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Introduction 
Both PlayFab and brainCloud offer extensive features for Items, Bundles, In-App Purchases 

(IAPs), and Virtual Currency. PlayFab groups these under the "Economy" section, which includes 

both v2 and legacy catalogs. The new catalog system differs significantly from the legacy system, 

though they share some fundamental features. 

This guide examines how brainCloud’s features compare to both v2 and legacy PlayFab features 

required for migration, and how brainCloud features can be tailored to suit your game's specific 

needs. 

Note 

brainCloud’s Virtual Currency is covered in its own guide <link>, as it can be used with other 
brainCloud features such as rewards and level progression. 

Items & Bundles 
The first step is to recreate your PlayFab Items and Bundles in brainCloud. Advance to the Item 

Catalog: App > Design > Marketplace > Item Catalog. The Item Catalog contains the collection of 

items that players can acquire through rewards, in-game events, or purchase. Of particular note, 

Bundles can include quantities of Items, and quantities of virtual currency. A Virtual Currency 

Price can be set for Items and Bundles (or limit an Item to Real-Money sale only). For the 

purpose of cash buys, in brainCloud the operator will attach Items and Bundles to Products (for 

real-money purchase). Items in the catalog are configurable with properties like virtual currency 

price, virtual currency buyback price, description, category, tags and more.  

Due to the similarities between brainCloud and PlayFab bundles and items, we provide an API 

comparison table later in this guide for quick reference. 

Creating Items 
Playfab Catalog v2 Items have a standard set of definition parameters common to all Catalog v2 

features. 
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Playfab Legacy catalog items share most options with v2 catalog items but offer extra 

functionality for durable, consumable, tradable, and stackable items. Legacy items are more 

similar to brainCloud items, as we will see. 
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Let's look at creating the item above with brainCloud. The Item Catalog is found in the Design → 

Marketplace → Item Catalog menu. Click the Create button in the top left corner of the 

dashboard to add a new item. You will be presented with the option to create an Item or a 

Bundle. Select Item for now.  

 

You can fill in the item's basic details such as ID, name, description, and tags here. There are 

multiple tabs that allow you to add virtual price and extra custom data, which can be used for 

adding stats to your items for example. 

 

The behavior tab allows you to configure how an item functions in a player’s inventory or if it is 

tradable between players. 
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Once you save the item, you will be prompted to choose if you want to Publish it. Draft items 

are hidden from players until you Publish. This allows you to work on it across multiple sessions 

until you are ready. 

 

Publishing Later…  

Items will appear in the catalog list. You can publish an item by clicking on it and then selecting 

the “Publish…” option in the panel's menu. 
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Bundles 
Bundles are simply containers of Items and Virtual Currency. Just like Items, a buy price in 

Virtual Currency may be set, and the Bundle can also be attached to a Cash Product. It is also 

allowed for a Bundle to contain only Virtual Currency, this is a good way to set up Virtual 

Currency swaps in your game. 
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Note that by default, Bundles will filter the Item picker to only Published items as a convenience 

to you.  

Stores, Products & Item Lists 
While Items and Bundles are similar between PlayFab and brainCloud, the acquisition methods 

differ. Items can be granted to players using APIs similar to both platforms. However, presenting 

players with information on stores and item lists varies, as it also differs between PlayFab's v2 

and legacy catalog systems. 

First, let's look at listing items for a storefront or NPC store. These stores list items that are 

purchasable using soft-currency, not from a third-party storefront. 

Listing Items 

To list or filter items, use the GetCatalogItemsPage request. This is similar to the GetStoreItems 

legacy request or the SearchItems v2 request with PlayFab. This request allows searches using a 

custom query, providing flexibility for listing specific categories or item states.  

We'll use the API Explorer to quickly demonstrate filtering all published weapons in the catalog, 

sorted by price. Find more information about the API Explorer in the Cloud Scripts Document. 

 

https://docs.braincloudservers.com/api/capi/itemcatalog/getcatalogitemspage
https://downloads.braincloudservers.com/playfab-migration/(9)PlayFab_brainCloud_CloudScripts.pdf
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Listing Store Items 

In the response above, you'll see detailed information about the returned items, and any item 

field can be used as a query for filtering and listing catalog items. 

While brainCloud doesn't have a "stores" concept like PlayFab’s legacy API, you can achieve this 

in several ways. The simplest method is to add a store ID to the "Initial Item Data" of each item. 

Using an array allows an item to be present in multiple stores simultaneously. 
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And then we can query the initData.storeId array in the GetCatalogItemsPage request. 

 

Purchasing Items 
brainCloud provides the ability to purchase an item using the PurchaseUserItem request, which 

checks if the player has the required currency balance. This request will debit the player's 

balance once the item is delivered. 

