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using Toast.LogNCrash;

namespace Toast.LogNCrash

{
public class SampleScript : MonoBehaviour
{
void Start ()
{
LogNCrash.Initialize ();
}
}
}
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using Toast.LogNCrash;

namespace Toast.LogNCrash

{
public class SampleScript : MonoBehaviour
{
void Start ()
{

LogNCrash.Initialize ("https://api-logncrash.cloud.toast.com",
"appkey", "1.0.0", 80, true);
LogNCrash.StartSendThread ();

}

}
}
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public static void AddCustomField(string key,

string val)

public static void RemoveCustomField(string key)

public static void RemoveAllCustomFields()

® Parameters

o key: string

= [in] custom field2| key, custom keyE “A~Z, a~z, 0~9, - _" EXE Z&l50{ HtEA| nt
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o value: string

® [in] custom field2| gt
® Note
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® projectName

® projectVersion

= host

= body

® |oglLevel

= userlD

= Platform

= DmpData

= Unity3D

m |ocale

= CountryCode

m SessionlD

m ExceptionType

= NeloSDK

= NetworkType

= DeviceModel
= DevicelD

= @logType
o custom filed?| 70| NULLO|L} H|0{Ql= AL, SDK

public static void SetLogSource(string value)

public static string GetLogSource()
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public static void SetLogType(string value)
public static string GetLogType()
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public static void SetEnableHost: (bool flag)

e true@l A< ip addressE T15t0f host 20l MEELICEH
o false@! A< host Z=0j| "-" XZEfLIC
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//send info log message

public static void Info(string strMsg)

//send debug log message
public static void Debug(string strMsg)

//send warn log message

public static void Warn(string strMsg)

//send fatal log message

public static void Fatal(string strMsg)

//send error log message

public static void Error(string strMsg)

® Parameters
o strMsg: string
m [in] & log HIMIX|

Handled Exception

//send Handled info log message

public static void Info(string strMsg, Exception e)



//send Handled debug log message

public static void Debug(string strMsg, Exception e)

//send Handled warn log message

public static void Warn(string strMsg, Exception e)

//send Handled fatal log message

public static void Fatal(string strMsg, Exception e)

//send Handled error log message

public static void Error(string strMsg, Exception e)

try{
// Exception code
}catch(Exception e){

LogNCrash.Info("handled exception message", e)

o try&catchOflA| 245t ExceptionS T&SEILICE
=H
A =

public void Crash Send Complete Callback(string message) {

Debug.Log("Crash_Send Complete Callback : + message);

void Start() {
LogNCrashCallBack.ExceptionDelegate += Crash_ Send Complete Callback;

e ExceptionDelegatet Unity CSharpOflA 24st CrashE MHZ H&5t 0| S &&= 24 L|Ct.
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public static void SetUserId(string userID)

public static string GetUserID()

o MEXE SA AMZE oM HEA| 2F5HZF0{0F LT,
® Parameter
o userlD: string

® [in] ZH ALEXIE F2E user id
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1.File->Build Settings 22I§HL|C}.

Edit Assets GameO&

New Scene #EN

Open Scene... #0 ®

Save Scene #S
Save Scene as... {3#S

New Project...
Open Project...
Save Project




®00 Build Settings

[ Toast/LogNCrash/Sample/LogNCrashSampleScene.unity

o Web Player

é PC, Mac & Linux Standalone

Android

) BlackBerry

° Xbox 360

pE

"\ Xbox One

e Android Platform ME&f 5t | Player Settings 22/fLIC}.
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Settings for Android

[ Resolution and Presentation

=

[ Splash Image

Other Settings

Rendering
Rendering Path*
Multithreaded Rendering* [ ]

Static Batching L
Dynamic Batching O
Static Batching requires Android Pro
License
GPU Skinning* N
GPU skinning requires Android Pro
License
Identification

Bundle Identifier*
Bundle Version*
Bundle Version Code
Minimum API Level

Configuration
Craphics Level*

Install Location
Submit HW Statistics V
Internet Access

Write Access

T

Device Filter

Scripting Define Symbols

* Shared setting between multiple platforms.

Optimization

Api Compatibility Level
Stripping Level* | Disabled %
Enable Internal Profiler ]

Optimize Mesh Data* =

Publishing Settings

2.Build settingsOolA Build And Run 22/§tL|Ct.

Android Unity Crash 3l{Ai5}7]

e Internet Access= Require, Write Access= External(SDCard)2 43
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H CrashHandler AF235}7|

7|1& SDKO|IME =7|5t EA0|M logMessageReceived S& AFE3510] Unity2| CrashHandlerS
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MultihandlerSample &11)
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LogNCrash.SetCrashHanlder (false);
LogNCrash.Initialize ();

® 0|= LogNCrash.unity3dHandleException &+& A&5t0 CrashHandler?| mZt0|E{E LogNCrash

A2 FASLICH



void OnEnable()
{

Application.logMessageReceived += HandleLog;

void HandleLog(string logString, string stackTrace, LogType type)
{
if (LogNCrash.isInitialized) {
LogNCrash.unity3dHandleException (logString, stackTrace, type);

}
}
AssetDataBaseZS 8238 2L sl4 27|

e O=H2| LogNCrash > Edit SettingsE 2|5 7ttt HIO|E{E MEE 4= i=AssetDataBase”t 444
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e BuildPipeline.BuildPlayerE St Build
LogNCrashSettings.Getter_BuildType

using UnityEditor;
using UnityEngine;
using Toast.LogNCrash.Implementation;

public class lncAndroidBuildPipeline: MonoBehaviour
{
[MenuItem("Build/Build Android (Alpha)")]
public static void AndroidAlphaBuildScript()
{
BuildPlayerOptions buildPlayerOptions = new BuildPlayerOptions();
buildPlayerOptions.scenes = new][ ]
{"Assets/Toast/Sample/Scene/Command/commandScene.unity"};
buildPlayerOptions.locationPathName = "AndroidBuild.apk";
buildPlayerOptions.target = BuildTarget.Android;
buildPlayerOptions.options = BuildOptions.AutoRunPlayer;

LogNCrashSettings.Setter BuildType =
LogNCrashSettings.BuildType.alpha;

BuildPipeline.BuildPlayer (buildPlayerOptions) ;

[MenuItem("Build/Build Android (Real)")]
public static void AndroidRealBuildScript()
{
BuildPlayerOptions buildPlayerOptions = new BuildPlayerOptions();
buildPlayerOptions.scenes = new][ ]
{"Assets/Toast/Sample/Scene/Command/commandScene.unity"};

buildPlayerOptions.locationPathName = "AndroidBuild.apk";



buildPlayerOptions.target = BuildTarget.Android;
buildPlayerOptions.options = BuildOptions.AutoRunPlayer;

LogNCrashSettings.Setter BuildType = LogNCrashSettings.BuildType.real;

BuildPipeline.BuildPlayer (buildPlayerOptions);

o HAHO| w2t AssetDataBased| MEE 2fS Sdll LogNCrash S22 A™§LICE
using Toast.LogNCrash.Implementation;

void Start () {
if (LogNCrashSettings.Getter BuildType ==
LogNCrashSettings.BuildType.real) {
SetReal ();
} else if (LogNCrashSettings.Getter BuildType ==
LogNCrashSettings.BuildType.alpha) {
SetAlpha ();
} else {
UnityEngine.Debug.Log ("Default Type");

e build type2 & 5702 7HE|0] JAELICE

public enum BuildType{

real, alpha, beta, development, test
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