The	sample	application	specifies	them	in	the	Cons.java	file.	Public	static	final	String	action_notify	=
"com.android.neding.bylling.in_app_notify";	public	action	static	static	final_rasponse_code	=	"com.android.neding.billing.response_code";	String	final	static	public	action_purchase_state_changed	=	"com.android.vending.billing.brchase_state_changed";	//	Additional	funds	for	the	Android	market.	//	are	determined	by	the	Android	market	and	cannot	be
changed.	//	The	sample	application	specifies	them	in	the	Cons.java	file.	Public	static	final	String	notice_id	=	"natification_id";	Public	static	final	string	InApp_Signed_data	=	"Inapp_signed_data";	public	static	line	inapp_signature	=	"inapp_signatures";	public	static	final	rig	inapp_request_id	=	"request_id";	Final	Line	static	public	inapp_resonse_code	=
"Reply_code";	@Verride	public	void	onReceive(context	context,	intention)	{String	Action	=	Intent.Egetation();	if	(action_prchase_state_changed.equals(action))	{insigEdData	String	=	Intent.getStringExtra(inapp_signed_data);	String	Signature	=	Intent	getStringExtra(InApp_Signatures);	//	Do	something	with	SigneData	and	Signature.	}	else	if
(action_notify.equals(action))	{String	notifyId	=	intent.getStringExtra(national);	//	Do	something	with	NotifyId.	}	Otherwise	if{	Long	RequestId	=	intent.getLongextra(inApp_request_id,	-1);	Int	respond	with	kodecoindex	=	intent.gintextra(inApp_resonsonse_code,	acipercode.result_error.ordinal());	//	Make	someone	with	a	request	and	a	CodeIndex
response.	}	Else	{	log.w(tag,	"unexpected	action:	"	+	action);	}}	//	Do	some	more	processing	here,	like	sending	intents	to	a	local	service.	}	In	addition	to	your	transmission	intent	from	the	Android	Market	application,	your	broadcaster	must	process	the	information	received	in	the	transmission	intent.	
In	general,	your	inspector	forces	him	to	send	the	information	to	the	local	service	(discussed	in	the	next	section).	The	example	BillingrCeceiver	file	shows	how	to	do	this.	You	can	use	this	example	as	a	basis	for	your	creative	work.	However,	if	you're	using	code	from	within	an	application,	be	sure	to	follow	security	and	design	best	practices.	Signature
and	nonsense	checking.	The	settlement	service	uses	two	mechanisms	to	verify	the	integrity	of	an	operation	from	the	Android	Market:	Nones	and	signatures.	A	NONCE	(Number	Used	Once)	is	an	encryption	number	that	your	program	is	sure	to	generate	and	send	with	every	request,	get_purchase_information	and	Restore_transports.	The	NONCE	is
returned	with	the	Action_purchase_State_Changed	intent,	which	allows	you	to	verify	that	any	Action_Purchase_State_State	response	matches	the	actual	request.	Each	Action_Prchase_State_State	transmission	also	has	a	JSON	string	and	a	signature	that	you	can	use	to	check	the	integrity	of	the	response.	Your	program	must	provide	a	way	to	generate,
manage,	and	validate	nulls.	
This	code	example	provides	several	simple	methods	you	can	use	to	do	this.	private	static	final	secureromanddom	random	=	new	securerom	();	private	Barrel	Bag	sknownnonces	=	new	Hashset	();	Long	barrel	audience{One	-Time	Long	=	Randomly.nextlong	();	sknownnces.add	(disposable);	Returns	time	numbers;	}	Public	static	void	resvenonce	(long
nonce)	{sknownnnces.move	(nonce);	}	Public	static	boolean	isnoncentnown	(long	nunci)	{Return	Skownnies.contains	(nonce);	}	Your	application	must	also	provide	the	signature	checking	method	accompanying	each	intention	to	distribute_purchase_state_changed.	The	safety	file.	Java	in	the	request	for	a	request	shows	how	to	do	it.	If	you	use	this	file
as	the	basis	of	your	own	safety	implementation,	follow	the	recommendations	in	the	"Security	and	design"	section	and	confuse	the	code.	To	check	the	signature,	you	must	use	an	open	key	to	the	Android	market.	The	following	procedure	shows	how	to	obtain	an	open	key	in	the	basic	coding64	from	the	publication	website	of	the	Android	market.	Enter
your	publisher's	account.	In	the	upper	left	corner	of	the	page	under	your	name,	click	"Modify	the	profile".	On	the	"Modify	the	profile"	page,	scroll	down	to	the	"Licensing	and	Settlement	in	the	Piaxment"	panel	(see	fig.	2).	
Copy	the	open	key	to	the	exchange	stamp.	
Important:	to	protect	the	key	open	to	malicious	users	and	hackers,	do	not	integrate	the	open	key	in	the	form	of	an	entire	chain.	Instead,	create	a	line	during	manufacturing	from	fragments	or	use	manipulation	with	bits	(for	example,	XOR	with	any	other	line)	to	hide	the	real	key.	The	key	itself	is	not	secret	information,	but	you	do	not	want	the	hacker	or
attacker	easily	replacing	the	key	with	another	key.	Figure	2.	License	and	billing	panel	in	the	application	on	the	"Modify	the	profile"	page	of	your	account	allows	you	to	display	the	open	key.	By	modifying	the	application	code	after	the	addition	of	billing	components	in	the	project	application,	you	can	modify	the	application	code.	To	obtain	a	typical
implementation,	for	example,	indicated	on	the	example	of	the	application,	this	means	that	you	must	write	the	code	to	follow:	Create	a	memory	mechanism	to	store	information	on	user	purchases.	Create	a	user	interface	that	will	allow	users	to	choosefor	purchase.	The	Dungeons	Code.java	example	shows	how	to	accomplish	these	two	tasks.	Create	a
storage	mechanism	to	store	purchase	information.	You	must	set	up	a	database	or	other	mechanism	to	store	user	purchase	information.	The	sample	application	provides	an	example	database	(purchased	by	natabase.java);	However,	for	the	sake	of	clarity,	the	database	example	is	simplified	and	does	not	have	the	best	recommended	security	practices.	If
you	have	a	remote	server,	we	recommend	that	you	store	your	purchase	information	on	your	own	server	rather	than	a	local	database	on	your	device.	For	more	information	on	security	best	practices,	see	Security	and	Design.	Note.	If	you	store	purchase	information	on	your	device,	be	sure	to	encrypt	the	data	and	use	a	specific	encryption	key.	Create	a
user	interface	for	selecting	items.	You	must	give	users	the	option	to	select	the	items	they	want	to	buy.	Android	Market	provides	a	payment	UI	(where	the	user	provides	a	payment	method	and	confirms	the	purchase),	but	the	application	must	provide	a	control	(widget)	that	calls	the	SendBillingRequest()	method	when	the	user	selects	to	purchase	an
article.	You	can	return	a	control	and	run	the	SendBillingRequest()	method	as	desired.	The	sample	application	uses	a	widget	and	a	button	to	display	items	to	the	user	and	trigger	a	payment	request	(see	Dungeons.java).	The	user	interface	also	displays	a	list	of	recently	purchased	items.	goods.


