1- Prerequisities:
Cocos2d-js-v3.0
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2- Create a new project 
cocos new –p org.cocos.plugins –l js –d “d:\projects\cocos\plugins”
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Project has been created 
[image: ]
Step1: Add app name and app id to frameworks/runtime-src/proj.android/res/values/strings.xml:
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step2: Add the following informations to frameworks/runtime-src/proj.android/AndroidManifest.xml:
<meta-data android:name="com.facebook.sdk.ApplicationId" android:value="@string/app_id" />

<activity android:name="com.facebook.LoginActivity" />
<provider android:authorities="com.facebook.app.NativeAppCallContentProvider1450063488603945"
          android:name="com.facebook.NativeAppCallContentProvider"
          android:exported="true"/>
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step3: Add Plugin-x link lib to frameworks/runtime-src/proj.android/jni/Android.mk:
LOCAL_WHOLE_STATIC_LIBRARIES += jsb_pluginx_static
$(call import-module,cocos2d-x/plugin/jsbindings)
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step4: Add to frameworks/runtime-src/proj.android/jni/hellojavascript/main.cpp:
#include "PluginJniHelper.h"
void cocos_android_app_init (JNIEnv* env, jobject thiz) {
    LOGD("cocos_android_app_init");
    AppDelegate *pAppDelegate = new AppDelegate();
    JavaVM* vm;
    env->GetJavaVM(&vm);
    PluginJniHelper::setJavaVM(vm);
}
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step5: Add to frameworks/runtime-src/proj.android/classes/AppDelegate.cpp:
#if (CC_TARGET_PLATFORM == CC_PLATFORM_ANDROID)
#include "jsb_cocos2dx_pluginx_auto.hpp"
#include "jsb_pluginx_extension_registration.h"
#endif

bool AppDelegate::applicationDidFinishLaunching()
{
    //...
#if (CC_TARGET_PLATFORM == CC_PLATFORM_ANDROID)
    sc->addRegisterCallback(register_all_pluginx_protocols);
    sc->addRegisterCallback(register_pluginx_js_extensions);
#endif
    //...
}

The path mentioned in is wrong the correct path is 
Frameworks\runtime-src\Classes\AppDelegate.cpp
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step6: Add to copy_resources section of frameworks/runtime-src/proj.android/build-cg.json:
{
    "from": "../../js-bindings/cocos2d-x/plugin/jsbindings/script", 
    "to": ""
},
{
    "from": "../../js-bindings/cocos2d-x/plugin/protocols/proj.android/src", 
    "to": "../src"
},
{
    "from": "../../js-bindings/cocos2d-x/plugin/plugins/facebook/proj.android/src", 
    "to": "../src"
}, 
{
    "from": "../../js-bindings/cocos2d-x/plugin/plugins/facebook/proj.android/sdk", 
    "to": "../libs"
}
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step7: Add the following code to frameworks/runtime-src/proj.android/project.properties:
android.library.reference.2=../../js-bindings/cocos2d-x/plugin/plugins/facebook/proj.android/DependProject
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step8: Add the following code to frameworks/runtime-src/proj.android/src/org/cocos2dx/javascript/AppActivity.java:
import org.cocos2dx.plugin.PluginWrapper;
import org.cocos2dx.plugin.FacebookWrapper;
import android.content.Intent;
import android.os.Bundle;

public class AppActivity extends Cocos2dxActivity {

    //...

    @Override
    public Cocos2dxGLSurfaceView onCreateView() {
        Cocos2dxGLSurfaceView glSurfaceView = new Cocos2dxGLSurfaceView(this);
        glSurfaceView.setEGLConfigChooser(5, 6, 5, 0, 16, 8);
        PluginWrapper.init(this);
        PluginWrapper.setGLSurfaceView(glSurfaceView);
        FacebookWrapper.onCreate(this);
        return glSurfaceView;
    }

    @Override
    public void onActivityResult(int requestCode, int resultCode, Intent data) {
        super.onActivityResult(requestCode, resultCode, data);
        FacebookWrapper.onAcitivityResult(requestCode, resultCode, data);
    }

    @Override
    public void onSaveInstanceState(Bundle outState) {
        super.onSaveInstanceState(outState);
        FacebookWrapper.onSaveInstanceState(outState);
    }

    //...
}
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BUILD APK
cocos compile -p android --ap 19 -m release[image: ]
[image: ]

Running the apk on the phone will give a blank black screen showing the GL vers, GL calls and frame rate 
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10 ./../Classes/AppDelegate.cpn
11
12 LOCAL C_INCLUDES := §(LOCAL_PATH)/../../Classes
13
14 LOCAL WHOLE_STATIC_LIBRARIES := cocos jsb_static

15 LOCAL WHOLE_STATIC_LIBRARIES
16  LOCAL WHOLE_STATIC_LIBRARIES
17 LOCAL WHOLE_STATIC_LIBRARIES
18 LOCAL WHOLE_STATIC_LIBRARIES
15 LOCAL WHOLE_STATIC_LIBRARIES
20 LOCAL WHOLE_STATIC_LIBRARIES
21 LOCAL WHOLE_STATIC_LIBRARIES
22 LOCAL WHOLE_STATIC_LIBRARIES
23 LOCAL WHOLE_STATIC_LIBRARIES
24

