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INTRODUCTION

The Intel® Immersive Experience SDK for Mobile allows you to
seamlessly and easily integrate cutting-edge content into your
application. Your audience will enjoy an amazing replays and
highlights experience that brings together game statistics and
data with the most vantage points for the viewing pleasure.
Application users may choose from multiple cameras and
points of view, and even from a players’ perspective.

This guide provides step-by-step directions for creating a fully
functional VR video player embedded into your application,
using either an Android or iOS wrapper. Render Intel® Sports
content in you app - everything from 2D (monoscopic)
panoramic videos, 3D (stereoscopic) VR videos, as well as
360° videos and images.
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REQUIREMENTS FOR 105

Xcode 10 and iOS 10 or above - press here to acquire
Minimum Intel® supported iOS™ version - i0S 10.13.6

Intel® Immersive Experience SDK framework kit archive

Overall procedure time: ~ 6-10 min

* For the full guidance read User Manual_iOS.doc



https://itunes.apple.com/us/app/xcode/id497799835?mt=12
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Create a new Xcode project

Select a Single View App template for the project

Choose a template for your new project:
watchOS wO0S  macOS Cross-platform

Application

(1) k3 (aR)

Single View App Game Augmented

Reality App

L) )

Page-Based App Tabbed App Sticker Pack App

Framework & Library

S
»
Cocoa Touch Cocoa Touch Metal Library
Framework Static Library
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Document Master-Detail App

Based App

@

iMessage App

Previous

In the new project options window:

i. Type Product Name for your project

i.  Select Language as Objective-C or Swift

Choose options for your new project:

Product Name: | SampleApg|
Team:  Add account...
Organization Name:
Organization Identifier:
Bundle identifier:
Language:  Swift

Use Core Data
Include Unit Tests
Include Ul Tests

Cancel previous | ([IREEE

Verify Devices set to Universal under Deployment Info
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STEP 2: ADD FRAMEWORK

[ON
Drag and drop the IntelSportsSDK directory (from Intel® In adding file options window:
Sports framework kit) to the Project Navigator i.  Add checkmark to Destination: Copy items if needed

ii.  Mark Added folders: Create groups
B 2 Q

v [5) SampleApp

b SATRAAPP PROJECT

4| AppDelegate. |3
» ViewControHer.swiftﬁ

& SampleApp

Main.sto IntelSportsSDK TARGETS

|55 Assets.xcassets gAr SampleApp
LaunchScreen.storyboard
Info.plist
» . | Products

Intel® Confidential
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STEP2:ADD FRAMEWORK

[ON
Select IntelSports.framework & IntelSportsExtension.framework Choose IntelSports.framework & IntelSportsExtension.framework
under General > Linked frameworks and Libraries, to add to Embedded Binaries
and press (-) icon to remove Choose items to add:

¥ Linked Frameworks and Libraries

v [5 SampleApp

= IntelSportsExtension.framework Required ¥ | |SampleApp

= IntelSports. framework Required

¥ | | IntelSportsSDK

IntelSportsResource.bundle

== IntelSports.framework
= IntelSportsExtension.framework

¥ . | Products
1)\ SampleApp.appi0OS

Add embedded binaries here
Add Other...

Intel® Confidential
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STEP2:ADD FRAMEWORK

[ON

E For developers using Objective C set

Always Embed Swift Standard Libraries to Yes under

Build Settings > Build Options

al Capabilities Resource Tags Info

Basic Customized

Build Settings Build Phases

Levels —

¥ Build Options

» Always Embed Swift Standard Libraries h

Intel® Confidential
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STEP 3:ADD TRANSPORT SECURITY

[ON

B E 2 Q AS @m o B < > [B sampleApp ) [ 7] SampleApp ) [} Info.plist ) No Selection

To support iOS 10 and above add App Transport Security key.

Main storyboard file base name
» Required device capabilities
» Supported interface orientations

String Main
Array (1 item)

is not secured (https).

Array

v [& SampleApp M Key Type Value
v [ | SampleApp ¥ Information Property List Dictionary (15 items)
: : : : » || InteiSportsSDK Localization native developmentre... &  String S$(DEVELOPMENT_LA
> + — °
In Info.plist > Supported interface orientations, press (+) N i e X e
, , N ViConbalierawift Bundie identifier 4 String $(PRODUCT_BUNDLE
to add App Transport Security Settings e InfoDictionary version 5 String s
: Bundle name & String $(PRODUCT_NAME)
Assets.xcassets :
Bundle OS Type code { String APPL
: aunchScrgen.storyboard Bundle versions string, short 4 String 1.0
Note: - Bundle version g String 1
X . . . . Application requires iPhone enviro.. £ Boolean YES
This Step IS requi red on |y if the video source URL Launch screen interface file base... 4 String LaunchScreen
~
~
N
~
v

d interface orientations (i..

|
|

[ i Application Category
y Bundle Name

o
()
0

App Encryption Export Com...
App group used for docume...
t Security Setti...
on-Exempt Encr...
Application can be killed im...
Application Category

Intel® Confidential
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STEP 3: ADD TRANSPORT SECURITY

[ON

Press [ icon next to App Transport Security Settings To support iOS 10.0 and above add Privacy - Camera Usage Description key

Press (+) icon to add new application category, and choose

Privacy - Camera Usage Description
Press (+) icon to add application category, and choose

s Al Leaes (et Yes) i. Type value Allow to scan documents

P Supported interface orientations Array {3 items)

¢ Supported interface orientations (i... {4 items)
¥ App Transport Security Settings . - Supported interface orientations (i... Array {4 items)
Allow Arbitrary Loads ! ~ YES B App Transport Security Settings ~  Dictionary {1 item)

Privacy - Camera Usage Des...

