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=. Windows AZFFIEA

1. BATGE
PC B SDK ZEA73i57 dIl 830, FTEHRF GameShield.dll EERAINE FHEFERIER.

2, BN
U RERE unity, C++IRERISEA] EbSRERIEIE.
NIRBERANRREEERR A=, SR TEA.

o C/IC+IREENTHI
(1). 3|F8 windows FRERE:

#include <windows.h>

#include <iostream>

(2). hnZg di:

HMODULE hInstLibrary = LoadLibrary (TEXT ("./GameshieldManager.dll")) ;

if (!'hInstLibrary)
std::cerr << "Unable to load DLL!\n";

return 1;

(3). DNERHFXLE dIl EREL:

/ /R ETT IS RN

//FEIE d11 I B BRI

typedef bool (*QNDFunc) (const char* sdkkey, const char* recommendCode) ;

QNDFunc pfnStart = (QNDFunc)GetProcAddress (hInstLibrary, "GameshieldManager Start");

/ /3RENR & ME— 1D BREY
typedef const char* (*QNDFunc) ()

QNDFunc pfnGetUniqueID = (QNDFunc)GetProcAddress (hInstLibrary, "GameshieldManager GetUniqueID");

/ | EEFTERENENZS 1P BREY

typedef void (*QNDFunc) ()

QNDFunc pfnTryGetDynamicIP = (QNDFunc)GetProcAddress (hInstLibrary,
"GameshieldManager TryGetDynamicIP");

/ /W 1 BREME

QNDFunc pfnTryTestConnectivity = (QNDFunc)GetProcAddress (hInstLibrary,

"GameshieldManager TryTestConnectivity");

/ /3RENAME 1P $00

QNDFunc pfnTryGetLocalIP = (QNDFunc)GetProcAddress (hInstLibrary, "GameshieldManager TryGetLocall

if (!pfnStart)
std::cerr << "Function GameshieldManager Start not found!\n";
FreelLibrary (hInstLibrary) ;

return 1;

(4). DRECHEXE dil, ERFEERE, 6

std::string sdkkey = "your-sdk-key"; //WAIEIN, EEEAR spx %48 (EE\EFEEE)

std::string recommendCode = "you-recommend-Code"; //3ERIE, RESSLHIRSHEFRS ((B=NARER)
// VEFBEREL

pfnStart (sdkkey.c str(), recommendCode.c str());

(5). HfttfEx API O, S5

=LA



const char* uniquelID = pfnGetUniquelD (
pfnTryGetDynamicIP ()

pfnTryTestConnectivity
const char*

/ /3REIR B ME— 1D BREX
/ | EBFTERENENE 1P
/ /iR O EKB M
localIP = pfnTryGetLocallP () ; /

/ /3RENAD 1P
o Python IRBENTRHI

(1). 51A ctype &, fCHEZAI:

from ctypes import cdll,

c_char_p

fngx dil, AESA1:

lib = c¢dll.lLoadlibrary('./GameshieldManager.dll'

SRENIs B RETETT, 1CABpI:

fnStart = lib.GameshieldManager Start

pfnStop = lib.GameshieldManager Stop

pfnGetUniqueID = lib.GameshieldManager GetUniquelID
pfnTryGetDynamicIP = lib.GameshieldManager TryGetDynamicIP

pfnTryTestConnectivity = lib.GameshieldManager TryTestConnectivity
pfnTryGetLocalIP = lib.GameshieldManager TryGetLocallP
(4).

IRESHESENRERE, S5

pfnStart.argtypes =

c_char p

[c_char_p,
pfnGetUniqueID.restype = c char p
pfnTryGetLocalIP.restype = ¢ char p

Y

AR dil &L, AHRHI:

try:
pfnStart |

b"your-sdk-key",

##MET, BB sox 40 (E84ERES)
b"you-recommend-Code", ##IFIE, RIGSCHIRHEFS ((E=NARRER)
) # IR ETTEEREL

uniquelID = pfnGetUniquelD () ##3RBNGEME— 1D

if uniqueID is not None:

print ("Unique ID:",

unigquelID.decode ('utf-8"))
pfnTryGetDynamicIP ()

pfnTryTestConnectivity ()

#+EEFIREENZS 1P

e ) S
localIP = pfnTryGetLocallIP () $4FREVAHE 1P
if localIP is not None:

print ("Local IP:",

locallP.

decode ('utf-8
except Exception as e:

print ("An error occurred:",

e)

SESEATH

(1). 51 Windows B, HE37MI:



EZESTF, FHEESIPNEE, CRABSVENRSRE
(2). hoEkdn, EHG:
JEAE 2

- ER%E
FEatR, EEE

ESR = BEFE (“./GameshieldManager.dll”)

MR (EGWR = 0)
Bidwmy FEEmnEoLL: )
&mE|

(3). DNELHFRE/E DLL &L, RA8A:
// EZESH, FREEXEPREEEE, RBERA SARH KBRENRE0HIE.

