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Introduction
Google Play offers a licensing service that lets you enforce licensing policies for applications
that you publish on Google Play. With Google Play Licensing, your application can query
Google Play at run time to obtain the licensing status for the current user, then allow or disallow
further use as appropriate.

When you target the Android platform, you get the possibility to upload your game to the
Google Play app store. Using Google Play then gives you the option to add Google Licencing
to your project, which is a protective measure to help reduce the risk of people running your
game from sources other than Google Play.



Extension’s Features
● Protect your game from unauthorized distribution.



Setup
This extension provides no in-game functions and only requires some initial setup. To correctly
set up your game please follow these steps:

1. Once you have the extension installed, you then need to set up licensing (more info) for
that go to your Google Play dashboard and set up an App Listing for the game (from
your Google Play console click the Create Application button and follow the on-screen
prompts). You then need to get the Public Key from the Monetise → Monetization
Setup section of the Developer Console and then copy the Licensing Public Key from
the box at the bottom.

https://developer.android.com/google/play/licensing/setting-up#account


2. You need to copy that to the clipboard then go back to GameMaker and add it into the
Google Licencing Public Key section of the Android Game Options.

3. Now, with Google Licensing enabled, testing your game will show a message saying
that the game could not be licensed and would you like to retry the connection or go to
the store to buy the game.

It looks like the licensing works, but you can't test the game anymore... to fix this so you
can continue developing (and in the process see that the licensing works) you need to
create an Alpha build of the project and upload it to the store.



4. Before you can test that the licensing works and keep playing your game on your
devices, you will need to upload an APK of the project as an Alpha or an Internal Test
build. To do this, you should first fill in the minimum required details for your app listing
on the console, shown in the following image.

Some of these sections require you to upload an APK first, so go to the section App
Releases and click the Manage Alpha (or the Manage Internal Test) text. On the next
page you want to create a New Alpha/Test Release.

[IMPORTANT] At this point you will be asked if you want to use Google Play App
Signing for your game. You should select CONTINUE/FINISH for this, as it is required
for the extension to work.

5. Once you opt into the App Signing program, you can then upload an APK as an
Alpha/Test build (if you don't know how to make an APK then please see here). Once
it's uploaded you should then continue to fill out the rest of the relevant app listing
details (like content rating or pricing), and then when all is correct (you will see green
ticks beside the relevant items) you can return to the Alpha/Test section, review the
details and publish.

[IMPORTANT] When you opt in to the Google Licensing, you will need to sign each app
with a UNIQUE KEYSTORE. This is a security measure implemented by Google as part
of the licensing system. Don’t forget that you need to keep this .keystore file along with
its information stored in your hard drive in order to be able to update your application.

https://help.yoyogames.com/hc/en-us/articles/115001624867-Compiling-Your-Android-App


Note that once you publish the Alpha/Test build, it can take a few hours for it to be
accepted and another few hours for it to become "live" and available for testing.

6. Once the app is live as an Alpha on the Play store, you should delete any test APK's
created by GameMaker that are on your device, and then download the version from
the Google Play Store. This should be run once to ensure that licencing is working as
required. You should be able to run the game now from GameMaker Studio 2 on your
Android device and the previous message about retrying or buying will not be shown,
indicating that the project has been licensed correctly.

[NOTE] If you still get the licensing warning message, make sure that the email used to
register the device is part of the defined Testers (as a developer your email should be
automatically added, more info)

https://developer.android.com/google/play/licensing/setting-up#test-env


Extension Options
This new version of the extension allows developers to manually handle the license validation
response. To enable this feature access the extension options panel by navigating to the
extension asset in the asset browser and double clicking it.

Now you should be able to enable or disable the Manual Callback flag of the extension.



Functions
This new version of the extension will require developers to manually make the validation of the
license using a provided function and also allows them to handle the response in a way they
see fit.

GooglePlayLicensing_CheckLicensing()
Description: This function triggers the validation process of the license that will result in a
callback event being executed when the process is finished. If the resulting Async Social Event
returns a not allowed flag with a GooglePlayLicensingExtension_RETRY (reason code) the
developer should try to check the license again as this indicates there was a connection error.

Note: The asynchronous event will not be triggered if the Manual Callback option is disabled
under Extension Options.

Returns: N/A

Triggers: ASYNC SOCIAL EVENT

type: "GooglePlayLicensingExtension"

allowed: {boolean} whether or not the user is licensed to use the app.

reason: {real} the reason code if the user is not allowed (see LicensingErrorReason)



Constants

LicensingErrorReason
→ GooglePlayLicensingExtension_RETRY


