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This:is La profunda (the deep) farm, because
@ isone of the farther ranch in this part of the

E‘é Llanos.

it

(]
yiB
o,

| arrived here with my family fifteen years
ago, when nobody else has arrived till this
meadows. We built the house and a
barnyard with my wife, and then we rise
pig ws with my children.

A

How do you get along with your neighbors?

F

Right, but the indigenous people across the creek...

[

S SR

How long have you been here?

{
S

Questions progression

N

Friendly attitude

Annoyed attitude
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vvnat IS the name or tnis area+?

This is La Profunda (the deep) farm, because
we are further in the Llanos.

How long have you lived here?

| arrived here with my family fifteen years ago,
when nobody else has arrived to these meadows.
We built the house and a barnyard with my wife,
and we raise pigs and cows with my children.

How do you get along with your neighbors?

Do you mean other settlers? Because the nearest
are about two hours from here, and we just try to
help each other. | see them on weekends when |
go to the marketplace.

| see. Do you ever trade with them?

I'm just walking around. What's your name?
Hello, I'm Ignacio.
What is the name of this area?

This is La Profunda (the deep) farm, because
we are further in the Llanos.

How long have you lived here?
| arrived here with my family fifteen years ago,
when nobody else has arrived to these meadows.
We built the house and a barnyard with my wife,
and we raise pigs and cows with my children.

Right, but the indigenous people across the creek?




XCODE AND BUGS AND COCOAPODS AND POD INSTALL AND TERMINAL AND ARCORE PACKAGES AND AND AND AND AND BUGS!

Moving on to GooglleARCore.

1. https://developers.google.com/ar/develop/unity-arf/getting-started-extensions#ios (setup ARCore extensions via tarball)

2. https://www.youtube.com/watch?v=MDcyGOMAMAO (tutorial)

a. follow this exactly, don't download ARFoundations/ARKit before.

on cocoapods install

Unable to Install “Oval_AR”

http://shobhitsamaria.com/cocoapods-installat@orfaiurWdd @+ eddiadptebitprPrarjeaitrfor-ios/

https://forum.unity.com/threads/ios-framework-addition-failed-due-to-a-cocoapods-installation-failure.483511/

5

M XCode Build — -zsh — 80x24

Last login: Mon Sep 27 16:15:33 on ttyseee

tanveer@Tanveers-MacBook-Pro XCode Build % arch -x86_é4 pod installl]

oguzlak Hello everyone, | was taking the same error, the project was not created xcworkspace. | try to reinstall cocoapods,
unity versions etc, but it did not worked for me. Finally | tried to work "pod install" at the xcode output of unity
project (actually the unity gives this error but creates pod file. ) | implement as follows;
1- Open terminal and open project output folder (cd [folder path])
2- I run the code "pod install”, it created the xcworkscape file. °
3- | open the xcworkspace file in xcode and it works without error on device (| used admob 6.10 plugin with unity

ined 2021.10.1 on xcode 12.4, in this implementation | cancel adding manual frameworks)
Jul 10, 2015
AL ®  Maybe it helps somehow.
oguzlak, Sep 11,2021 #30

deaaB6_arch, Ali_V_Quest, thaerabozena82 and 2 others like this.

Nakel oguziak said:

Hello everyone, | was taking the same error, the project was not created xcworkspace. | try to reinstall cocoapods, unity versions etc, but

it did not worked for me. Finally | tried to work “pod install" at the xcode output of unity project (actually the unity gives this error but

creates pod file. ) | implement as follows;

1- Open terminal and open project output folder (cd [folder path])

2- I run the code "pod install”, it created the xcworkscape file.

3- | open the xcworkspace file in xcode and it works without error on device (I used admob 6.10 plugin with unity 2021.10.1 on xcode 12.4,
this implementation |

Sep 28, 2017 cancel adding manual frameworks)

Posts: 106
It definitely works!

