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Import project

- Unzip downloaded project
- Open it in Unity3D (required version 2019.4.8f1 or higher)

Edit Name, Icon and package
name

- In Unity3D navigate to Edit — Project Settings — Player
- There you have to configure your game name, icon and Bundle Identifier

Configure photon Account

* Go to https://www.photonengine.com/Register Account
* Create new game
* Open PUN WIZARD edit photon Ids:

PUN Wizard

PUN Wizard
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Configure Advertising network

- Create admob Go to menu scene and select AdManger object.
- Insert your advertising IDs
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Setting up your project for Unity
Services

- Follow steps on unity webite:
https://docs.unity3d.com/Manual/SettingUpProjectServices.html

Configure UnityAds

- Navigate to Window — Services
- Enable Ads

SERVICES MEMBERS AGE DESIGNATION SETTINGS

Ads ON

Monetize your games

Configure In-App Purchases

- Navigate to Window — Services
- Enable In-App Purchasing
- Follow steps if required: https://docs.unity3d.com/Manual/UnitylAPSettingUp.html

FOR ANDROID:

- Follow steps from ,Register the application” on website:

https://docs.unity3d.com/Manual/UnitylAPGoogleConfiguration.
html

FORiOS

- Follow steps from ,Register the application” on
website:

https://docs.unity3d.com/Manual/Unityl APAppleConfiguration.
html

In-App Products names (you must put same names for android and ios on
dashboard)

no_ad


https://docs.unity3d.com/Manual/SettingUpProjectServices.html
https://docs.unity3d.com/Manual/UnityIAPSettingUp.html
https://docs.unity3d.com/Manual/UnityIAPGoogleConfiguration.html
https://docs.unity3d.com/Manual/UnityIAPGoogleConfiguration.html
https://docs.unity3d.com/Manual/UnityIAPAppleConfiguration.html
https://docs.unity3d.com/Manual/UnityIAPAppleConfiguration.html
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Configure Facebook

- Go to https://developers.facebook.com/
- Create new application

- On facebook page navigate to your app and copy Application Identifier.

- Go to Unity3D. Navigate to Facebook — Edit Settings. Paste your Application Identifier
- Exand Android Build Facebook Settings and click Regenerate Android Manifest

- On facebook page navigate to your app — Settings

- Add Platform — Android. Fill data as on screenshot:

Android Szybki Start
Google Play Package Name Nazwa klasy
com.bestpool.poolgame com.facebook.unity. FEUnityDeepLinkingActivity

klawisze skrotu

BHIANUMOBEEDDSQ4/405zI8Wh4= yImbk5QTHEMOCBUSTECd9XGEPIwW=

Adres URL Amazon Appstore (Optymaing)

Ex. http:fwww.amazon.com/dp/B004GJDI

Logowanie iednokrotne alebokie powiazanie


https://developers.facebook.com/

Google Play package name: same as Bundle Identifier in Unity3D Player settings
Class name: Don’t edit

Hash keys: Follow ,Running sample apps” on page. Add keys for debug and release
keystores: https://developers.facebook.com/docs/android/getting-started

- Add Platform — iOS. Fill data as on screenshot:

i0s Szybki Start
Bundle ID iPhone Store 1D
com.bestpool.poclgame 543186831
URL Scheme Suffix (Optional) Identyfikator iPad Store
543186831

Logowanie jednokrotne

glebokie powiazanie

Tak

Tylko IOS

Tak =

: rejestruj automatycznie zdarzenia zakupu w aplikacji (zalecane)

viedz sie wiecej

- Bundle ID — same as Bundle Identifier in Unity3D Player settings for iOS


https://developers.facebook.com/docs/android/getting-started

- Add Platform — Facebook Canvas. Fill data as on screenshot:

Facebook Canvas

Strona Strony Ramowej

Nie
Tak

Legacy Unity Integration
Enable usage of legacy Facebook Unity SDK

WebGL
Implemented in WebGL

Simple Application Hosting
Automatically generate app iframe using
uploaded assets

Secure Canvas URL

Mobile Site URL

URL of your mobile site

Tak

Auto Targeting for App Notifications
Enable App Motification Auto Targeting

Czat dia graczy
Enable Gamer Chat

Facebook Gameroom
Enable Facebook Gameroom under Canvas
Hasting (for Gameroom client)

Canvas Fixed Width
Yes™ sets canvas width to 760 px.

Canvas Fixed Height
Yes™ allows setting fixed height.

Tak

Szybki Start

Unity Web Player Install Flow
Wiacz Unity Web Player install flow

x



Edit Graphics

- Edit files with same dimension in Assets/ Texture2D

Edit Sounds

- Edit files from directory Assets/ AudioClip

Edit Links,app version,add new
strikers..

ooklogin : MonoBehaviour
int DEFAULT COINS = 5608;
nt DEFAULT GEMS = 15;
int SHARE COINS = 508,

nt INVITE COINS = 280a;

1T FACEBOOK PROFILE AVATAR = -1;

ing SHARE_URL




Assets > Scripts > C Face
avatars[@int].GetComponent<Image>().color = avat y |ouie
uPic.sprite = avatars[@int].transform.GetChild(E,.uc viisiuyv ) gumvo jiecs
SavePlayerfivatar{uPic.sprite);

LA T L

0id Challenge()
FB.AppRequest ("L 5", RequestRespd
i ShareFacebook

FB.ShareLink(r
{

Urd (SHARE_URL),

Text text = logView;
text.text = text.text + "
if (result.Error == null && (b

] ' + result.RawResult + "\n";
ol )result.ResultDictionary["p T
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