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Application Licensing:

Licensing Overview

Google Play Licensing is a network-based semvice that lets an application query a trusted Google Play licensing server to determine whether the application
is licensed to the current device user. The licensing service is based on the capability of the Google Play licensing server to determine whether a given user
is licensed to use a given application. Google Play considers a user to be licensed if the user is a recorded purchaser of the application.

The request starts when your application makes a reguest to a service hosted by the Google Play client application. The Google Play application then
sends a reguest to the licensing server and receives the result. The Google Play application sends the result to your application, which can allow or
disallow further use of the application as needed.

Note: If a paid application has been uploaded to Google Play but saved only as a draft application (the app is unpublished), the licensing senver
considers all users to be licensed users of the application (because it's not even possible to purchase the app). This exception is necessary in order for
you to perform testing of your licensing implementation.

To properly identify the user and determine the license status, the licensing server requires information about the application and user—your application and
the Google Play client work together to assemble the information and the Google Play client passes it to the semver.

To help you add licensing to your application, the Android SOK provides a downloadable set of library sources that you can
include in your application project: the "Google Market Licensing package.” The License Verification Library (LVL) is a library
you can add to your application that handles all of the licensing-related communication with the Google Play licensing senvice.
With the LWL added to your application, yvour application can determine its licensing status for the current user by simply
calling a method and implementing a callback that receives the status response.
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