[ ] ity-i ® Unity-iPhone ) || Joshua's iPhone used OvalAR on Joshua's iPhane
B QA QaQaAa ¢

OvalAR PID 472

& cPU

UnityFrameworks

1
NSString* bundlePath = nil;
bundlePath = [[NSBundle maing
bundlePath = [bundlePath st

= Memory 16.8 MB

% Energy Impact Very High
£ Disk Zero KB/s

NSBundlex bundle = [NSBundle b
if ([bundle isLoaded] == false)

© Network Zero KB/s h: bundlePathl;
0adl;

~ W Thread 1 Queue:
UnityFrameworkx ufw = [bundle.princ
if (![ufw appController])
{

= 12 start
> W Thread 2
> W Thread 3
> W Thread 4
> W Thread 5
> W Thread 6

}
return ufw;

(int argc, chark argv[])
No Selection
rge: arge

argv: argvl; Thread 1: EXC_BAD_ACCESS (code=1, address=0x0)

7 @ OvalAR ) {0 Thread 1)

morysetup-temp-allocator-siz
morysetup-temp-allocator-siz
"memorysetup-temp-allocator-size-gfx=262144"

(11db)

ork *) 0x283a643c0

Id project, pod install the folder, don't install.Backage dependencies,.

M1 Chip Macs

& xXcode 11 Command Phasescric X |+

Q B https:ffforums.developer.apple.com/forums/thread/123790 B %

age by a simple execution of XCode> Product> Clean Build Folder | don't kn
iparaded from a beta to an RC so stuff ke this isn't unexpected — & monf

Add a Comment

I usually have this problem when a dependency is not updated.

following thege steps, this usuallypworks for me:

2- Delete your Pods folder (1 like to use the command '-rm -rf Pods' in the terminal for this)
3- Delete your xcworkspace
4-Pod install

5- Clear your project into XCode> Product> Clean Build Folder

https://forums.developer.apple.com/forums/thread/123790

command + option + shift + k to clean project

trvina to turn off iOSResolver in Unitv to see if that helps

| also tried all the methods mentioned above, but they didn't work, and when | debugged all the Cocoapod and XcodeProj in Ruby, it was
confirmed that the problem occurred due to the special setting. It may be a unique case, but it is very simple to check, so | recommend yo

it...

if ENV['INFOPLIST_FILE'] has a file for any Info.plist, CocoaPods doesn't make Info.plist for Pod targets. reference: https://github.com/Cocq

Xcodeproj/blob/29cd0821d47f864abbd1ca80f23ff2aded0adfed/lib/xcodeprojfproject/object/build_configuration.rb#L115

Posted 1 year ago by & naive

e BLEA( | put this phrase in for the test and | was able to confirm that the file existed.
[ ED | 2 [#] Unity-iPhone B unity-iPhone ) ﬂ Joshua's iPhone Finished running OvalAR on Joshua's iPhone 23 &
3 0Q aoaso @ =< @ Pods puts "#{ENV['INFOPLIST FILE"']}"
+ B Unity-iPhone 6 issues Pods Finally, | could solved adding this line on top of Podfile.
Update to recommended (] General  Signing & Capabilities ~ Resource Tags  Info  Build Settings Build Phases Build Rules .
S(fttings ENV['INFOPLIST_FILE'] = nil
. Y » + Basic  Customized Levels ©~ info.plist
Migrate “Japanese.lproj PROJECT SuppuI s e Lvsiis v By the way, | don't know how | ended up assigning a specific Info.plist file to ENV...
(?eprecated) i Pods Supports Live Activities <
Migrate “French.lproj” Supports Opening Documents in Place <
(Deprecated) UIKit Main Storyboard File Base Name
Migrate “German.lproj” TARGETS s User Interface Style FrVISvL RS
(Deprecated) © ARCore WatchKit Companion App Bundle Identifier Project Format Xcode 3.2 <]
i " ish. in WatchKit Extension Delegate Class Name -
:\gg;teecaf:dg)hsrl lproj ARCore-ARCoreRes... Oroapization
Enable Base © Firebase Class Prefix
Internationalization FirebaseABTesting v Packaging Encedliol_MIZITE2S BICISCUREIEIeRCES
v @ Unity-iPhone 2 issues FirebaseCore Setting Firebaselnstallations Text Settings
Ignoring ENABLE_BITCODE FirebaseCorelnternal Adjust Strings File Names for Info.plist Yes ¢ :
because building with bitcode Create Info.plist Section in Bi No ¢ indentUsing { Spaces )
. .plist Section in Binary o< Width 42 42
is no longer supported. : Don't Force Info.plist Generation No ¢ idths 5 ¥ 3 ¥
v () Images FirebaseRemoteCo... Expand Build Settings in Info.plist File Yes ¢ WTa i fndent NWW Outu be COm/WatCh?V_ Zdvg E4' _VU &t —_ 25
A 1024x1024 app store icon FirebaseSharedSwift > Generate Info.plist File Yes ¢ rapiines 'y . e V= q J -