Intel® Confidential
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STEP 4: CREATE THE VIDEQ CONTROLLER UI

[ON

Add Play action Button to the Main.storyboard Connect onPlayClick action for the button to the ViewController.swift

iPhane 8 Plus SampleApp: Ready | Today at 3:49 PM 1 y | & 1 | < 2 ‘ S...p)!) . . E)O) V'“')”‘Y <A>|R < > @Momlﬂc) : ViewController.swift ) No Selection + X

< [E) sampleApp Sampleapp ) [l Main.s..board ) [ Main.s...(Base) View...r Scene View..ntroller view ) [B]Butten ¢ A > ¢ v E View Controller Scene 0 o E .
| & @ o © view : ViewController.swift
View Controller Scene L J A iew Controller : SompleApp
iew Controller Type "
View )
e Sl configl Dofoult L Created by Neethu Antony on 27/89/18.
=l Plala Copyright © 2018 Neethu Antony. All rights

Play reserved.

Font | system 15.0
Color | g | Default
Shadow Celor | —=1 Default

Image ~> Storyboard Entry Point import UIKit
e class ViewController: UIViewController {

Accessibility () adjusts Image Size
Shadow Offset ol2 override func viewDidLoad() {
Width Heigh
) super.viewDidLoad()
Reverses On Highlight ¢ :
Draving TR T /1 Do-lnv oddftionnl setup afur loading the
view, typically from a nib.
}

Line Break | Truncate Micdle
Drag and Drop [ Spri

override func didReceiveMemoryWarning() {
Control Connection | Action supef .didReceiveMemoryWarning()
. NECl=) T - // Dispose of any resources that can be
bl Object View Controller recreated.
Name | onPlayClck
Type |Any on func onPlayClick(_ sender: Any) { l
Event | Touch Up Inside
Arguments | Sender

Cancel Conncr*

Intel® Confidential
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STEP 4: CREATE THE VIDEQ CONTROLLER UI

[ON

Add the following header lines to the ViewController.swift file:

import IntelSports
import IntelSportsExtension

25 < > [g sampleApp ) [7] Sampleapp ) [l ViewController.swift ) No Selection

viewController.swift
SampleApp

Created by Neethu Antony on 27/89/18.
Copyright ® 2818 Neethu Antony. All rights reserved.

import UIKit
i IntelSports
1SportsExtension

class ViewController: UIViewController {

override func viewDidLoad() {
super.viewdidLoad()
// Do any additional setup after loading the view, typically from a nib.

}

override func didReceiveMemoryWarning() {
super.didReceiveMemorywarning()
// Dispose of any resources that can be recreated.

}
@IBAction func onPlayClick(_ sender: Any) {

}

Intel® Confidential

Add ISViewControllerdelegate interface line to the ViewController class

ISViewControllerDelegate

98 < > [& sampleApp ) [] SampleApp ) [ ViewController.swift ) [ ViewControiler

1/

// ViewController.swift

// SampleApp

1/

// Created by Neethu Antony on 27/89/18.

// Copyright ® 2818 Neethu Antony. All rights reserved.
1/

import UIKit
import IntelSports
import IntelSportsExtension

ViewController: ewCont

override func viewDidLoad() {

super.viewDidLoad()

// Do any additional setup after loading the view, typically from a nib.
}

override func didReceiveMemoryWarning() {
super.didReceiveMemoryWarning()
// Dispose of any resources that can be recreated.

}
@IBAction func onPlayClick(_ sender: Any) {

}
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STEP 4: CREATE THE VIDEQ CONTROLLER UI

[ON

Copy the following different Cameralnfos to switch between streams.

let cameral = Cameralnfo()

cameral.urlMonoNormal =
"http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod5/mono_master_normal.m3u8";
cameral.cameraName = "Pod 1";

cameral.videoMappingType = MappingType.cylindrical;

let camera2 = Cameralnfo()

camera2.urlMonoHigh =
"http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod5/mono_master_high.m3u8";
camera2.cameraName = "Pod 2";

camera2.videoMappingType = MappingType.cylindrical;

let camera3 = Cameralnfo()

camera3.urlMonoHigh =
"http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod1l/mono_master_high.m3u8";
camera3.cameraName = "Pod 3";

camera3.videoMappingType = MappingType.cylindrical;

let camera4 = Cameralnfo()

camerad.urlMonoNormal =
"http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod1l/mono_master_normal.m3u8";
camerad.cameraName = "Pod 4";

camera4.videoMappingType = MappingType.cylindrical;

let videolnfo = Videolnfo()
videolnfo.add(cameral)
videolnfo.add(camera2)
videolnfo.add(camera3)
videolnfo.add(camera4)

11
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I Paste the Cameralnfos to the onPlayClick

Iy

ff ViewController.swift

f/ SampleApp

Iy

// Created by Neethu Antony on 27/8%9/18.

