
                

                

                

                

                

       

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Ultimate IAPs 
By DroidGames Studio 

 

Thanks for buy Ultimate Iaps :D 

This is a little documentation of how to use 

Ultimate IAPs. 

 Setting up Iaps for you game on 

Developer Console 

 

Please follow the GameMaker Studio X tutorial for 

setting up the Iaps on your developer console, I do 

this because the yoyogames doc is clear enough and 

better.  

  Documentation 

 A. Creating the control object 

 

Create an object called obj_iaps (no sprite needed). 

a1. Add the "create event" and add the next code: 

activate_iaps(); 

a2. Add the "Asyncrhonous IN-APP purchase event" 

and add the next code: async_product_iap(); 
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 a3. Make it persistent 

a4. Place the object to the first rooms of your game.  

 B. Adding the products to the 

Extension 

 

Add the products or purchase ids to activate_iaps() 

script where is the global var called 

global.products[x] 

For example:  

global.products[0] = “android.test.purchased” 

In this case you can use android.test.purchased id 

because is a static id to test your purchases 

successfully. 
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 C. Creating the purchase object 

 Note: You can add an sprite with 2 subimages one for 

the standar presentation and other with the  

 

c1. Add the "Asyncrhonous-IN-APP purchase event" 

and add the next code: async_purchase_iap(); 

c2. Add the "Gesture-Tap Event" and add the next 

code: 

purchase_product_iap(global.products[0],0,true); 

parameters of the script: 

1.The first parameters indicates the purchase id,you 

can use a string one like "bunch_gold" or use the 

global variable global.products[x] that already 

contains the purchase ids that you entered. 

2.The second parameter indicates the alarm index 

where the reward logic is. 

3.The last parameter indicates if the product is 

consumable or not (example: buying gold is consumable, 

disabling ads is not consumable). 

This code request the purchase and when the purchase 

gets a response triggers the async_purchase_iap(); 

which it has all the purchase logic (if it was purchased 

successfully, if it was cancelled, etc..) 

c3. Add the "Alarm event" and there add all the 

rewards that you want to give to the user 

when the users completes the purchase 

And thats it! 