v UnityFramework 2 issues

vm
>

is required for iOS apps Target Support Files/Fir

Info.plist File
Info.plist Other Preprocessor Flags
Info.plist Output Encoding

GoogleDataTransport

GoogleUtilities

Ignoring duplicate libraries: '- binary ¢

ICesiumForUnityNative- nanopb Info.plist Preprocessor Definitions
Runtime', '-lc++', '-Isqlite3’, '- Pods-Unity-iPhone Info.plist Preprocessor Prefix File
Pods-UnityFramew... Preprocess Info.plist File No ¢

iPhone_Sensors - -
org.cocoapods.Firebaselnstallations

Firebaselnstallations

. . Product Bundle Identifier
Anonymous non-C- PromisesObjC
compatible type given name

for linkage purposes by typ...

Product Name
PromisesObjC-FBL...

v Pods 1issue

Update to recommended v Versioning

settings Setting Firebaselnstallations
v FirebaseABTesting 1 issue + ® Current Project Version 1

The iOS deployment target Marketing Version

'IPHONEOS_DEPLOYMENT_TA - @

RGET' is set to 11.0, but the ra...
| FirebaseCore 1 issue —> applicationWillResignActive()

. —> applicationDidEnterBackground()

ISE&)?\ISEgeSpIgyEnF:EStYErEg:‘} TA —> applicationWillTerminate()

RGET' is set to 10.0, but the_r Message from debugger: Terminated due to signal 9

r Auto ¢

£9) Filte

dliiutiier test Ly Hext urlie | [JILI\ LIIC ARV L

%k 3k %k %k

arsagoby & jonprescott ()

CANCIIFS I

It seems like you have a Build Run Script in your Build Phases that is failing. You might want to look at the build logs to see what Is happening.

ars ago by & jeffersonsb

https://githsdnrsar

Code: 1

Recovery Suggestion: Failed to load Info.plist from bundle at

path /var/installd/Library/Caches/
com.apple.mobile.installd.staging/temp.c2Dckl/extracted/
Payload/OvalAR.app/Frameworks/

ARCoreGARSession.framework; Extra info about "/var/installd/
Library/Caches/com.apple.mobile.installd.staging/temp.c2Dckl/
extracted/Payload/OvalAR.app/Frameworks/
ARCoreGARSession.framework/Info.plist": Couldn't stat /var/
installd/Library/Caches/com.apple.mobile.installd.staging/
temp.c2Dckl/extrBavediP dyséalt rovapite s gy ldivorks/
ARCoreGARSession.framework/Info.plist: No such file or

directory

User Info: { got it to install without installing package dependencies in beginning...
DVTErrorCreationRayelkqyacK2§e 4=peri 06iebmEb d 408 @eospatial rig?
IDERunOperationFailingWorker = IDEInstallCoreDeviceWorker;

nable to Ins{gﬁyg%aslgm?thmg with this (below)

omain: IXUserPresentableErrorDomain
ode: 1

then build from xcogdeovery Suggestion: Failed to load Info.plist from bundle at

ath /var/installd/Library/Caches/

om.apple.mobile.installd.staging/temp.c2Dckl/extracted/

ayload/OvalAR.app/Frameworks/
ARCoreGARSession.framework; Extra info about "/var/installd/
Library/Caches/com.apple.mobile.installd.staging/temp.c2Dckl/
extracted/Payload/OvalAR.app/Frameworks/
ARCoreGARSession.framework/Info.plist": Couldn't stat /var/
installd/Library/Caches/com.apple.mobile.installd.staging/
temp.c2Dckl/extracted/Payload/OvalAR.app/Frameworks/
ARCoreGARSession.framework/Info.plist: No such file or

PROJECT
B Pods
TARGETS

Basic Customized All Combined Levels

+ Q~ info.plist

¥ Deployment

#2 ActionSheetPicker...

Setting = ActionSheetPicker-3.0, Alamofire, Bolts, EVReflect..

222 Alamofire Universal

Targeted Device Family
22 Bolts
£2 EVReflection ¥ Packaging

Setting = ActionSheetPicker-3.0, Alamofire, Bolts, EVReflect.

o) ExpandableCell
Create Info.plist Section in Binary
Don't Force Info.plist Generation

No

No

ACH
[/Users/van/Documents/projects/wharf/code/W...