// Copyright & 2818 Neethu Antony. All rights reserved.
I

import UIKit
import IntelSports
import IntelSportsExtension

class ViewContreller: UIViewController, ISViewControllerDelegate {

override func viewDidlLoad() {
super.viewDidLoad()

// Do any additional setup after loading the wview, typically from a nib.

override func didReceiveMemoryWarning() {
super.didReceiveMemorywWarning()
// Dispose of any resources that can be recreated.

@IBAction func onPlayClick{_ sender: Any) {

| i
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EXTRA: CAMERA SWITCHING

[ON

For the extra Camera Switching functionality, which enables
end user to switch between the video streams, load up more

Cameralnfo URLs to the onPlayClick.

Note:

In panoramic viewing mode, the SDK will render the top image
of a stereoscopic top/bottom video source, if a monoscopic
URL is not passed to the Cameralnfo class as a separate video

source.
W‘ \
=

12
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MonoHigh (Low Home camera):
http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod2/mono_master_high.m3u8

MonoNormal (Low Home camera):
http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod2/mono_master_normal.m3u8

MonoHigh (First Base camera):
http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod1l/mono_master_high.m3u8

MonoNormal (First Base camera):
http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod1l/mono_master_normal.m3u8

MonoHigh (Third Base camera):
http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod3/mono_master_high.m3u8

MonoNormal (Third Base camera):
http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod3/mono_master_normal.m3u8

MonoHigh (Dug Out camera):
http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod4/mono_master_high.m3u8

MonoNormal (Dug Out camera):
http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod4/mono_master_normal.m3u8



STEP 4: CREATE THE VIDEQ CONTROLLER UI

[ON

Copy the following script to present the ISViewController
(container SDK) and paste it under the onPlayClick

let vc = ISViewController(nibName: "IntelSportsResource.bundle/ISViewController", bundle: nil)

vc.videolnfo = videolnfo
vc.delegate = self

self.present(vc, animated: true, completion: nil)

13
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B8 <

1 class ViewController: UIViewController, ISViewControllerDelegate {

[& sampleApp ) [0 SampleApp ) [ ViewController.swift ) [f] onPlayClick(_:)

override func viewDidLoad() {

super.viewDidlLoad()
// Do any additional setup after loading the view, typically from a nib.

override func didReceiveMemoryWarning() {

super.didReceiveMemoryWarning()
// Dispose of any resources that can be recreated.

@PIBAction func onPlayClick(_ sender: Any)

{

let cameral = Cameralnfo()

cameral.urlMonoNormal = "http://live.vokevr,com/2018MLB/20180423NationalsAtGiants/monoscopic/pod6/mono_master_normal.m3uB";
cameral.cameraName = “Pod 1"

cameral.videoMappingType = MappingType.cylindrical;

let camera2 = Cameralnfo()

camera2.urlMonoHigh = *http://live.vokevr.com/2018MLB8/20180423NationalsAtGiants/monoscopic/pods/mono_master_high.m3uB";
camera2.cameraName = "Pod 2";

camera2.videoMappingType = MappingType.cylindrical;

let camera3 = Cameralnfo()

camera3.urlMonoHigh = *http://live.vokevr,com/2018MLB/20180423NationalsAtGiants/monoscopic/podl/mono_master_high.m3u8";
camera3.cameraNa = "Pod 3";

camera3.videoMappingType = MappingType.cylindrical;

let camera4 = Cameralnfo()

camera4.urlMonoNormal = "http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/podl/mono_master_normal.m3uB8";
camera4.cameraName = “Pod 4";

camera4.videoMappingType = MappingType.cylindrical;

let videoInfo = VideoInfol()

videoInfo.add(cameral)

videoInfo.add(camera2)

videoInfo.add(camera3)

videoInfo.add(camerad)

r(nibName:"Inte e , bundle: nil)
nfo

animated:
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STEP 5: CREATE INTERFACE FOR THE MOMENTS CONTENT

[ON

Open the ViewController.swift file and add following

header files:

import IntelSports
import IntelSportsExtension

14
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Set the URLs and player infos as below:

let player = Player()
player.povimageUrl ="

player.profilelmageUrl =
player.name = "Tom Brady"

player.position = "Quarterback"
moment.contextClipUrl ="

let player2 = Player()
player2.profilelmageUr| =

player2.povimageUr| ="

player2.name = "Josh Gordon"
player2.position = "Wide Receiver"

let moment = Moment()
moment.contextWauwUrl ="

moment.addPlayer(player: player)
moment.addPlayer(player: player2)
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STEP 5: CREATE INTERFACE FOR THE MOMENTS CONTENT

(ON

Present the ISMomentViewController (container SDK)

whenever you need as below:

let ve = ISMomentViewController

(nibName: "IntelSportsResource.bundle/ISMomentViewController", bundle: nil)
vc.momentlist = [moment]

self.present(vc, animated: true, completion: nil)

Intel® Confidential
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Note:

In most cases, developers can download JSON response from Intel’s
CMS server which can be parsed directly into the instance of Moment
class.

