
Crashlytics Overview

Firebase Crashlytics is a lightweight, real-time crash reporter that helps you track, 

prioritize, and fix stability issues that erode your app quality. Crashlytics saves you 

troubleshooting time by intelligently grouping crashes and highlighting the circumstances 

that lead up to them.

Find out if a particular crash is impacting a lot of users. Get alerts when an issue suddenly 

increases in severity. Figure out which lines of code are causing crashes. All this 

information gets delivered to you through the online Firebase Console. Crashlytics also 

easily integrates into your Android, iOS, macOS, tvOS, and watchOS apps.

Check the official page for more information.

Setup

Before starting to use any Firebase extensions, you are required to follow some general 

configuration steps; however the Crashlytics extension has some specific requirements 

which you can read in the pages below:

Create Project

Platform Setup

Building on iOS

Functions

The following functions are given for working with Firebase Crashlytics extension:

FirebaseCrashlytics_Crash

•

•

•

•

https://firebase.google.com/products/crashlytics


FirebaseCrashlytics_CrashlyticsCollectionEnabled_Check

FirebaseCrashlytics_CrashlyticsCollectionEnabled_Set

FirebaseCrashlytics_DidCrashOnPreviousExecution

FirebaseCrashlytics_Log

FirebaseCrashlytics_RecordException

FirebaseCrashlytics_SetCustomKey

FirebaseCrashlytics_SetUserIdentifier

FirebaseCrashlytics_UnsentReports_Check

FirebaseCrashlytics_UnsentReports_Delete

FirebaseCrashlytics_UnsentReports_Send

 

 

•

•

•

•

•

•

•

•

•

•



Create Project

Before working with any Firebase functions, you must set up your Firebase project:

Go to the Firebase Console web site.1.

Click on Add Project to create your new project.2.

Enter a name for your project and click on the Continue button.3.

https://console.firebase.google.com/


On the next page, make sure that Enable Google Analytics for this project  is 

enabled and then click the Continue button:
4.



Select your account and click the Create project button:5.

Wait a moment until you project is created; after a few moments you should see 

the page shown below:
6.



 

 

You will now be taken to your new project's home page:7.

Continue your adventure with the Firebase extensions provided for GameMaker!8.



Crashlytics Setup

Firebase Crashlytics implementation uses SDK dependencies and therefore is only 

available on Android and iOS targets. In this section we will cover the steps necessary to 

start using the Firebase Crashlytics extension in your game.

Select your target platform below and follow the simple steps to get your project up and 

running (you only need follow this setup once per project):

Android Setup

iOS Setup

Enabling Crashlytics

•

•

On your Firebase console, select Crashlytics under "Release & Monitor"; then select 

your Android/iOS project and click on Enable Crashlytics.
1.

On this screen, the Firebase console will wait for a test crash from your app. To 

skip this screen you need to build a project (see Building on iOS if you are building 

for the iOS target), unplug your device and run a call to the 

included FirebaseCrashlytics_Crash function.

2.



 

 

You are now all set to monitor your game crash logs.3.



Android Setup

This setup is necessary for all the Firebase modules using Android and needs to be done 

once per project, and basically involves importing the google-services.json file into your 

project.

IMPORTANT  Please refer to this Helpdesk article for instructions on setting up an 

Android project.

Click the Settings icon (next to Project Overview) and select Project settings:1.

Now go to the Your apps section and click on the Android button:2.

https://help.yoyogames.com/hc/en-us/articles/115001368727


On this screen you need enter your Package name  (required), App nickname

(optional) and Debug signing certificate SHA-1 (required if you are using Firebase 

Authentication).

You can get your package name from the Android Game Options, and your Debug 

signing certificate SHA-1 from the Android Preferences (under Keystore):

3.

Click on Download google-services.json (make sure to save this file as we will need 

it in subsequent steps).
4.

https://manual.yoyogames.com/#t=Settings%2FGame_Options%2FAndroid.htm
https://manual.yoyogames.com/#t=Setting_Up_And_Version_Information%2FPlatform_Preferences%2FAndroid.htm


Ignore this screen, as this is already done in the extension.5.