There is also an AwardUserItem, similar to PlayFab’s GrantItemToUser API, which won't process 

the cost of items. 

Bundles & Containers 

Bundles and containers in PlayFab are similar, both representing an item which contains a set of 

items delivered to the player. The main difference is that bundle items are delivered 

immediately upon purchase or delivery, while containers can be kept in the player’s inventory 

and opened later. Upon opening, items are delivered and the container is consumed. PlayFab 

also allows containers to be opened only if the player owns a specific item, like a key. 

While brainCloud allows bundles to be created for IAPs (see examples in IAP & Products section 

below), items cannot contain a subset of items. However, items can be set as consumable or 

https://docs.braincloudservers.com/api/capi/useritems/purchaseuseritem
https://docs.braincloudservers.com/api/capi/useritems/awarduseritem
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stackable, and metadata can be associated with items, enabling us to reproduce these features 

using custom cloud-code. 

Let's explore creating bundles and containers in brainCloud through custom features. In the first 

example, I created two items: a quiver of arrows and an arrow. The quiver will be our bundle, 

containing 10 arrows . The arrow’s behavior should be set as stackable and consumable. 

 
 

The quiver should have custom data set on the initial Item Data object. 

 

And finally, make sure to publish these items before testing our custom feature. 

For this example, we'll rely on brainCloud's API Hooks (similar to PlayFab’s Automation Rules) to 

trigger custom cloud-code whenever an item is purchased. Check out our guide here Cloud 

Scripts Document for more information.  

To start, create a new cloud-code script called processItemBundles. Ensure that client access to 

this script is disabled. Add the following code to your script. 

https://downloads.braincloudservers.com/playfab-migration/(9)PlayFab_brainCloud_CloudScripts.pdf
https://downloads.braincloudservers.com/playfab-migration/(9)PlayFab_brainCloud_CloudScripts.pdf
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"use strict"; 

 

function main() { 

 var response = {}; 

 

 // [1] - Check if this item is a bundle // 

 const items = data.message.items; 

 const uniqueItemId = Object.keys(items)[0]; 

 const itemData = items[uniqueItemId].itemData; 

 if(itemData && itemData.bundle){ 

   const userItemsProxy = bridge.getUserItemsServiceProxy(); 

   // [2] - Loop through the bundle items // 

   itemData.bundle.forEach(item => { 

     const isItemValid = true; // validate the item if needed // 

     if(isItemValid){ 

       // [3] - Award Item 

       let awardItemResp = userItemsProxy.awardUserItem(item.itemId, item.amount, false); 

       if (awardItemResp.status == 200) { 

           // Success! 

       } 

       else { 

         // - your error here // 

       } 

     } 

     else { 

       // - your error here - invalid bundle item id // 

     } 

   }); 

   // [4] - Remove item from inventory // 

   const dropItemResp = userItemsProxy.dropUserItem(uniqueItemId, 

data.callingMessage.quantity, false); 
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   if (dropItemResp.status != 200) { 

     // - your error here // 

   } 

 } 

 

 return response; 

} 

 

main(); 

 

This code follows these steps: 

1. Checks if the purchased item contains the “bundle” object in its item data. 

2. Loops through each object in the bundle array. 

3. Awards the item. 

4. Removes the original bundle item. 

Next, assign this script as a Post API Hook on the UserItems service and PurchaseUserItem 

operation. 

 

Now we can test this out using the API Explorer. 
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Now, when you load the player’s inventory, you'll see the arrows delivered, but the "Hunter's 

Basic Quiver" item won't be present, as it served only as the holding item for the bundle. 

 

This is a good solution for bundles, but it won't work for containers that persist in the player’s 

inventory until consumed. Next, let's look at an example for containers. I created two new 

items: the "Archer's Supply Chest" (the container) and a bow. The chest will contain the bow 

and 20 arrows. The chest needs custom item data, similar to what we used for the bundle, but it 

will also include a unlock item. 
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In this case, the container will be purchased first, and then we'll use an API Hook and custom 

cloud-code script on the UserUserItem to deliver the contents. The unlockItemId is optional, but 

you'll need to create and award that item to the player for testing. 

First, create a new cloud-code script called processContainerItems and ensure it is not callable 

by the client. Add the following code to the script. 