For example:

NSDictionary *jsonResponseFromCMS = ... //NSDictionary from downloaded JSON response

Moment *moment = [Moment createlnstanceWithResDict:jsonResponseFromCMS];

If there’s an error, Moment will be nil. Otherwise, an instance of
Moment will be created. Such instance would contain all properties
including instances of Player.
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STEP 6: ADDING A NATIVE CONTAINER FOR LISTING INTERACTIVE REPLAY LIST

(ON

Open the ViewController.swift file and add following Set the CMS URL, CMS credential, CDN credentials and Present

header files: _ _ : :
ISMomentContainerController for listing the Interactive Replay List

import IntelSports

import IntelSportsExtension
as below:
let ve = ISMomentContainerController(nibName: " ", bundle:
nil)

vec.setCMSUrl(cmsUrl: "<<CMS URL>>")
vc.setCMSCredentials(cmsUser: "<<UserName>>", cmsPassword: "<<Password>>")
vc.setCDNCredentials(cdnClientld: "<<Client ID>>", cdnSecret: "<<Password>>", cdnDuration: 300000)

self.navigationController?.pushViewController(vc, animated: true)

Note: The required parameters to support these implementations will be provided
by Intel using key management access control methods. Please contact your Intel
developer relations representative.

Note: The recommended access duration in the code snippet is set to 5 minutes
(300 x 1000ms). This parameter should be set per your implementation

14 requirements.
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STEP7: STRIPPING OUT UNWANTED ARCHITECTURES

[ON

Press (+) icon to add New Run Script Phase under Build Phases

SampleApp

o Capabilities

PROJECT X

& sampleApp New Copy Files Phase
TARGETS ) n Script Phase

7 sampleApp New Headers Phase

New Copy Bundle Resources Phase
New Compile Sources Phase

New Link Binary With Libraries Phase

New Build Carbon Resources Phase

» Embed Frameworks (2 items)

General Capab Resource Tags Info Build Settings Build Phases

PROJECT +
h SampleApp

TARGETS
ﬁ SampleApp

P Target Dependencies (0 items)

» Complle Sources (2 items)

I Link Binary With Libraries (2 items)
b Copy Bundle Resources (4 items)
» Embed Frameworks (2 items)

\* Run Script

Intel® Confidential

Build Rules

Build Rules

16

The new Run Script line is displayed, press B iconto expose:

|88 < > [ sampleapp

General Capabiliti Build Phases Build Rules

Resource Tags Build Settings
‘ PROJECT

h SampleApp
TARGETS

7 SampleApp

‘ » Target Dependencles (0 items)

» Complle Sources (2 items)

» Link Binary With Libraries (2 items)
» Copy Bundle Resources (4 items)

» Embed Frameworks (2 items)

Run Script

Shell foin/sh
1 Type a script or drag a script file from your workspace to insert
ﬁfs path
Show environment variables in build log

Run script only when installing
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STEP7: STRIPPING OUT UNWANTED ARCHITECTURES

[ON

Copy the following script to remove unused architectures EETT=

and paste in the new Run Script:

APP_PATH="S{TARGET_BUILD_DIR}/S{WRAPPER_NAME}"

# This script loops through the frameworks embedded in the application and

# removes unused architectures.

find "SAPP_PATH" -name '* framework' -type d | while read -r FRAMEWORK

do

FRAMEWORK_EXECUTABLE_NAME=S(defaults read "SFRAMEWORK/Info.plist" CFBundleExecutable)
FRAMEWORK_EXECUTABLE_PATH="SFRAMEWORK/SFRAMEWORK_EXECUTABLE_NAME"

echo "Executable is SFRAMEWORK_EXECUTABLE_PATH"

EXTRACTED_ARCHS=()

for ARCH in SARCHS
do
echo "Extracting SARCH from SFRAMEWORK_EXECUTABLE_NAME"
lipo -extract "SARCH" "SFRAMEWORK_EXECUTABLE_PATH" -0
"SFRAMEWORK_EXECUTABLE_PATH-SARCH"
EXTRACTED_ARCHS+=("SFRAMEWORK_EXECUTABLE_PATH-SARCH")
done

echo "Merging extracted architectures: S{ARCHS}"

lipo -0 "SFRAMEWORK_EXECUTABLE_PATH-merged" -create
"S{EXTRACTED_ARCHS[@]}"

rm "S{EXTRACTED_ARCHS[@]}"

echo "Replacing original executable with thinned version"

rm "SFRAMEWORK_EXECUTABLE_PATH"

mv "SFRAMEWORK_EXECUTABLE_PATH-merged"

"SFRAMEWORK_EXECUTABLE_PATH"

done

Intel® Confidential

(] General Capabilities Resource Tags Build Settings Build Phases Build Rules
PROJECT o S rine
& sampleApp
TARGETS » Compile Sources (2 items)
A SampleApp ‘

» Link Binary With Libraries (2 items)
» Copy Bundie Resources (4 items)

» Embed Frameworks (2 items)