2RTE
pfnStart, EEHE

pfnGetUniquelD, FEEFEY
pfnTryGetDynamicIP, BE&HY

pfnTryTestConnectivity, B&FES
pfnTryGetLocallp, BEEFEY

pfnstart = SARE (FESDM, “GameshieldManager Start”, , 2)

pfnGetUniqueID = SARE (FEAMN, “GameshieldManager GetUniqueID”, , 0)
pfnTryGetDynamicIP = S ARE (FFDMR, “GameshieldManager TryGetDynamicIP”, , 0)
pfnTryTestConnectivity = S ARE(FEAHM, “GameshieldManager TryTestConnectivity”, , 0)
pfnTryGetLocallP = S AR (FEDM, “GameshieldManager TryGetLocalIP”, , 0)

WER (pfnstart = 0)
E St A = 5 (S5 GameshieldManager Start!”)
EHEEE  (FERIR)
iR[E]

(4). VARRFFL/E DLL OISR, ARBmpl:

BT E
sdkkey, MNZAE
recommendCode, SZZIS’_-EJ

sdkkey = “your-sdk-key” // WIEIR, TEENN sok B (GRERES)
recommendCode = “you-recommend-Code” // AEWIR, REOLHIRVERFR ((B=SNARES)
// VEFRERER

A& < (pfnStart, sdkkey, recommendCode)

(5). VAFEEMAEX API O, BRI



BT E
uniquelD, AR
locallpr, NZAH!

// SRENSEEME— 1D BRiEY
uniqueID = EA®S (pfnGetUniquelD)

JEidEH (“Unique ID: ” + uniquelID)

// EFIRENER 1P

A< (pfnTryGetDynamicIP)

// WiimOEREY

ARE®<S (pfnTryTestConnectivity)

// KRB 1P
locallP = JEAMBEME (pfnTryGetLocallP)
AR (“Local IP: ” + locallP)

o Delphi #ZATRHI
(1). 5|F windows tRERE

uses

Windows, SysUtils;

(2). hnZg di:

var

hInstLibrary: HMODULE;

hInstlLibrary := LoadLibrary('./GameshieldManager.dll');
if hInstLibrary = 0 then
begin

Writeln('Unable to load DLL!');

Exit;

end;

(3). FBAREGEEREL:

type
TGameshieldManager Start = procedure (sdkkey, recommendCode: PAnsiChar); stdcall;
TGameshieldManager GetUniqueID = function(): PAnsiChar; stdcall;
TGameshieldManager TryGetDynamicIP = procedure(); stdcall;
TGameshieldManager TryTestConnectivity = procedure(); stdcall;

TGameshieldManager TryGetLocalIP = function(): PAnsiChar; stdcall;

(4). NOEGHERRE dIl REL:



var
pfnStart: TGameshieldManager Start;
pfnGetUniquelID: TGameshieldManager GetUniquelID;
pfnTryGetDynamicIP: TGameshieldManager TryGetDynamicIP;
pfnTryTestConnectivity: TGameshieldManager TryTestConnectivity;

pfnTryGetLocalIP: TGameshieldManager TryGetLocalIP;

pfnstart := GetProcAddress (hInstLibrary, 'GameshieldManager Start');

pfnGetUniquelD := GetProcAddress (hInstLibrary, 'GameshieldManager GetUniqueID');
pfnTryGetDynamicIP := GetProcAddress (hInstLibrary, 'GameshieldManager TryGetDynamicIP');
pfnTryTestConnectivity := GetProcAddress (hInstLibrary, 'GameshieldManager TryTestConnectivity');

pfnTryGetLocalIP := GetProcAddress (hInstLibrary, 'GameshieldManager TryGetLocallIP');

if not Assigned (pfnStart) then

begin
Writeln('Function GameshieldManager Start not found!');
FreelLibrary (hInstLibrary) ;
Exit;

end;

