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Google Play

AppUser
1. Purchase Start

5. Content Delivery
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1. Install Billing 
Hack

2. Decompile the 
app with apktool

3. Modify the smali
code to replace the 

package

4. Modify the smali
code to replace the 
signature validation

5. Recompile the 
app with apktool

6. Sign the app with 
jarsigner

7. Install the newly 
created app

8. PROFIT!!!



22



23



24



25

.line 313
new-instance v1, Landroid/content/Intent;

const-string v0, "com.android.vending.billing.InAppBillingService.BIND"

invoke-direct {v1, v0}, Landroid/content/Intent;-><init>(Ljava/lang/String;)V

.line 314
const-string v0, "org.billinghack"

invoke-virtual {v1, v0}, Landroid/content/Intent;->setPackage(Ljava/lang/String;)Landroid/content/Intent;



26



27

.line 63
:goto_0
const/4 v0, 0x1
return v0

.line 62
:cond_1
invoke-static {p0}, Lcom/limasky/billing/Security;-
>generatePublicKey(Ljava/lang/String;)Ljava/security/PublicKey;

move-result-object v0
.line 63
invoke-static {v0, p1, p2}, Lcom/limasky/billing/Security;-
>verify(Ljava/security/PublicKey;Ljava/lang/String;Ljava/lang/String;)Z

move-result v0

goto :goto_0
.end method
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https://docs.unity3d.com/Manual/UnityIAPValidatingReceipts.html
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# ls assets/bin/Data/Managed/
Analytics.dll   Assembly-CSharp-firstpass.dll  Facebook.Unity.dll   mscorlib.dll  Stores.dll  System.Xml.dll       
UnityEngine.Analytics.dll   UnityEngine.Purchasing.dll  winrt.dll     Apple.dll     Common.dll   Facebook.Unity.IOS.dll  
P31RestKit.dll  System.Core.dll  System.Xml.Linq.dll  UnityEngine.dll     UnityEngine.UI.dll  Assembly-CSharp.dll  
Facebook.Unity.Android.dll  Mono.Security.dll   Security.dll System.dll   Tizen.dll UnityEngine.Networking.dll  
Validator.dll
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