¥ Run Script

Shell /oin/sh

n APP_PATH

FRAMEWORK
do
FRAMEWORK_EXECUTABLE_NAME=S(defaults read "SFRAMEWORK/Info.plist"

CFBundleExecutable)
FRAMEWORK_EXECUTABLE_PATH="S! K/SFRAMEWORK_EXECUTABLE_NAME"
echo "Executable is SFRAMEWORK_E TABLE_PATH"
EXTRACTED_ARCHS=()

1 for ARCH in SARCHS

"SFRAMEWO
EXTRACTED_A
done

8 echo "Merging extracted architectures: S{ARCHS}"
lipo -0 "SFRAMEWORK_E) PATH-merged" -create "$

Show environment variables in build log
”) Run script only when installing

17
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STEP 8 BUILD & RUN YOUR PROJECT

[ON

Build and run your project. Et voila!

You are now watching a VR cast of an Intel® Sports event in iOS

r.'"\
L—~.'l:_,1 '
@ [ = - -

] et Low s LT = Thol Rase Doy O |
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REQUIREMENTS FOR ANDROID

Android Studio updated version - press here to acquire

Minimum Intel® supported Android™ version - Android

4.4 Kit Kat (APl Level 19) and above

Intel® Immersive Experience SDK framework kit archive

Overall procedure time: ~ 6-10 min

* For the full guidance read User Manual_Android.doc

19



https://developer.android.com/studio/
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STEP1: SETUP PROJECT

Android

Create a new Android project Add an Empty Activity and name it (say MainActivity)
Select a Phone and Tablet on the Target Android Devices screen
with the minimum SDK set to Android 4.4 Kit Kat

H Target Android Devices Q Configure Activity

Select the form factors and minimum SDK
Some devices require additional SDKs. Low AP levels target more devices, but offer fewer AP features.

Creates a new empty activity

T Activity Name: MainActivity|

Layout Name: activity_main

API 19: Android 4.4 (KitKat) H

By targeting API 19 and later, your app will run on approximately 95.3% of devices. Help me choose
o [ Include Android Instant App support Backwards Compatibility (AppCompat)
[ Wear

API 21: Android 5.0 (Lollipop)
Orv

API 21: Android 5.0 (Lollipop)
| Android Auto
|| Android Things

API 24: Android 7.0 (Nougat)

The name of the activity class to create

| cancel | | previous | [ @ Finish

Cancel Previous

20
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STEP2: ADD FRAMEWORK

Android

Browse and copy the .aar files: Paste the .aar files to the libs folder under your new app folder

Note:
ExoPlayerBridge.aar, IntelSports.aar and IntelSportsExtension.aar

Create a libs folder under your app folder, if not present

from the provided Intel® Sports SDK kit > Libs folder

Libs _ Open the root level build.gradle file

oo ol BB | £ v
Favaorites
@ AirDrop
E Recents

© == | ¥~ |~ gmactivity mainxml « € MainActivityjava = (2 MyApplication

[// Top-level build file where you can add configuration o)
» [ manifests
» bwjava buildscript {

> Bzres

¢2 iCloud Drive ExoPlayerBridge.a Jl IntelSports.aar |l IntelSportsExtensi
El on.aar

ﬁ Applications

[ Desktop

|3 Documents

° Downloads

repositories {
google()
.gradle (Project: MyApplication) 3 jcenter()

o .
[O; build.grl*i e (Module: app) Hoperdencies {

9
il gradle-wrapper.properties (Gradle Version) classpath 'com.android.tools.build:gradle:3.1.3"

# proguard-rules.pro (ProGuard Rules for app)

il gradle.properties (Project Properties) /) W3TE+ Do not place. your. application. dependenci
~ 5 : 3 ot p your application depen

(& settings.gradle (Project Settings) // in the individual module build.gradle files

i} local.properties (SDK Location) }
}

allprojects {
repositories {
google()
jcenter()

21
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STEP2: ADD FRAMEWORK

Android

i Android g 2ctivity mainxml x @ MainActivityjava x (2 MyApplication
. ‘ . ) .
Copy the following ‘allprojects’ script and paste to the root Vot e Gradle files have changed since last project sync. A project sync may be necessary
> e 1 // Top-level build file where you can add configuration options cc
level build.gradle (Project: MyApplication) file to replace o| > Mres 3 buildscript {

:_;' (& Gradle Scripts 4 resri

.. : . E (3 build.gradle (Project: MyApplication) = e
the existing allprojects script B @ buiki.gradie (Module: app) y ezt

i gradle-wrapper.properties (Gradle Version) &

" & proguard-rules.pro (ProGuard Rules for app) 2 dependencies {I ) : '
allprojects { g i gradle. properties (Project Properties) 10 classpath 'com.android.tools.build:gradle:3.1.3
repositories { g (& settings.gradle (Project Settings)

'center() ® il local.properties (SDK Location) // NOTE: Do not place your application dependencies here;
) { // in the individual module build.gradle files
maven ¥

url "https://maven.google.com" Y

} allprojects {

flatDir { 9 repositories {

R 2 jcenter()
dirs 'libs 2 maven{
} 2 url "https://maven.google.com"
2 }

} 2 flatDir {
} 2 dirs 'libs’