(5). INEGHEXE dil, ERFEREL, 856

var
sdkkey: AnsiString;

recommendCode: AnsiString;

sdkkey := 'your-sdk-key'; // IR, BEEAN sk FB (FEERESR)
recommendCode := 'you-recommend-Code'; // AR, REGSCHIRSETFRS ((E=NARER)

pfnStart (PAnsiChar (sdkkey), PAnsiChar (recommendCode) ;

(6). EftbfBx AP1ZM, UM

var
uniqueID: PAnsiChar;

localIP: PAnsiChar;

// FREUREEME— 1D BREY
unigueID := pfnGetUnigquelID();

Writeln('Unigue ID: ', uniquelD);

// EEFERENENES 1P

pfnTryGetDynamicIP () ;

// MmO B

pfnTryTestConnectivity () ;

// ZRENARHD 1P
localIP := pfnTryGetLocalIP () ;

Writeln('Local IP: ', locallIP);

e Unity IBEANTRHI
(1). & 32 {i7#0 64 {i1AY GameShield.dll 3Z{453 B ZE] Plugins/GameShield/x86 &% x64 HX T

(2). HEERSFIARIE EBNEEFETEMITR), K8k



DllImport ("GameShield.d1l1l", CallingConvention = CallingConvention.Cdecl)

private static extern wvoid GameshieldManager Start(string sdkkey, string recommendCode) ;

WIER, |BEAEANN sok 40 (EEERES)

string sdkkey = "your-sdk-key";
EIE, RESSLARTHERRS (RENARER)
string recommendCode = "you-recommend-Code";
pay =128 ]
GameshieldManager Start (sdkkey, recommendCode) ;

PY. Android SZEHEA

1. BAB
Android Y SDK #EANT5E arr 182, FZEIE gameshield.arr £ AINE P HAEFSHTEE.

2, FRNREFENIR (BRSE)

<uses-permission android:name="android.permission.READ EXTERNAL STORAGE" />

<uses-permission android:name="android.permission.WRITE EXTERNAL STORAGE" />

3. SDK &N
LATH244 Android Studio £ unity TRE AYSLH HAithERR0REHE,

NIRBERANRREEERR A=, SR TEA.

e Android Studio 735l
(1). 1§ gameshield.aar X4HEITHE libs BERT

(2). £ app Z5IAY build.gradle FFI0%T libs BRAYS|AE, HE S gameshield.aar {EJ9{KEIIR

repositories {
flatDir{
dirs 'libs'
}
}

implementation (name: 'gameshield', ext: 'aar')

(3). 47 File/Sync Project with Gradle Files"[EE &

(4). WEERSH=ARIFRE (BUEERETREMETR), K86



import com.beiguard.gameshield.GameshieldManager;

// SDK KEY

String sdkKey = "your-sdk-key";
/) HEEFE (JRMR), EREULUMEZSE
String recommendCode = "you-recommend-code";

// FHEHENIE result A1 FRnFHEME) BtAFERN

int result = GameshieldManager.start (this, sdkKey, recommendCode) ;
/ /ANREFFERE, Proguard BINANY

//7¥F tlschannel HBYSLIEAHIES

//-keep class tlschannel.** { *; }

// ¥ Java9.util RUSCHIEAHIRE

//-keep class java9.util.** { *; }

(5). TEREFERAIBIEE, EmAl:

/] RiAHE%E

GameshieldManager.stop () ;

o Unity IREEATGI
(1). 18 gameshield.aar 3X{45Z! Plugins/Android BR T

(2). EEERS=RIFEEYE EVEEFETRMATR), B

// SDK KEY

string sdkKey = "your-sdk-key";
/) HEEFE (JRMR), EREULUMEZSE
string recommendCode = "you-recommend-code";

// TAEN UnityPlayer 3BJ Activity
AndroidJavaClass unityPlayer = new AndroidJavaClass ("com.unity3d.player.UnityPlayer");

AndroidJavaObject currentActivity = unityPlayer.GetStatic<AndroidJavaObject>("currentActivity"):;

// FHEEKE result A1 FRFHEMY EfttAFEEW
AndroidJavaClass gameshieldManager = new
AndroidJavaClass ("com.beiguard.gameshield.GameshieldManager") ;

int result = gameshieldManager.CallStatic<int>("start", currentActivity, sdkKey, recommendCode) ;