"use strict"; 

 

function main() { 

 var response = {}; 

 

 // [1] - Check it item is a container // 

 const containerData = data.message.item.itemData? data.message.item.itemData.container : 

null; 

 if(containerData){ 

   const userItemsProxy = bridge.getUserItemsServiceProxy(); 

   // [2] - Check if player has the unlock item // 

   if(containerData.unlockItemId){ 

     const context = { 

       pagination: { rowsPerPage: 1, pageNumber: 1 }, 

       searchCriteria: { defId: containerData.unlockItemId }, 

       sortCriteria: { createdAt: 1 } 

https://docs.braincloudservers.com/api/capi/useritems/useuseritem
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     }; 

     let getUserItemResp = userItemsProxy.getUserItemsPage(context, false); 

     if (getUserItemResp.status == 200) { 

       // [3] - Check if we found the item // 

       if(getUserItemResp.data.results.count > 0){ 

         // we need the id of the key later so we can consume it //  

         const keyItemId = getUserItemResp.data.results.items[0].itemId; 

         // [4] - Iterate through the items // 

         containerData.contents.forEach(item => { 

           // [5] - Process the items // 

           let awardItemResp = userItemsProxy.awardUserItem(item.itemId, item.amount, 

false); 

           if (awardItemResp.status == 200) { 

               // Success! 

           } 

           else { 

             // - your error here // 

           } 

         }); 

       } 

       // [6] - Remove the container // 

       const dropItemResp = userItemsProxy.dropUserItem(data.message.item.itemId, 1, 

false); 

       if (dropItemResp.status != 200) { 

         // - your error here // 

       } 

       // [7] - Remove the key // 

       const dropKeyResp = userItemsProxy.dropUserItem(keyItemId, 1, false); 

       if (dropKeyResp.status != 200) { 

         // - your error here // 

       } 

     } 
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     else { 

       // - your error here // 

     } 

   } 

 } 

 

 return response; 

} 

 

main(); 

 

Again, you can test this using the API Explorer. You should see that the chest and key are 

removed from the player’s inventory and a new bow and 20 arrows have been added. 

IAPs & Products 
Now that we've covered how to recreate items and stores on brainCloud, let's explore 

purchasing items and currency from third-party stores. 

Store Integration 
To enable purchases from third-party stores, first add integration details to your brainCloud app. 

This process varies by platform, so refer to the guide here for setup instructions. 

Products 
A key difference is that brainCloud items listed in the Item Catalog are separate from items 

purchasable from third-party apps. In brainCloud, everything purchased with real money are 

called Products. These Products are located in the Marketplace → Products menu.  

Create and save a new product  

In this example, we're creating a currency pack with the product type "Consumable," indicating 

it will be converted into coins upon receipt. 

 

https://help.getbraincloud.com/en/articles/8951327-design-core-app-info-application-ids
https://help.getbraincloud.com/en/articles/9120848-design-marketplace-products
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When you click save, a popup will prompt you to set a price point. Add a price and an item ID 

valid for your platform. 
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If you want to create an item the player can use in their inventory, change the product type and 

add items from your catalog to the “Awarded Items” field.  

The Awarded Items field also lists Bundles so you can sell those for real money.  

You can also configure subscriptions by selecting the “Subscription” product type.  

Offer Versatility  

Products allow you to add multiple Awarded Items or Bundles. You can also choose to combine 

multiple items in a Bundle, as well as Virtual Currency, and then Award the Bundle through the 

Awarded items field. This gives the developer maximum control to manage offers as they wish.   

Listing Products 

We've covered listing items and stores with brainCloud, but there can be ambiguity between 

products and catalog items, which isn't an issue in PlayFab. 

We can list products using the GetSalesInventory or GetSalesInventoryByCategory. These are 

specific to the platform you're using and will return products for that platform only. 

Validating Purchases 

In PlayFab’s legacy system, purchase processing happens between the client and the third-party 

service, then a receipt is passed to PlayFab's store validation APIs. This validation API confirms 

the purchase, but doesn't grant items to the player. Developers must deliver items manually or 

via rules and cloud-scripts. 

Version 2 item purchases differ for some platforms by using a single API call that validates a 

store receipt and grants the item to the user simultaneously. 

brainCloud similarly varies by store, with some requiring additional integration steps. The 

Economy API Comparison table at the end of this guide, outlines these differences for each 

third-party store. 

Fulfilling Purchases & Delivering Items 

When a purchase is performed or validated correctly with brainCloud, the associated items or 

currency are delivered to the player automatically. There’s no need to send additional client 

requests or use extra cloud-code for item or currency delivery. 

https://docs.braincloudservers.com/api/capi/product/getsalesinventory
https://docs.braincloudservers.com/api/capi/product/getsalesinventorybycategory
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Coupons/Redemption Codes 
PlayFab allows developers to generate coupons for items, which players can redeem using the  

RedeemCode request to receive the item. 

brainCloud has a similar feature called Redemption Codes, found in the Marketplace → 

Redemption Codes menu. Unlike PlayFab's coupons, brainCloud lets developers set up 

campaigns based on these codes. Redemptions are tracked, and campaigns can be scheduled. 

These codes can also trigger a custom cloud-code Fulfillment Script to perform any required 

action. For this example, we'll create a cloud-code script to deliver the item configured in the 

campaign. 