}
in}f

task clean(type: Delete) {
delete rootProject.buildDir

G
3
4
5
6
7
8

g b

¥ 2: Favorites

riants

22
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STEP2:ADD FRAMEWORK

Android

(@ build.gradle )

2 ‘ . ) q
Copy the following ‘dependencies’ script and paste to the i Android - © % % I ahactivity.mainxml x (© MainActivityjava (& MyApplication % (3 app
¥ r a-pp o Gradle files have changed since last project sync. A project sync may be necessary for the IDE
g B 8 g manifests . 2 i S
build.gradle (Module: app) file to replace the existing one o apply plugin: *con.android. spplication’
. > Bzres android { )
dependencies { .§ ¥ (2 Gradle Scripts compf{eSdeers;on 26
- - . g 0% ] o O] > buil = Faml defaultConfig
implementation fileTree(include: ['*.jar'], dir: 'libs') & S RA e il sl ey st an ) applicationId "com.intelsports.myapplication”
implementation(name: 'IntelSports', ext: 'aar') e @ buig.o Skl st minSdkVersion 19
p . p ’ 0 i gradie-wrapper.properties (Gradle Version) targetSdkVersion 26
implementation(name: 'ExoPlayerBridge', ext: 'aar') @ proguard-rules.pro (ProGuard Rules for app) versionCode 1
] versionName "1.8"

il gradle.properties (Project Properties)
(# settings.gradle (Project Settings)

implementation(name: 'IntelSportsExtension’, ext: 'aar’)
implementation 'com.google.android.exoplayer:exoplayer:2.6.1'

implementation 'com.android.support:appcompat-v7:27.1.1' i ol e S il lmu::{g::e{{
implementation 'com.android.support.constraint:constraint-layout:1.1.3' minifyEnabled false
implementation 'com.android.support:support-v4:27.1.1'
implementation 'com.android.support:design:27.1.1'
implementation 'com.google.vr:sdk-audio:1.40.0'
implementation 'com.google.vr:sdk-base:1.40.0'

implementation 'com.google.vr:sdk-common:1.40.0'
implementation 'com.squareup.okhttp3:okhttp:3.4.1'
implementation 'com.mikhaellopez:circularprogressbar:1.1.1'
implementation 'com.airbnb.android:lottie:2.3.0'

implementation 'com.drewnoakes:metadata-extractor:2.11.0'
implementation 'com.squareup.okhttp3:logging-interceptor:3.4.1'
implementation 'com.google.code.gson:gson:2.7'
implementation 'com.squareup.retrofit2:retrofit:2.3.0'
implementation 'com.squareup.retrofit2:converter-gson:2.0.2'
implementation 'com.github.bumptech.glide:glide:4.8.0'
annotationProcessor 'com.github.bumptech.glide:compiler:4.8.0'

testInstrumentationRunner "android.support.test.runner.AndroidJUnitR}

(& Captures

proguardFiles getDefaultProguardFile('proguard-android.txt'), 'p

- 2: Favorites

ariants

Note:

Please note compileSdkVersion, targetSdkVersion and
cnqrm[android.support need be same version.
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STEP 3 : UPDATE MANIFEST FILE

Android

Copy the following line and paste to the AndroidManifest.xml
<uses-permission android:name="android.permission.INTERNET" />

Note: Please set android:allowBackup in AndroidManifest.xml to "false"

I MyApplication | iz app ) I src | I main ) & AndroidManifest.xml |
» i Android € == | $- |- gy activity mainxml < (€ MainActivity.java » (& MyApplication » (& app » g AndroidManifest.xml
v W;app
v I manifests
'@, AndroidManifest.xml ;
» [wjava 3
» B=res 4
v (& Gradle Scripts Z
(® build.gradle (Project: MyApplication) 5
8
9
10
1

Gradle files have changed since last project sync. A project sync may be necessary for the IDE to work properly.

<?xml version="1.8" encoding="utf-8"7>
st xmlns:android="http://schemas.android.com/apk/res/android"
package="com.intelsports.myapplication">

<uses—permission android:name="android.permission.INTERNET" />
<application

allowBackup="false"

icon="@mipmap/ic_launcher"

:label="My Application"

(& build.gradle (Module: app)

i gradle-wrapper.properties (Gradle Version) 1 v . Py . -
4 % :roundIcon="@nipmap/ic_launcher_round"
! proguard rulef.pro (PlroGuard RuI.eS for app) supportsRtl="true"

il gradle.properties (Project Properties) 12 theme="@style/AppTheme">

(& settings.gradle (Project Settings) 13 <activity android:name=".MainActivity">

i local.properties (SDK Location) 14 <intent-filter> - :
15 <action android:name="android.intent.action.MAIN" />
16
17 <category android:name="android.intent.category.LAUNCHER" />
</intent-filter>
</activity>
</application>

