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 agent/iOS   libBuglyAgent.a  BuglySDK/iOS   Bugly.framework 
Xcode  Build Settings   Other Linker Flags  

-force_load  libBuglyAgent.a  Bugly.framework 

 Xcode  Build Phases   Link Binary With Libraries  



 bugly   Cocos ( )  external  

{cocos2d-x}/external/bugly

 proj.android  (  proj.android_studio )  Android 
agent/Android   .jar  BuglySDK/Android   .jar  libs  

 BuglySDK/Android   libBugly.so  jni/prebuilt   

Android 



 proj.android/jni/Android.mk   



LOCAL_PATH := $(call my-dir)

# --- libBugly.so ---
include $(CLEAR_VARS)

LOCAL_MODULE := bugly_native_prebuilt
# Application.mk APP_ABI := armeabi armeabi-v7a .so
LOCAL_SRC_FILES := prebuilt/$(TARGET_ARCH_ABI)/libBugly.so

include $(PREBUILT_SHARED_LIBRARY)
# --- end ---

include $(CLEAR_VARS)

LOCAL_MODULE := cocos2dcpp_shared
LOCAL_MODULE_FILENAME := libcocos2dcpp

LOCAL_SRC_FILES := hellocpp/main.cpp \
                   ../../Classes/AppDelegate.cpp \
                   ../../Classes/HelloWorldScene.cpp

LOCAL_C_INCLUDES := $(LOCAL_PATH)/../../Classes

LOCAL_STATIC_LIBRARIES := cocos2dx_static
LOCAL_STATIC_LIBRARIES += bugly_crashreport_cocos_static

include $(BUILD_SHARED_LIBRARY)

$(call import-module,./prebuilt-mk)
$(call import-module,external/bugly)

AndroidManifest.xml :

<uses-permission android:name="android.permission.READ_PHONE_STATE" />
<uses-permission android:name="android.permission.INTERNET" />
<uses-permission android:name="android.permission.ACCESS_NETWORK_STATE" />
<uses-permission android:name="android.permission.ACCESS_WIFI_STATE" />
<uses-permission android:name="android.permission.READ_LOGS" />

 Classes/AppDeleagate.cpp  
AppDelegate::applicationDidFinishLaunching()  
CrashReport::initCrashReport(const char* appId, bool debug)  



// 
#if (CC_TARGET_PLATFORM == CC_PLATFORM_ANDROID)
#include "bugly/CrashReport.h"     
#elif (CC_TARGET_PLATFORM == CC_PLATFORM_IOS)
#include "CrashReport.h"
#endif

bool AppDelegate::applicationDidFinishLaunching() {
    // Init the Bugly
    CrashReport::initCrashReport("Your AppID", false);

    // initialize director
    auto director = Director::getInstance();
    // ...

    return true;
}

 proj.ios_mac   Xcode  bugly/lua  
 Target  Compile Sources  

3. Lua  Cocos lua

iOS 

Android 



proj.android/jni/Android.mk  

:



LOCAL_PATH := $(call my-dir)

# ---  libBugly.so ---
include $(CLEAR_VARS)

LOCAL_MODULE := bugly_native_prebuilt
# Application.mk APP_ABI := armeabi armeabi-v7a .so
LOCAL_SRC_FILES := prebuilt/$(TARGET_ARCH_ABI)/libBugly.so

include $(PREBUILT_SHARED_LIBRARY)
# --- end ---

include $(CLEAR_VARS)

LOCAL_MODULE := cocos2dlua_shared

LOCAL_MODULE_FILENAME := libcocos2dlua

FILE_LIST := hellolua/main.cpp
FILE_LIST += $(wildcard $(LOCAL_PATH)/../../Classes/*.cpp)
FILE_LIST += $(wildcard $(LOCAL_PATH)/../../Classes/ide-support/*.cpp)
FILE_LIST += $(wildcard $(LOCAL_PATH)/../../Classes/ide-support/*.c)

LOCAL_SRC_FILES := $(FILE_LIST:$(LOCAL_PATH)/%=%)

LOCAL_C_INCLUDES := $(LOCAL_PATH)/../../Classes

LOCAL_STATIC_LIBRARIES := cocos2d_lua_static
LOCAL_STATIC_LIBRARIES += cocos2d_simulator_static
# bugly/Android.mk Module
LOCAL_STATIC_LIBRARIES += bugly_crashreport_cocos_static
# bugly/lua/Android.mk Module
LOCAL_STATIC_LIBRARIES += bugly_agent_cocos_static_lua

include $(BUILD_SHARED_LIBRARY)

$(call import-module,scripting/lua-bindings/proj.android/prebuilt-mk)
$(call import-module,tools/simulator/libsimulator/proj.android/prebuilt-mk)

$(call import-module,external/bugly)
$(call import-module,external/bugly/lua)

 Classes/AppDeleagate.cpp  
AppDelegate::applicationDidFinishLaunching()  

Lua



BuglyLuaAgent::registerLuaExceptionHandler(...)  

bool AppDelegate::applicationDidFinishLaunching()
{
    //
    CrashReport::initCrashReport("Your AppID", false);
    