Click on the Continue to console button.6.

Now go into GameMaker, double click the extension FirebaseSetup asset.7.

In the extension panel just fill in the paths for the correct files (Android and/or iOS).8.



 

 

You have now finished the main setup for all Firebase Android modules!9.



iOS Setup

This setup is necessary for all the Firebase modules using iOS and needs to be done once 

per project, and basically involves importing the GoogleServices-Info.plist file into your 

project.

IMPORTANT  Please refer to this Helpdesk article for instructions on setting up an iOS 

project.

Click the Settings icon (next to Project Overview) and select Project settings:1.

Now go to the Your apps section and click on the iOS button:2.

https://help.yoyogames.com/hc/en-us/articles/115001368747


Fill the form with your iOS Bundle ID, App nickname and AppStore ID (last two are 

optional).
3.

Click on Download GoogleService-info.plist (make sure to save this file as we will 

need it in subsequent steps).
4.



Ignore this screen, as this is already done in the extension.5.

Ignore this screen as well, as this is also done in the extension.6.



Click on the Continue to console button:7.

Now go into GameMaker, double click the extension FirebaseSetup asset.8.



 

 

In the extension panel just fill in the paths for the correct files (Android and/or iOS).9.

Make sure to set up CocoaPods for your project unless you are only using the REST 

API in an extension (if one is provided -- not all extensions provide a REST API) or 

the Firebase Cloud Functions extension (which only uses a REST API).

10.

You have now finished the main setup for all Firebase iOS modules!11.

https://help.yoyogames.com/hc/en-us/articles/360008958858-iOS-and-tvOS-Using-CocoaPods


Building on iOS

Building your project on iOS requires some Xcode project changes:

Build your project from GMS2 first (using the iOS target) so it creates an Xcode 

project that we will edit in the steps below.
1.

Before building your project further from Xcode, go to Build Phases and drag the 

Run Script item to the bottom:
2.

The result should look like this (with Run Script at the bottom of the list):3.

You can now continue with the building process and the application will work as 

expected.
4.



 



FirebaseCrashlytics_Crash

This function throws an error that crashes the app and creates a fatal report to be sent to 

Crashlytics server. A crash created using this function can be tracked during the next 

application execution using the method 

FirebaseCrashlytics_DidCrashOnPreviousExecution.

IMPORTANT  This function needs to be called at least once to enable Crashlytics for the 

first time.

FirebaseCrashlytics_Crash(errorMessage);

Argument Type Description

errorMessage string
The error message to report (this will be a fatal

report).

 

N/A

 

FirebaseCrashlytics_Crash("Test Crash");

The code above logs a fatal error report to the Crashlytics server. Another way to deal with 

error reporting would be to call the exception_unhandled_handler function and override 

the default error handling function with the example below.

exception_unhandled_handler(function(_exception) {
    var _info = json_stringify(_exception);
   
    FirebaseCrashlytics_Crash(_info);
    show_debug_message(_info);
});

Syntax:

Returns:

Example:

https://manual-en.yoyogames.com/#t=GameMaker_Language%2FGML_Reference%2FDebugging%2Fexception_unhandled_handler.htm


The code above catches all the exceptions and trigger a fatal error  report with the 

information from the exception converted to a string (using the function json_stringify) 

and it will also print the same information to the debug console.

https://manual-en.yoyogames.com/#t=GameMaker_Language%2FGML_Reference%2FFile_Handling%2FEncoding_And_Hashing%2Fjson_stringify.htm


FirebaseCrashlytics_CrashlyticsCollectionEnabled_Check

This function returns whether automatic data collection is enabled or not. The function 

uses two ways to check whether automatic data collection is enabled, in order of priority:

If FirebaseCrashlytics_CrashlyticsCollectionEnabled_Set was called, uses its value.

If the  key is in your app’s , uses that.

IMPORTANT  This function is only available on iOS targets.

FirebaseCrashlytics_CrashlyticsCollectionEnabled_Check()

 

Bool

 

if (FirebaseCrashlytics_CrashlyticsCollectionEnabled_Check())
{
     FirebaseCrashlytics_CrashlyticsCollectionEnabled_Set(false);
}

The code above checks if Crashlytics automatic data collection is enabled and if so it will 

disable it (using the function FirebaseCrashlytics_CrashlyticsCollectionEnabled_Set).