5
H
@
Ry
3
g
a
3
®
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STEP 4: CREATE THE VIDEQ CONTROLLER

Android

Copy the following import packages lines and

: : L 2 MyApplication ) iv= app | s src | s main | = java | [ com | I intelsports | £ myapplication | € MainActivity |
paste it to the MainActivity.java B & coa R . rES 0 pYeTTSYS—T
Y fr' ?p ‘:nanifests (;mdle files have changed since last project sync. A project sync may be neq
import com.intelsports.ISUtil; & AndroidManifest.xml ; package com.intelsports.myapplication;
import com.intelsports.container.Cameralnfo; ‘ o java 3 et eatlc R i o e i E Yty

import com.intelsports.container.PlayerActivity;
import com.intelsports.container.Videolnfo;
import android.content.Intent;

Ex com.intelsports.myapplication
© MainActivit

= com.intelsports.myapplication (androidTe
Em com.intelsports.myapplication (test)
> Bzres
v (& Gradle Scripts

(& build.gradle (Project: MyApplication)

(& build.gradle (Module: app)

i gradle-wrapper.properties (Gradle Version)

2 proguard-rules.pro (ProGuard Rules for app)

il gradle.properties (Project Properties)

(& settings.gradle (Project Settings)

il local.properties (SDK Location)

33 Z: Structure
SOyt o

public class MainActivity extends AppCompatActivity §

@0verride

protected void onCreate(Bundle savedInstanceState) {
super.onCreate(savedInstanceState);
setContentView(R. layout.activity_main);

WNMSOD

@
e
2
&
o
®

L R T Y

N o

(s
-]
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STEP 4: CREATE THE VIDEQ CONTROLLER

Android

Copy the following play() function script including cameras Add  this.play(); to your onCreate(Bundle savedinstance) function
URLs and paste to the MainActivity.java

Alt-click to close others
protected void ({ plic
Intent intent = Intent (MainActivity.this, PlayerActivity. );
@0verride
protected void onCreate (Bundle savedInstanceState) [
Videolnfo videolnfo = Videolnfo(); super.onCreate (savedTnstanceState) ;

Cameralnfo cameralnfo = Cameralnfo(); setContentView(R.layout.activity main);
this.play();

E
cameralnfo.setUrIMonoHigh("http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monosco protected void.play()
pic/pod5/mono_master_high.m3u8"); {
cameralnfo.setUrIMonoNormal("http://live.vokevr.com/2018 MLB/20180423NationalsAtGiants/mono I_rftent s b fntent s R R L TR 1

VideoInfo videoInfo = new VideoInfo();
scopic/pod5/mono_master_normal.m3u8"); CameraInfo cameraInfo = new CameraInfo();
cameralnfo.setU r|MonoHigh("http://Iive.vokevr.com/ZOlSl\/I LB/20180423NationalsAtGiants/monosco cameraInfo.setUrlMonoHigh ("http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pods/mono master high.m3u8");
. . My cameraInfo.setUrlMonoNormal ("http://live.vokevr. /2018MLB/20180423NationalsAtGiants/monoscopic/pod5/mono_master normal.m3u8");

plc/podZ/monofmasterih |ghm3u8 )' cameraInfo.setUrlMonoHigh ("http://live.vokevr. com/?DlBMI.B/2018D423”»:1tionalsAtGiants/monoscopic/pod2/mono_n\aster_high .m3u8") ;
cameralnfo.setCameraName("Camera 1"); cameraInfo.setCameraName ("Camera 1");
cameraInfo.setVideoMappingType(ISUtiI.MappingType. )’ cameraInfo.setVideoMappingType (ISUtil.MappingType.CYLINDRICAL) ;

videoInfo.addCameraInfo (cameraInfo);

videolnfo.addCameralnfo(cameralnfo);

intent.putExtra (PlayerActivity.DATA VIDEO, videoInfo);

startActivity(intent);
intent.putExtra(PlayerActivity. , videolnfo);
startActivity(intent);

}

26
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EXTRA: CAMERA SWITCHING

Android

For the extra Camera Switching functionality, which enables
end user to switch between the video streams, load up more

Cameralnfo URLs to the play() function

Note:

In panoramic viewing mode, the SDK will render the top image

MonoHigh (Low Home camera):

http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod2/mono_master_

high.m3u8

MonoNormal (Low Home camera):

http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod2/mono_master_

normal.m3u8

MonoHigh (First Base camera):

http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod1/mono_master

high.m3u8

of a stereoscopic top/bottom video source, if a monoscopic
URL is not passed to the Cameralnfo class as a separate video
source.

MonoNormal (First Base camera):
http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod1/mono_master_
normal.m3u8

MonoHigh (Third Base camera):
http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod3/mono_master__
y high.m3u8

MonoNormal (Third Base camera):
http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod3/mono_master
normal.m3u8

MonoHigh (Dug Out camera):
http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod4/mono_master_
high.m3u8

[ ¢
II
NS~

MonoNormal (Dug Out camera):
http://live.vokevr.com/2018MLB/20180423NationalsAtGiants/monoscopic/pod4/mono_master
normal.m3u8
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STEP 5: CREATE INTERFACE FOR THE MOMENTS CONTENT

