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#pragma once
// Unity native plugin API
// Compatible with C99

#if defined(__ CYGWIN32 )
#define APl _ declspec(dllexport) _stdcall
#elif defined(WIN32) || defined( WIN32) || defined(_ WIN32 ) || defined( WIN64) || defined(W
NAPI_FAMILY)
#define APl _ declspec(dllexport) _ stdcall
#elif defined(_MACH_) || defined(_ANDROID ) || defined(_linux_) || defined(_ QNX )
#define API
#else
#define API
#endif

2. B(FREBLEUnitylI75EMAIEN? FHl0 Encrypt.h iRESENT

#include "Define.h"
#ifdef _ cplusplus
extern "C"
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{
#endif

//Encrypt
void APl EncodeNoGC(char* params, int paramsLength);
//Decrypt
void APl DecodeNoGC(char* params, int paramsLength);
//The key
char KEY[] = "abcdefg123456";

#ifdef _cplusplus

}

#endif
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#include "Encrypt.h"

#ifdef _cplusplus
extern "C"

{
#endif
void APl EncodeNoGC(char* params, int paramsLength)

{
//INEZEEE
}

void APl DecodeNoGC(char* params, int paramsLength)
{
//WEEE
}
#ifdef _cplusplus

}
#endif
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CMAKE_MINIMUM REQUIRED(VERSION 2.6)
PROJECT(kernal)

AUX SOURCE_DIRECTORY(src/. SRC_LIST)
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FILE(GLOB_RECURSE HEADER LIST src/*.h)
source_group("Header Files" FILES ${HEADER LIST})

if (WIN32 AND NOT CYGWIN AND NOT ( CMAKE_SYSTEM_NAME STREQUAL "WindowsStore
))
set(CMAKE_C FLAGS RELEASE "${CMAKE_C FLAGS RELEASE} /MT" CACHE STRING "")
set(CMAKE_C_FLAGS DEBUG "${CMAKE_C FLAGS DEBUG} /MTd" CACHE STRING "")
set(CMAKE_CXX FLAGS RELEASE "${CMAKE_CXX FLAGS RELEASE} /MT" CACHE STRING "")
set(CMAKE_CXX FLAGS DEBUG "${CMAKE_CXX FLAGS DEBUG} /MTd" CACHE STRING "")
set(CompilerFlags
CMAKE_CXX FLAGS DEBUG
CMAKE_CXX FLAGS RELEASE
CMAKE_C FLAGS_DEBUG
CMAKE_C FLAGS RELEASE

)
foreach(CompilerFlag ${CompilerFlags})
string(REPLACE "/MD" "/MT" ${CompilerFlag} "${${CompilerFlag}}")
endforeach()
endif ()

if (APPLE)
if (10S)
set(CMAKE_CXX_FLAGS "${CMAKE_CXX_FLAGS} -fembed-bitcode")
set(CMAKE_C_FLAGS "${CMAKE_C_FLAGS} -fembed-bitcode")
ADD lerary(kernal ${HEADER _ LIST} ${SRC_LIST})
set xcode property (kernal IPHONEOS DEPLOYMENT TARGET "7.0" "all")
else ()
ADD _Library(kernal MODULE ${HEADER_LIST} ${SRC_LIST})
set target properties(kernal PROPERTIES BUNDLE TRUE)
endif ()
elseif (ANDROID)
ADD Library(kernal SHARED ${HEADER LIST} ${SRC LIST})
else ()
ADD Library(kernal MODULE ${HEADER_LIST} ${SRC_LIST})
set target properties(kernal PROPERTIES BUNDLE TRUE)
endif ()
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f[-n "SANDROID_NDK" ]; then
export NDK=${ANDROID NDK}
elif [ -n "$ANDROID_NDK HOME" ]; then
export NDK=${ANDROID NDK_HOME}
elif [ -n "$ANDROID _NDK_HOME" |; then
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export NDK=${ANDROID NDK HOME}
else

export NDK=/Applications/Unity/Hub/Editor/2019.4.0f1/PlaybackEngines/AndroidPlayer/
DK
fi

if [!1-d "$NDK" ]; then
echo "Please set ANDROID NDK environment to the root of NDK."

exit 1
fi

function build() {

API=$1

ABI=$2

TOOLCHAIN ANME=$3

BUILD_PATH=Dbuild_android_${ABI}

cmake -H. -B${BUILD PATH} -DANDROID_ABI=${ABI} -DCMAKE _TOOLCHAIN FILE=${NDK}
build/cmake/android.toolchain.cmake -DANDROID NATIVE APl _LEVEL=${API} -DANDROID
OOLCHAIN=clang -DANDROID TOOLCHAIN NAME=${TOOLCHAIN_ANME}

cmake --build ${BUILD PATH} --config Release

cp ${BUILD PATH}/libkernal.so output/android/libs/${ABI}/libkernal.so
# cp ${BUILD PATH}/libkernal.so ../unity/Assets/Plugins/kernal/Android/libs/${ABI}/libkernal
SO

}

build android-16 armeabi-v7a arm-linux-androideabi-4.9
build android-16 arm64-v8a arm-linux-androideabi-clang
build android-16 x86 x86-4.9

%%%ES%ES‘EEN DKEER, SAERESEEBHIIATITbuild T FrEaRIARITSE, S2Ia1 Foutput

# - O | Lo
[ kernal » _ build android.sh [ android > | Eibs » [ arm64-vBa
| | LICENSE _ build_ios.sh B ios > 09 armeabi-v7a
_ README.md [ build_osx e 9 osx > B %86
9 unity » _ build_osx.sh [ x86_64 =
build_winG4.bat

[ cmake »

| CMakeLists.txt

i output »

B »
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public class Encrypt

{
#if UNITY_IOS && IUNITY_EDITOR

const string ENCRYPT DLL =" _Internal”;
#else

const string ENCRYPT DLL = "kernal";
#endif

[DIllmport(ENCRYPT _DLL, EntryPoint = "EncodeNoGC", CallingConvention = CallingConvent
on.Cdecl)]
public static extern void EncodeNoGC(byte[] aData, int aLength);

[DIllmport(ENCRYPT DLL, EntryPoint = "DecodeNoGC", CallingConvention = CallingConven
ion.Cdecl)]
public static extern void DecodeNoGC(byte[] aData, int aLength);

}
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https://github.com/kyochow/xor_unity native.git
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