2% FBSDKCoreKit

.i . .
ER FBSDKLoginKit Expand Build Settings in Info.plist File

@© Firebase » Info.plist File
Info.plist Other Preprocessor Flags
Info.plist Output Encoding

Info.plist Preprocessor Definitions

© FirebaseAnalytics

# FirebaseAuth $(SRCROOT)/general_pod_info.plist
=

£ FirebaseCore Info.plist Preprocessor Prefix File

= FirebaseCoreDiagn... Preprocess Info.plist File
¥ Product Bundle Identifier
Debug

Release

£=8 Firebaselnstallations

Unable
Domai
Code:
Failure
Recovs
path /v

= FlexLayout
28 FSCalendar

22 FSPagerView ¥ Versioning

© GoogleAnalytics Setting 88 ActionSheetPicker-3.0, Alamofire, Bolts, EVReflect..

© GoogleAppMeasur... Marketing Version

28 GoogleDataTransp...

2 GoogleUtilities ¥ Asset Catalog Compiler - Options

Setting = ActionSheetPicker-3.0, Alamofire, Bolts, EVReflect.

2 GTMSessionFetcher

= Asset Catalog App Icon Set Name
£2% ImageScrollView Bl

Asset Catalog Launch Image Set Name

extracted/Paonad/OvaIAR app/Frameworks/
ARCoreGARSession.framework/Info.plist": Couldn't stat /var/
installd/Library/Caches/com.apple.mobile.installd.staging/
temp.c2Dckl/extracted/Payload/OvalAR.app/Frameworks/

geospatial creator anchor isn’t loading, chekck to see if build Seﬁﬂ%@r%@ﬁ%gggn .framework/Info.plist: No such file or

't back up: https://forums geveloperappiercom/for

|rectory

Failed to load Info.plist from bundle at path /var/installd/Library/

Caches/com.apple.mobile.installd.staging/temp.c2Dc
rums/thread

L|brary/Caches/com.apple.moblle.lnstalld.staglng/temp.cZDckI/

avirartad /Davinad/OvalAR ann/Eramawnrlkke/



2D Animation & Rigging

Beto and | worked on on the 2D animation

for facial expressions. Beto tried to import facial
expressions into Unity, but we had issues with
the mesh and the texture. As a result, | have
decided to shift my focus to making only 3D
animated facial expressions this week and next
week.



Animation & Rigging

ACES 1.0 5DR-video [sRGE) iew Shading Lighting Show Renderer FPanels
mep Al L ) EE R E T (N e ® o0 (At
29493 0 o
58888 Symmetry: Object X
29404
58744

33835

| am planning to work on improving facial
expression and achieving smoother facial

Last week, | worked on dog rig seven time, but |
failed each time. | will try to work again.
expression animations next week.
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pipeline (then and now)

project 2 = project kickoff & Maya & Ul prototype

Precedent gathering
Character illustrations
After Effects prototype videos
Whiteboarding
Lightship / ARCore / Google Maps API / Cesium
Photogrammetry of site for accurate placement
Maya character with facial expression and body expression
e 2D/ 3D
e Script for dialogue draft
e Substance Painter texturing
e Interactive Ul example
e setting up buttons, tween management, programming
o Fist fighting Xcode
AR packages
e Pod install
e URP causing issues
e Basic AR programming (credits to Shared Worlds project)

project 3 = production, Ul re-programming, Geospatial AR

e Ul (Unity)
o Generate text & bubbles from list/dictionary instead of
creating each text & bubble by hand.
e Tighten up design per programmed Ul
e Round corners
e Correct proportions
e Font
o Refactor delivery (use index still? if so, rework indexing)
o Refactor Ul system (TweenManager/UIController/
SelectorManager)
e Program scrolling dialogue & resetting conversation
Modeling (Maya)
e Communities
e 3 other characters
e Static assets
e Non-interactive animated assets
e Maya to Unity mesh change?
Script
e Translating
e Edits for intent (talk more about intent)
AR (Unity) further placement testing
e Track Object? Less accurate placement (rotation?)
o Track Geospatially? Start further away (position?)
e System diagram
e AR algorithm implementation
e Occlusion, segmentation, etc.
User discovery diagram



o have ﬁeenj%mza @ ovited to STIN Lab /fmf

DEMO TIME



