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- libcrashmonitor.so
- u3dautomation.jar
- U3DAutomation.dll
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step 2:¥1 41 WeTest SDK
B —A 5 (Scene) ,flE#—/N7F1GameObject, 44 &% WeTest. U3DAutomation.U3DAutomationBehaviourZi {:

public class : MonoBehaviour {

Application.LogCallback logCall;
void O {
#if
this.gameObject.AddComponent<WeTest.U3DAutomation.U3DAutomationBehaviour>();
//this.gameObject.AddComponent<BuglyInitScript>();
//BuglyAgent.RegisterLogCallback(WeTest.U3DAutomation.CrashMonitor._OnLogCallbackHandler);
#endif
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C# =Project Path=/Assets/smcs.rsp
C# - Editor Scripts ~ <Project Path=/Assets/gmcs.rsp
UnityScript <Project Path=/Assets/us.rsp
def (workSpacePath, appName, mode):

fsmcs = open(workSpacePath + /Assets/smcs.rsp”, 'w')

fgmcs = open(workSpacePath + /Assets/gmcs.rsp”, 'w')

if mode == "debug":
fsmcs.write("-define:WETEST_SDK")
fgmes.write("-define:WETEST_SDK")
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adb logcat -vthreadtime -s Unity

1 %% F|U3DAutomation Init OKILZE, S22 HKI).

=19:19.425 768 et Unity : (Filename: ./artifacts/generated/commonsruntimesUnityEngineDebugBindings.gen.cpp Line: 65>

: U3DAutomation Init OK. Version = 1.1.1 UIType = UGUI

: (Filename: ./artifacts/generated/commonsruntimesUnityEngineDebugBindings.gen.cpp Line: 65>
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public class WeTestManager : MonoBehaviour {

Application.LogCallback logCall;
void Start () {
#if WETEST_SDK
this.gameObject.AddComponent<WeTest.U3DAutomation.U3DAutomationBehaviour>();
BuglyAgent.RegisterLogCallback(WeTest.U3DAutomation.CrashMonitor._OnLogCallbackHandler);
#tendif