25 LOCAL EXPORT_CFLAGS
26

27 include $(BUILD_SHARED_LIBRARY)

28

29

30 $(call import-module,bindings)

31 $(call import-module,bindings/manual/chipmunk)

32 $(call import-module,bindings/manual/extension)
33 $(call import-module,bindings/manual/localsterags)
34 $(call import-module,bindings/manual/network)
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#include "AppDelegate.h”

cocos2d.h”

1
2 #include

3 #include "platform/android/jni/Jnifelper.h"
4 #include <jni.h>

5 #include <android/log.h>
6  #include "PlugindniHelper.h"
7

8

5

#define LOG_TAG  "main"
#define LOGD(. __android_log_print (ANDROID_LOG_DEBUG,LOG_TAG, _VA_ARGS_ )

10

11 using namespace cocos2d;

12

13 Hvoid cocos_android_app_init (JNIEnv* env, jobject thiz) {

14 L0GD("cocos_android_app_init");

15 AppDelegate *pAppDelegate — new AppDelegate () ;

16 Javavir vm;

17 env->GetJavavM (&vm) ;

18 Plugindnifielper: : setJavavM (vm) ;
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4 #include "jsb_cocos2dx_auto.hpp”
5 #include "jsb_cocos2dx_ui_auto.hpp"
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7 #include "jsb_cocos2dx_builder_auto.hpp"

&  #include "jsb_cocos2dx_spine_auto.hpp"

S #include "jsb_cocos2dx_extension_auto.hpp"

10 #include "ui/jsb_cocos2dx_ui_manual.h"

11 #include "cocostudio/jsb_cocos2dx_studio_manual.h"

12 #include "cocosbuilder/js_bindings_ccbreader.h”
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14 #include "extension/jsb_cocos2dx_extension manual.h"

15 #include "localstorage/js_bindings_system registration.h"

16 #include "chipmunk/js_bindings_chipmunk_registration.h"
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21
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25 | #include "platform/ios/JavaScriptObjCBridge.h"
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76 sc->addRegisterCallback (register_all_cocos2dx_studio_manual) ;
77
78 sc->addRegisterCallback (register_all_cocos2dx_spine) ;
79 sc->addRegisterCallback (register_all_cocos2dx_spine_manual) ;
80
81 sc->addRegisterCallback (MinXmlHttpRequest::_js_register) ;
82 sc->addRegisterCallback (register_jsb_websocket) ;
83 sc->addRegisterCallback (register_jsb_socketio) ;
84
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87 | #elif (CC_TARGET PLATFORM == CC_PLATFORM_IOS || CC_TARGET PLATFORM == CC_PLATFORM MAC)
a8 sc->addRegisterCallback (JavaScriptObjCBridge::_js_register);
89 |fendif
50 sc->start();
51 sc->runScript ("script/jsb_boot.ia");
92 ScriptEngineProtocol *engine — ScriptingCore::getInstance();
93 ScriptEngineManager: :getInstance () ~>setScriptEngine (engine) ;
5¢ ScriptingCore: :getInstance () ~>runScript ("main.iz");
95
56 [E#if (CC_TARGET PIATFORM == CC_PLATFORM_ANDROID)
97 sc->addRegisterCallback (register_all pluginx protocols);
98 sc->addRegisterCallback (register_pluginx_js_extensions);
55 #endif
100 return true;
101 Ly
102
103 // This function will be called when the gpp is inactive. When comes a phone call,it's be invoked too
104 void AppDelegate::applicationDidEnterBackground ()
105 B
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52 import org.cocos2dx.plugin.FacebookWrapper;
23 import android.content.Intent;

3¢ import android.os.Bundle;

35

26 Hpublic class AppActivity extends Cocos2dxActivity {

37

28 eoverride

25 B public Cocos2dxGLSurfaceView onCreateView() {

20 Cocos2dxGLSurfaceView glSurfaceView = new Cocos2dxGLSurfaceView(this) ;
41 // TestCpp should create stencil buffer

22 glSurfaceView.setEGLConfigChooser (S, 6, 5, 0, 16, 8);
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22 Pluginiirapper.init (this) ;

a5 Pluginiirapper . setGLSurfaceView (glSurfaceView) ;

6 FacebookWrapper .onCreate (this) ;

a7 return glSurfaceView;

28 ¥

29

50 override

51 B public void onActivityResult(int requestCode, int resultCode, Intent data) {
52 super.onActivityResult (requestCode, resultCode, data);

53 FacebookWrapper.onAcitivityResult (requestCode, resultCode, data);

5¢ ¥

55

56 override

57 H public void onSaveInstanceState (Bundle outState) {

58 super.onSaveInstanceState (outState) ;

59 FacebookWrapper .onSaveInstanceState (outState) ;

60 |

61
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