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iOS SDK Document for Facebook Login

Import SDK files

/**
FBSDK13.0.0 and above no longer support Xcode12, you must use xcode13.2.1 or
above.
FBSDK15.1.0 and above no longer support Xcode13, you must use xcode14 or above.
FBSDK17.0.0 and above no longer support Xcode14, you must use xcode15.0 or
above(FBSDK17.0.2 required xcode15.3+).
**/
Import the FBSDKCoreKit.framework, FBAEMKit.framework,
FBSDKCoreKit_Basics.framework, FBSDKLoginKit.framework files in the SDK folder
into the access project and select the correct target.

(If you have connected to Facebook to log in or share, the same file can be ignored
and only a different framewrok file needs to be imported.)

FBSDK has changed to dynamic library version since 17.3.0, please load it as
dynamic library, i.e. set FBxxxx.framework to Embed & Sign.

Check if the target->Build Setting-> Runpath search path contains
@executable_path/Frameworks, if it doesn't, please add it, if it does, please continue
to the next step.

For the xcode project exported using Unity version 2019.3 and later, it contains
the UnityFramework dynamic library. When importing the SDK file, you need
to pay attention to:

FBSDKCoreKit.framework and FBAEMKit.framework and
FBSDKCoreKit_Basics.framework and FBSDKLoginKit.framework are dynamic
libraries, and TargetMembership needs to be linked to UnityFramework and Unity-
iPhone at the same time.

UnityFramework only needs to be associated, it doesn't need to be and can't be set to Embed &
Sign, otherwise it will report an error when submitting to the AppStore.

Unity-iPhone not only needs to be associated, it needs to be and must be set to Embed & Sign,
otherwise it will crash on startup.
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Xcode configuration

FBSDK needs access to engineering support for Swift and OC mashups. You can
choose one of the following 2 options
Option 1: You need to create a swift file in your project, and then follow the Xcode
prompts to create an OC and swift bridge file.
Option 2: Go to Project->target->BuildSettings -> Search path->Library Search Paths,
and add the code:
$(SDKROOT)/usr/lib/swift
$(TOOLCHAIN_DIR)/usr/lib/swift/$(PLATFORM_NAME)
Then Project->target->BuildSettings -> Linking -> Runpath search path and add the
following code:
//needs to be first on the list
/usr/lib/swift

For the xcode project exported using Unity version 2019.3 and later, it contains
the UnityFramework dynamic library. When importing the SDK file, you need
to pay attention to:
All operations are performed on UnityFramework.

Option 1: A swift file needs to be created in the project, which can be associated to
UnityFramework only or to both UnityFramework and Untiy-iphone.

Option 2: Go to Project->UnityFramework->BuildSettings -> Search path->Library
Search Paths, and add the code:
$(SDKROOT)/usr/lib/swift
$(TOOLCHAIN_DIR)/usr/lib/swift/$(PLATFORM_NAME)
Then Project->UnityFramework->BuildSettings -> Linking -> Runpath search path
and add the following code:
//needs to be first on the list
/usr/lib/swift

FacebookAppID: application parameters in the FB background;

FacebookUrlSchemeSuffix: Apply a parameter suffix, which can only use alphabetic

characters.（Optional, it needs to be added when multiple applications share an appid,

to avoid returning to other applications after FB login is successful.）

FacebookDisplayName: The name of the application configured in the FB

background {game name};

FacebookClientToken: Check the Facebook background application settings-
>Advanced->Client password;

LSApplicationQueriesSchemes: Facebook related whitelist.
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URL Types

Precautions:
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If the application parameter suffix is added: FacebookUrlSchemeSuffix, as shown
below

Then the URL Schemes need to modify the configuration as
follows

Application jump callback (required)

Class: REDeLoginKit
Function: Process the callback result of the third party application

+ (void)application:(UIApplication *)application openURL:(NSURL
*)url options:(NSDictionary *)options;
+ (void)application:(UIApplication *)application openURL:(NSURL
*)url sourceApplication:(NSString *)source
annotation:(id)annotation;

The above methods need to be called in the system callback methods.
For example:
- (BOOL)application:(UIApplication *)application openURL:(NSURL
*)url sourceApplication:(NSString*)sourceApplication
annotation:(id)annotation
{

[REDeLoginKit application:application openURL:url
sourceApplication:sourceApplication annotation:annotation];

return YES;
}
- (BOOL)application:(UIApplication *)application openURL:(NSURL
*)url options:(NSDictionary<UIApplicationOpenURLOptionsKey,id>
*)options {

[REDeLoginKit application:application openURL:url
options:options];

return YES;
}
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