Create a new cloud-code script called redemptionCodeProcessItem and ensure it’s not callable 

from the client. Add the following code to the script. 

"use strict"; 

 

function main() { 

 var response = {}; 

 

 const itemId = data.customCodeInfo.itemId; 

 const amount = data.customCodeInfo.amount; 

 const userItemsProxy = bridge.getUserItemsServiceProxy(); 

 const postResult = userItemsProxy.awardUserItem(itemId, amount, false); 

 if (postResult.status == 200) { 

   response = { 

       "success": true, 

       "complete": true 

   }; 

   return response; 

 } 

 

 return response; 

} 

https://docs.braincloudservers.com/api/capi/redemptioncode/redeemcode
https://help.getbraincloud.com/en/articles/9125989-design-marketplace-redemption-codes
https://docs.braincloudservers.com/api/capi/redemptioncode/#fulfillment-scripts
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main(); 

Personal Codes 
The closest equivalent to PlayFab's coupons in brainCloud are Personal Codes. To create a new 

personal code campaign, click the "New Campaign" button on the Redemption Codes 

dashboard. 

 

Next, set up your campaign details. In this example, we add the reward-item details to the info 

JSON field. Be sure to include the fulfillment script as well. 
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After clicking the "Save" button, a popup will indicate the campaign was created and ask if you 

want to generate codes. Click "Generate Codes Now." 

 

The next panel lets you choose options for generating codes, including the number of codes for 

the campaign. For this example, leave these as defaults. 

 

Now our campaign is set up. To test it, download some codes by clicking on the campaign in the 

Redemption Codes dashboard and selecting "Export Codes" from the panel on the left side of 

the dashboard. 
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An excel sheet containing the codes will be email to you. 

 

Now we can test one of these codes out using the API Explorer. 
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A successful response indicates the code was deactivated and the item delivered. You can 

confirm this by returning to the Redemption Codes dashboard and checking the analytics for 

your campaign, which shows the number of codes redeemed and on which days. 
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Economy API Comparison 
For quick reference, below is a list of PlayFab economy and store APIs, including purchase 

validation, redemption calls, and integration guides for setting them up on brainCloud. Note 

that player inventory calls are covered in another guide on players and player data found here 

Player Inventory. 

PlayFab brainCloud 

GetCatalogItems 

GetStoreItems 

GetItems 

SearchItems 

GetCatalogItemsPage 

GetSalesInventory 
GetSalesInventoryByCategory 

GetItem GetCatalogItemDefinition 

GrantItem(s)ToUser PurchaseUserItem 

AwardUserItem 

RedeemCoupon RedeemCode 

Purchase Validation 

ValidateAmazonIAPReceipt VerifyPurchase guide 

ValidateGooglePlayPurchase 

RedeemGooglePlayInventoryItems 

ConfirmGooglePlayPurchase guide 

ValidateIOSReceipt 

RedeemAppleAppStoreInventoryItems 

VerifyItunesRecipt guide 

https://downloads.braincloudservers.com/playfab-migration/(6)PlayFab_brainCloud_PlayerInventory.pdf
https://docs.braincloudservers.com/api/capi/itemcatalog/getcatalogitemspage
https://docs.braincloudservers.com/api/capi/product/getsalesinventory
https://docs.braincloudservers.com/api/capi/product/getsalesinventorybycategory
https://docs.braincloudservers.com/api/capi/itemcatalog/getcatalogitemdefinition
https://docs.braincloudservers.com/api/capi/useritems/purchaseuseritem
https://docs.braincloudservers.com/api/capi/useritems/awarduseritem
https://docs.braincloudservers.com/api/capi/redemptioncode/redeemcode
https://docs.braincloudservers.com/api/capi/product/confirmgoogleplaypurchase
https://docs.braincloudservers.com/learn/portal-tutorials/store-integration-amazon/#docusaurus_skipToContent_fallback
https://docs.braincloudservers.com/api/capi/product/confirmgoogleplaypurchase
https://docs.braincloudservers.com/learn/portal-tutorials/store-integration-google/
https://docs.braincloudservers.com/api/capi/product/verifyitunesreceipt
https://docs.braincloudservers.com/learn/portal-tutorials/store-integration-ios/
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ValidateWindowsStoreReceipt 

RedeemMicrosoftStoreInventoryItems 

VerifyMicrosoftReceipt  

RedeemSteamInventoryItems 

 

StartSteamTransaction 
FinalizeSteamTransaction 

 

 

 

 

https://docs.braincloudservers.com/api/capi/product/verifymicrosoftreceipt
https://docs.braincloudservers.com/api/capi/product/startsteamtransaction
https://docs.braincloudservers.com/api/capi/product/finalizesteamtransaction
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