 

•

• FirebaseCrashlyticsCollectionEnabled Info.plist

Syntax:

Returns:

Example:



FirebaseCrashlytics_CrashlyticsCollectionEnabled_Set

This function is used to enable or disable the automatic data collection configuration for 

Crashlytics. If this is set, it overrides any automatic data collection settings configured in 

the extension options as well as any Firebase-wide settings.

If automatic data collection is disabled for Crashlytics, crash reports are stored on the 

device. To check for unsent reports, use the 

FirebaseCrashlytics_UnsentReports_Check function. Use 

FirebaseCrashlytics_UnsentReports_Send to upload existing reports when automatic data 

collection is disabled. Use FirebaseCrashlytics_UnsentReports_Delete to delete any reports 

stored on the device without sending them to Crashlytics.

FirebaseCrashlytics_CrashlyticsCollectionEnabled_Set(enabled)

Argument Type Description

enabled boolean Whether to enable automatic data collection.

 

N/A

 

if (FirebaseCrashlytics_CrashlyticsCollectionEnabled_Check())
{
     FirebaseCrashlytics_CrashlyticsCollectionEnabled_Set(false);
}

The code above checks if automatic data collection is enabled (using 

FirebaseCrashlytics_CrashlyticsCollectionEnabled_Check) and if so it will disable it.

 

Syntax:

Returns:

Example:



FirebaseCrashlytics_DidCrashOnPreviousExecution

This function returns whether the app crashed during its previous run (any errors handled 

by the FirebaseCrashlytics_Crash function are considered to be crashes by this function).

FirebaseCrashlytics_DidCrashOnPreviousExecution()

 

boolean

 

if (FirebaseCrashlytics_DidCrashOnPreviousExecution())
{
     FirebaseCrashlytics_UnsentReports_Send();
}

The code above checks if the application crashed on its previous execution and in that 

case, sends all the unsent reports to the Crashlytics servers (using the 

function FirebaseCrashlytics_UnsentReports_Send).

 

Syntax:

Returns:

Example:



FirebaseCrashlytics_Log

This function logs a message that is included in the next fatal or non-fatal report. Logs are 

visible in the session view on the Firebase Crashlytics console. Newline characters are 

stripped and extremely long messages are truncated. The maximum log size is 64k. If 

exceeded, the log rolls such that messages are removed, starting from the oldest.

FirebaseCrashlytics_Log(message)

Argument Type Description

message string The message to be logged.

 

N/A

 

FirebaseCrashlytics_Log("Entered the " + room_get_name(room) + " room");

The code example above will log a message that will be included in the next report; this 

might be useful for identifying the source of the error within the game (e.g. in the example 

above we log the name of the current room so we know which room the error originated 

in).

 

Syntax:

Returns:

Example:



FirebaseCrashlytics_RecordException

Records a non-fatal report to send to Crashlytics. Non-fatal reports are manually thrown 

by the developer and may not represent crashes that occurred during code execution.

FirebaseCrashlytics_RecordException(errorMessage)

Argument Type Description

errorMessage string Error message to include in the report.

 

N/A

 

switch (characterClass)
{
    case "hero":
        // Do something
        break;

    case "enemy":
        // Do something else
        break;

    default:
        // There are no more classes, so we shouldn't be hitting this line
        FirebaseCrashlytics_RecordException("characterClass has an unknown value 
of :" + characterClass);
        break;
}

In the code above we have a switch statement where the variable ( ) is 

expected to only be equal to either   or . If it happens to be none of these 

then we might want to report this even though it's not a fatal error.

 

Syntax:

Returns:

Example:

characterClass

"hero" "enemy"



FirebaseCrashlytics_SetCustomKey

This function sets a custom key-value pair that is associated with subsequent fatal and 

non-fatal reports. Calling this function with an existing key will simply update the value for 

that key. The value of any key at the time of a fatal or non-fatal event is associated with 

that event. Keys and associated values are visible in the session view on the Firebase 

Crashlytics console.