Android
final Moment momentClips = new Moment();
. . . . . . momentClips.setld(UUID.randomUUID());
For enabling the volumetric clips and panoramic point of view e s se s s i
D T ");
content, which is based on the highlights moments, copy the momentClips.setWauwClipUrl("
")

following import packages lines to the MainActivity.java: {

com.intelsports.momentview.ISMomentActivity; Fl"layer playerl = new Player("Brandon Graham", 55, UUID.randomUUID(), "Defensive End", "JAGUARS",

com.intelsports.momentview.models.Moment; 0
com.intelsports.momentview.models.Player; IT'Iayer.BTP_TYPE.btplFV, .
java.util.UUID; ,
n ll);
momentClips.addPlayer(playerl);
}
. : {
From your player, copy the foIIowmg lines to create an intent Player player2 = new Player("Nate Solder", 55, UUID.randomUUID(), "Tight End","JAGUARS",
into the play() function:
Intent intentMoment = new Intent (MainActivity.this, ISMomentActivity.class); " ..)'.
momentClips.addPlayer(player2);
}
. . . . {
Copy the following lines into the play() function to create a Player player3 = new Player("David Andrews", 87, UUID.randomUUID(), "Tight End","JAGUARS",
Moment object, and additional functions to set the content
parameters: ! ");
momentClips.addPlayer(player3);
}

28
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STEP 5: CREATE INTERFACE FOR THE MOMENTS CONTENT

Android

For starting the moment activity, copy the following lines into
the play() function:

intentMoment.putExtra(ISMomentActivity. DATA_ MOMENT, momentClips);
startActivity(intentMoment);

Intel® Confidential
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STEP 6: ADDING A NATIVE CONTAINER FOR LISTING INTERACTIVE REPLAY LIST

Android
For starting the native container activity

Copy the following lines into the file from which to launch the native container activity:

Import com.intelsports.momentview.container.MomentContainerActivity;

Set the CMS URL, CMS credential and CDN credential to the native container Activity intent, then start the activity, below are the sample

codes:

Intent intent = new Intent (MainActivity.this, MomentContainerActivity.class);

intent.putExtra (MomentContainerActivity.
intent.putExtra (MomentContainerActivity.
intent.putExtra (MomentContainerActivity.
intent.putExtra (MomentContainerActivity.
intent.putExtra (MomentContainerActivity.
intent.putExtra (MomentContainerActivity.

startActivity(intent) ;

DATA MOMENT CONTAINER CMS URL, “<YOUR CMS URL>" );

DATA MOMENT CONTAINER CMS USER, “<YOUR USER NAME>") ;

DATA MOMENT CONTAINER CMS PASSWORD, “<YOUR PASSWORD>") ;

DATA MOMENT CONTAINER CDN CLIENTID, “<YOUR CLIENTID>") ;

DATA MOMENT CONTAINER CDN SECRET, “<YOUR CDN PASSWORD with base64 encode>") ;
DATA MOMENT CONTAINER CDN _DURATION, 300000L) ;

Note: The required parameters to support these implementations will be provided by Intel using key management access control
methods. Please contact your Intel developer relations representative.

Note: The recommended access duration in the code snippet is set to 5 minutes (300 x 1000ms). This parameter should be set per

your implementation requirements.

Intel® Confidential
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STEP7: ADD THE PROGUARD RULES INTO THE APPS PROGUARD FILE

Android

-keep class com.google.vr.**x { *; }

-keep class com.google.vr.sdk.base.** { *; }

-keep class com.google.vrtoolkit.cardboard.** { *; }

-keep class com.google.protobuf.nano.** { *; }

-keep class com.google.common.logging.nano.** { *; }

-dontwarn org.w3c.dom.bootstrap.DOMImplementationRegistry

#1f Compile Android API <= 27

-dontwarn com.bumptech.glide.load.resource.bitmap.VideoDecoder

-keep class com.intelsports.ISVideoView {
void OnEnteringToScene (java.lang.String) ;
void OnExitFromScene (java.lang.String) ;
}
-keepclasseswithmembernames, includedescriptorclasses class * {
native <methods>;
}
-keepclassmembers class * implements android.os.Parcelable ({
static ** CREATOR;
}

-keep class com.google.android.exoplayer.** {*;}

# ROtrefif ===—==sss=ss==sssssssosssossoo=sos=oos=o=== START

# Platform calls Class.forName on types which do not exist on Android to determine platform.
-dontnote retrofit2.Platform

# Platform used when running on Java 8 VMs. Will not be used at runtime.

-dontwarn retrofit2.Platform$Javas

# Retain generic type information for use by reflection by converters and adapters.
-keepattributes Signature

# Retain declared checked exceptions for use by a Proxy instance.

-keepattributes Exceptions

# For Okie

-dontwarn okio.**

# For OkHttp

-dontwarn okhttp3.**

-dontwarn okio.**

-dontwarn javax.annotation.**

W Retrofif =======ss=s===s======s==s===sc===o==o======= END
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STEP 8: BUILD & RUN YOUR PROJECT

Android

Et voila!

You are now watching a VR cast of an Intel® Sports event in Android

Intel® Confidential
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COPYRIGHT 2017-2019 INTEL" SPORTS

ALL RIGHTS RESERVED

TRADEMARK NOTICES

Android™ is a trademark of Google, Inc.
iOS™ is a trademark of Apple, Inc.

All other trademarks are the property of their respective owners.
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