    // set default FPS
    Director::getInstance()->setAnimationInterval(1.0 / 60.0f);
    // register lua module
    auto engine = LuaEngine::getInstance();
    ScriptEngineManager::getInstance()->setScriptEngine(engine);
     
    // register lua exception handler
    BuglyLuaAgent::registerLuaExceptionHandler(engine);

#if (COCOS2D_DEBUG > 0) && (CC_CODE_IDE_DEBUG_SUPPORT > 0)
    // NOTE:Please don't remove this call if you want to debug with Cocos Code ID
E
    auto runtimeEngine = RuntimeEngine::getInstance();
    runtimeEngine->addRuntime(RuntimeLuaImpl::create(), kRuntimeEngineLua);
    runtimeEngine->start();
#else
    if (engine->executeScriptFile("src/main.lua"))
    {
        return false;
    }
#endif

    return true;
}

 Lua __G_TRACKBACK_  Lua 
buglyReportLuaException



__G__TRACKBACK__ = function(msg)
     -- record the message
    local message = msg;
    
     -- auto genretated
    local msg = debug.traceback(msg, 3)
    print(msg)
    
    -- report lua exception
    buglyReportLuaException(tostring(message), debug.traceback())

    return msg
end

 proj.ios_mac   Xcode  bugly/js  
 Target  Compile Sources  

proj.android/jni/Android.mk

4. JavaScript  Cocos js

iOS 

Android 



LOCAL_PATH := $(call my-dir)

# ---  libBugly.so ---
include $(CLEAR_VARS)

LOCAL_MODULE := bugly_native_prebuilt
# Application.mk APP_ABI := armeabi armeabi-v7a .so
LOCAL_SRC_FILES := prebuilt/$(TARGET_ARCH_ABI)/libBugly.so

include $(PREBUILT_SHARED_LIBRARY)
# --- end ---

include $(CLEAR_VARS)

LOCAL_MODULE := cocos2djs_shared

LOCAL_MODULE_FILENAME := libcocos2djs

LOCAL_SRC_FILES := \
../../Classes/AppDelegate.cpp \
../../Classes/ide-support/SimpleConfigParser.cpp \
../../Classes/ide-support/RuntimeJsImpl.cpp \
hellojavascript/main.cpp

LOCAL_C_INCLUDES := $(LOCAL_PATH)/../../Classes
                    
LOCAL_STATIC_LIBRARIES := cocos2d_js_static
LOCAL_STATIC_LIBRARIES += cocos2d_simulator_static

# bugly/Android.mk Module
LOCAL_STATIC_LIBRARIES += bugly_crashreport_cocos_static
# bugly/js/Android.mk Module
LOCAL_STATIC_LIBRARIES += bugly_agent_cocos_static_js

include $(BUILD_SHARED_LIBRARY)

$(call import-module,scripting/js-bindings/proj.android/prebuilt-mk)
$(call import-module,tools/simulator/libsimulator/proj.android/prebuilt-mk)

$(call import-module,external/bugly)
$(call import-module,external/bugly/js)

 Classes/AppDeleagate.cpp  

JavaScript



AppDelegate::applicationDidFinishLaunching()  
BuglyJSAgent::registerJSExceptionHandler(JSContext * cx)  
JavaScript
ScriptingCore::getInstance()->addRegisterCallback

BuglyJSAgent::registerJSFunctions

bool AppDelegate::applicationDidFinishLaunching()
{
   //
   CrashReport::initCrashReport("Your AppID", false);
    
   // initialize director
   auto director = Director::getInstance();
    
   js_module_register();
    
   // js function register before start()
   ScriptingCore::getInstance()->addRegisterCallback(BuglyJSAgent::registerJSFunc
tions);
    
   ScriptingCore* sc = ScriptingCore::getInstance();
   sc->start();
   sc->runScript("script/jsb_boot.js");

   // js exception handler before runScript
 BuglyJSAgent::registerJSExceptionHandler(ScriptingCore::getInstance()->getGlobal
Context());
    
   ScriptingCore::getInstance()->runScript("main.js");
#endif

    return true;
}

void initCrashReport(const char* appId, bool debug)

SDK SDK (
NO)

C++ 



void initCrashReport(const char* appId, bool debug, CrashReport::CRLogLevel level)

SDK Debug ( iOS SDK )

void setUserId(const char* userId)

void setAppChannel(const char* channel)

App

void setAppVersion(const char* version)

App

void reportException(int category, const char* type, const char* msg, const char* traceback)

void setTag(int tag)

void addUserValue(const char* key, const char* value)

void removeUserValue(const char* key)

void log(CrashReport::CRLogLevel level, const char* tag, const char * fmt, ...)

buglySetUserId(string id)

id id

buglySetTag(int tag)

“TAG” int bugly

TAG TAG tag=1
tag=2

Lua 



buglyAddUserValue(string key, string value)

Key-Value

1 10

2 key 50 value 200

3 key  + 

buglyLog(int level, string tag, string log)

Log 10K Log 200

buglySetUserId(string id)

id id

buglySetTag(int tag)

“TAG” int bugly

TAG TAG tag=1
tag=2

buglyAddUserValue(string key, string value)

Key-Value

1 10

2 key 50 value 200

3 key  + 

buglyLog(int level, string tag, string log)

Log 10K Log 200

JavaScript 