Crashlytics supports a maximum of 64 key/value pairs. New keys beyond that limit are 

ignored. Keys or values that exceed 1024 characters are truncated.

FirebaseCrashlytics_SetCustomKey(key, value)

Argument Type Description

key string A unique key.

value real/string The value to be associated with the given key.

 

N/A

 

FirebaseCrashlytics_SetCustomKey("level", room_get_name(room));

The code above sets the custom key  to be included in subsequent reports, which 

can help the developer know which room caused a certain crash.

 

Syntax:

Returns:

Example:

"level"



FirebaseCrashlytics_SetUserIdentifier

This function records a user ID (identifier) that is associated with subsequent fatal and 

non-fatal reports. The user ID is visible in the session view on the Firebase Crashlytics 

console. Identifiers longer than 1024 characters will be truncated.

FirebaseCrashlytics_SetUserIdentifier(identifier)

Argument Type Description

identifier string A unique identifier for the current user.

 

N/A

 

FirebaseCrashlytics_SetUserIdentifier("MyUser1234567");

The code above will add additional user information to the any subsequent reports.

 

Syntax:

Returns:

Example:



FirebaseCrashlytics_UnsentReports_Check

This function checks the device for any fatal or non-fatal crash reports that haven't yet 

been sent to Crashlytics. If automatic data collection is enabled, then reports are uploaded 

automatically and this always returns false in its Async event. If automatic data collection 

is disabled, this function can be used to check whether the user opted in to send crash 

reports from their device.

This is an asynchronous function that will trigger the Async Social event when the task 

is finished.

IMPORTANT  If there are any unsent reports, this function will only (asynchronously) 

return  for the first time it is called in each game execution.

FirebaseCrashlytics_UnsentReports_Check()

 

N/A

 

Asynchronous Social Event

Key Type Description

type string The string  "FirebaseCrashlytics_UnsentReports_Check"

value boolean Whether or not there are unsent reports.

 

FirebaseCrashlytics_UnsentReports_Check()

true

Syntax:

Returns:

Triggers:

Example:



In the code above we are checking for collected unsent reports. The function callback can 

be caught inside an Async Social event.

if (async_load[? "type"] == "FirebaseCrashlytics_UnsentReports_Check")
{
    if (async_load[? "value"])
    {
        FirebaseCrashlytics_UnsentReports_Send();
    }
}

The code above matches the response against the correct event type, and if there are 

unsent reports we proceed to send them to the Crashlytics servers (using the function 

FirebaseCrashlytics_UnsentReports_Send).

 

 

https://manual-en.yoyogames.com/#t=The_Asset_Editors%2FObject_Properties%2FAsync_Events%2FSocial.htm


FirebaseCrashlytics_UnsentReports_Delete

If automatic data collection is disabled, this function queues up any unsent reports on the 

device for deletion. Otherwise, it does nothing.

FirebaseCrashlytics_UnsentReports_Delete()

 

N/A

 

if (async_load[? "type"] == "FirebaseCrashlytics_UnsentReports_Check")
{
    if (async_load[? "value"])
    {
        FirebaseCrashlytics_UnsentReports_Delete();
    }
}

The code above exists in the Async Social  event as a callback for 

the FirebaseCrashlytics_UnsentReports_Check function, and checks if there are any unsent 

reports on the device; in that case, it deletes them.

Syntax:

Returns:

Example:



FirebaseCrashlytics_UnsentReports_Send

If automatic data collection is disabled, this function queues up any unsent reports on the 

device to be sent to Crashlytics. Otherwise, it does nothing.

FirebaseCrashlytics_UnsentReports_Send()

 

N/A

 

if (async_load[? "type"] == "FirebaseCrashlytics_UnsentReports_Check")
{
    if (async_load[? "value"])
    {
        FirebaseCrashlytics_UnsentReports_Send();
    }
}

The code above exists in the Async Social  event as a callback for 

the FirebaseCrashlytics_UnsentReports_Check function, and checks if there are any unsent 

reports on the device; in that case, it proceeds to send them to the Crashlytics server.

 

Syntax:

Returns:

Example:
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