/ /ANSREFFSRAE, Proguard NN

//7¥F tlschannel HBYSLIEAHIES

//-keep class tlschannel.** { *; }
// BR¥F java9.util RISKERSEFHGEE

//-keep class java9.util.** { *; }

(3). EREFERAIBIEE, EA:

/] RAEEE
AndroidJavaClass gameshieldManager = new
AndroidJavaClass ("com.beiguard.gameshield.GameshieldManager") ;

gameshieldManager.CallStatic("stop"):

4. BEftIMBENTH (%h5E)



5. FFHEEO APl (Biim)

// 1. FFERE

public static int start (Context context, String sdkKey)
// EHSE] recommendCode

public static int start (Context context, String sdkKey, String recommendCode)
// 2. KiADHEE

public static void stop()

// 3. RENREMEES (FPREER)

public static String getUniqueID/()

// 4. EFNERBE 1 (JEEERE 10s)

public static void tryGetDynamicIP ()

// 5. MERSHROEEE (RRAERSYZIMAREE)

public static void tryTestConnectivity ()

// 6. ZREXFBPZAHE 1p (BlREVE)

public static String tryGetLocallIP ()

f. 10S FIFEA

1. BARE
ios BY SDK #7357 Frameworks 183, FTEJ% GameShield.framework Y A\INE PHEFFESHERE.

2. BN
PATEMRAE Objective-C F unity TAE AISLH HAbEBEIRBPIE,

NIRBERANRREEERR A=, SR TEA.

e Objective-C 75=fl
(1). 1% "File/Add Files to"#% GameShield.framework {4 ZEIIH B Frameworks T
(2). TESRHAIRIEEAIERE Copy items if needed”
(3). 7 Build Settings #H15%[4] Enable Bitcode

(4). RBBHP3INLH

#import <GameShield/GameshieldManager.h>

(5). TEERIRSFANABIIFRE BUEEFETERATRE), R8sl

NSString *sdkKey = @"your-sdk-key";
HEFRS (AERIE), BRBIULUMEZSE
NSString *recommendCode = @"you-recommend-code";
FEHRE result N1 Foriiamkil B AFEEN
int32 t result = GameshieldManager sharedInstance] start:|[sdkKey UTF8String

recommendCode: [ recommendCode UTF8String

(6). TEREFFEERAIRIENE, A3mAl:



/] RKEAFKE

GameshieldManager sharedInstance] stop]:

Unity IREEAREY

(1). 18 GameShield.framework {45%Z! Plugins/iOS HR T

(2). EEERS=RIFEEYE EVEEFETRMATR), B

DllImport (" Internal")
private static extern int GameshieldManager start(string sdkKey);
/ private static extern int GameshieldManager startWithCode (string sdkKey, string recommendCode) ;

SDK K

=1

string sdkKey = "your-sdk-key";

/) HEFE (RME), EREULUMEZSE

string recommendCode = "you-recommend-code";
// FHEHKE result A1 FRFTEHIN BfttATFERY
int result = GameshieldManager start (sdkKey)
%%é‘\:y recommendCode

/ int result = GameshieldManager startWithCode (sdkKey, recommendCode) ;

(3). EREFERAIBIEE, EA:

DllImport (" Internal")

private static extern void GameshieldManager stop |

/] RKEAFKE

GameshieldManager stop

3. EfttmBRATH (*h5eH)

4, FHEEO API (Fim)
OC ¥l

/] FHIEHERE

- (int32 t)start: (const char *)sdkKey;

/! EHSEL recommendCode

- (int32 t)start: (const char *)sdkKey recommendCode: (const char *)recommendCode;
/] RIFTHERE

- (void) stop;

// REUREM—S (FEER)

- (const char *)getUniquelD;

// EFMEREE 1p (FEIER 10s)

- (void) tryGetDynamicIP;

// WERSFROEEY (RARNBHSYAMEATEE)
- (void) tryTestConnectivity;

// SREVFFAM 1p (RliREVE)

- (const char *)tryGetLocallP;

Unity 741



/] 1. FHSiERE

extern "C" int GameshieldManager start (const char *sdkKey)
// B2 recommendCode

extern "C" int GameshieldManager startWithCode (const char *sdkKey, const char *recommendCode)
// 2. KRIATEEYRIE

extern "C" void GameshieldManager stop()

