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Unity I =HI0llA LogNCrash> Edit SettingsE M&i5t04 LogNCrashSettingsE ‘4&gLIC}.
LogNCrashSettings= AssetDatabaseZ AHEXt 7|2t SDK S22 Fe| §iLCt.
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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 ();

Appkey: AHSX} 47|

URL: 23lE| F4, http, httpse| 22E HEE 4F

Version: 21 H#X

Port: Z2EE0|| 2} 80, 4432 &

SendThreadLock: true®! Z< & 5._ JE2 StartSendThread?t S&E|7| F7EX| Mo H&sHX| ¢
1, 70| MEFLICE T Native Crash7t 24st 22 ThreadLockS sfiA|ste 235 M&S|LIC

&AMl API

72H EE xFs17|



public static void AddCustomField(string key, string wval)
public static void RemoveCustomField(string key)

public static void RemoveAllCustomFields()

® Parameters
o key: string
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o value: string
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® Note
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® projectName

® projectVersion
= host
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= userlD
= Platform
= DmpData
= Unity3D
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= CountryCode
m SessionlD
m ExceptionType
= NeloSDK
= NetworkType
= DeviceModel
= @logType
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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)

o true@l &< ip addressE 510§ host 20l &S LICEH
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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

® [in] @& log HIMIX|
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public void Crash_Send Complete Callback(string message) {

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

void Start() {

LogNCrashCallBack.ExceptionDelegate += Crash_Send Complete Callback;

ExceptionDelegate= Unity CSharpOilA BH4st CrashE MHZ H&$t 0|5 &&= S QIL|Ct H|o[E|E
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public static void SetUserId(string userID)
public static string GetUserID()
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® Parameter

o userlD: string

= [in] Zt AFEXIE F2E user id.

SE N7 2 MAH

0.

40
Rl
op>
_o'h
A
52
II|>
F

f. F2iA| 239 AL stackTrace

Aot 2739 A2 body®t loglevelo| Z2 27t L5t A
T Z7|3t 0=, of2f &t-E S3ll 7|

2} condition {0 22 217} Lt A TE3HA| gfSLICH RS = 4

S= HIZdetAZE 5= ASLICH

-Io

=T M-

public static void SetDeduplicate(bool flag)

e true: (Default 2}) 52 AH 2= &35t
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LogNCrash.setDuplciateQueueSize (100);



e BulkMessage AtO|=2Q| Z|CH AFO|ZE X|FRILICE.

LogNCrash.setMaximumBulkMessageSize (1024 * 512); // 512 KB

LogNCrash.setMaximumFileCount (100);
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LogNCrash.setMaximumSendCount (100);
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1.File->Build Settings 2&l.
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LogNCrash.SetCrashHanlder (false);
LogNCrash.Initialize ();

e 0|% LogNCrash.unity3dHandleException &+& At&35t0{ CrashHandler2| L2t0|E{E LogNCrash
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void OnEnable()
{

Application.logMessageReceived += Handlelog;
void HandlelLog(string logString, string stackTrace, LogType type)

if (LogNCrash.isInitialized) {
LogNCrash.unity3dHandleException (logString, stackTrace, type);
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