// 3. 3RBUKEME—RS (FEER)

extern "C" const char * GameshieldManager getUniquelD()

// 4. EBFMERBE 1° (BEER 10s)

extern "C" void GameshieldManager tryGetDynamicIP ()

// 5. MEERSHROIEEY (RMNBNSZZMREE)

extern "C" void GameshieldManager tryTestConnectivity ()

// 6. ZRENFBFZAH 17 (BlimEYE)

extern "C" const char * GameshieldManager tryGetLocallIP()

7. MacOS [EIEA

1. BAGE
Mac B9 SDK #AJF5E8 dylib/framework 121, FE4EGameShield.dylib/framework A\ E PHAEFSHER.

2, NG
PATEMRAE Objective-C F unity TAE AISLH HAbEBEIRBPIE,

NIRBERANRREEERR A=, SR TEA.

e Objective-C 7x=fl
(1). ¥& GameShield.dylib 324 ZITERB S Frameworks
(2). TESRHAIRHEREIEEE Copy items if needed”
(3). 7E Build Settings F13%7] Enable Bitcode

(4). REBHFSINLIH

#import <GameShield/GameshieldManager.h>

(5). FEEZIRS=AIARIIFRE BWEERETRMATR), K86

// SDK KEY

NSString *sdkKey = @"your-sdk-key";

// HEFS (JEME), ERBULMEZSE

NSString *recommendCode = @"you-recommend-code";

// FHEHEIE result A1 FRIHEMLN BtATFEAN

int32 t result = [[GameshieldManager sharedInstance] start:[sdkKey UTF8String] recommendCode:[recommendCode

UTF8String]]:

(6). TERERFERAIRIEE, XE3xbl:



/] RIAVE%E

[ [GameshieldManager sharedInstance] stop];

Unity IRBEAREY
(1). ¥ GameShield.dylib 4% Plugins/GameShield & T

(2). EEERSSEFRERE (EBEEFETEMAIHE), KB
‘Dl1lImport ("GameShield", CallingConvention = CallingConvention.Cdecl) ]
private static extern int GameshieldManager start (string sdkKey) ;

// private static extern int GameshieldManager startWithCode (string sdkKey, string recommendCode) ;

// SDK KEY

string sdkKey = "your-sdk-key";
// HEEFD QEME), ERBILUMEZSE
string recommendCode = "you-recommend-code";

// FHEHKE result A1 FRRFBEHRII Bt AFERY
int result = GameshieldManager start (sdkKey);

/! BmEEl recommendCode

// int result = GameshieldManager startWithCode (sdkKey, recommendCode) ;

(3). TEREFERAIBIEE, EA:

‘Dl1lImport ("GameShield", CallingConvention = CallingConvention.Cdecl) ]

private static extern void GameshieldManager stop():;

/] RiADbEkE

GameshieldManager stop():

3. FFEUEO API (Riim)
OC 7451 :

/1 FHRHE%E

- (int32 t)start: (const char *)sdkKey;

// B8 recommendCode

- (int32 t)start: (const char *)sdkKey recommendCode: (const char *)recommendCode;
/] RIAVE%E

- (void) stop:;

// RENKEE—S (FEER)

- (const char *)getUniquelD;

// BEFMEREE 1p (FEEER 10s)

- (void) tryGetDynamicIP;

// MERSSRROEEE (KANERSMAMAEE)
- (void) tryTestConnectivity;

// SREXFBPAHE 1P (BRmEVE)

- (const char *)tryGetLocallP;

Unity 73~f1:
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// 1. FFEE%E

extern "C" int GameshieldManager start (const char *sdkKey)
/] BEREE recommendCode

extern "C" int GameshieldManager startWithCode (const char *sdkKey, const char *recommendCode)
/] 2. KIBHERE

extern "C" void GameshieldManager stop ()

// 3. 3RENREME—S (FXEER)

extern "C" const char * GameshieldManager getUniqueID()

// 4. BEFMBRVEE 1P (VHEEERR 10s)

extern "C" void GameshieldManager tryGetDynamicIP ()

// 5 HMERSHRROEEY (RANENSVZIMAEE)

extern "C" void GameshieldManager tryTestConnectivity()

// 6 ZRENFBFAHE 17 (RlmEVE)

extern "C" const char * GameshieldManager tryGetLocalIP()



