This guide describes the steps I took to compile Ctrlr for macOS with Xcode.

Below is the About Ctrlr window of the compiled version:

@& ctrir/About X

® Version = 5.6.23, Build date = czw, 8 kwi 2021,
'..- ‘ trl r 14:37:02 CEST, Branch = master, Juce = 6.0.8, libusb
=1.0.19, 1liblo = 0.28, lua = Lua 5.1.4, luabind =

0.9.0, boost = 1.57.0,

VETSIOTT MIIINUR

The publishing date of this version is: Thursday, April 8, 2021 (I looked up 'czw' and 'kwi'. These are
shorts for the day and month in Polish ;-))

The Xcode version I used is v11.3.1
macOS is v10.14.6 Mojave

Before you can download Xcode you need an Apple developers account, which is free, btw.

Download the Ctrlr source files

The first thing you have to do of course is download the latest master from the
. First step you have to do after downloading is unzipping 'boost.zip'
You will find this file in ..\ctrlr-master\Source\Misc\boost\. Just unzip it and do
nothing further.

Using the Projucer app

Projucer is needed as an intermediate step to load the Ctrlr project properly into Xcode. Projucer comes
with , which you have to download. Select your plan. I choose the free one. After you have
downloaded and installed JUCE go to the JUCE folder, where you’ll find Projucer.exe.

Building Ctrlr
Start Projucer and then check the first two global paths settings. They should point (by default) to the
downloaded JUCE folder.

5 Fil Edit Vi Wind D
m ile i iew indow 2 ® Global Paths |

About Projucer
Check for New Version... Global Paths
dg v/ Automatically Check for New Versions

~ Global Paths... 2!
00 services p ¢ JUCE
6] Hide Projucer 38 H Path to JUCE /Users/SWB 1/JUCE
Hide Others N 3EH JUCE Modules /Users/SWB 1/JUCE/modules
Show All .
di User Modules ~/modules
Quit Projucer *Q |

TN DEELE UIAV A AVvVUuvel

Now choose File>Open... and pick the file: /ctrlr-master/Ctrlr.jucer. This file contains all the (source) files you need to
build Ctrlr. Click on the export button of Projucer. Xcode will start and the Ctrlr project is loaded.
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Building the Ctrlr_SharedCode
First step in building is to build the Ctrlr - Shared Code. Pick it from the list.

~h

tl
[ NON N 2 &L Ctrlr - Shared Code ) Hll My Mac

After successful builds, at the end I decided to

1 7s . . ) Ctrir - AU >
choose building for 'release'. To accomplish this = ‘ |
e g , . . E) Ctrr - AUv3 AppExtension >
choose 'Edit Scheme...' and in the window change E .
) A Ctrlr - Standalone Plugin >
A\l 1 1 =
debug' for 'release’. ‘ ctrir - All >
I 7] Ctrir - VST3 >
SR Ctrlr - Shared Code ) Il My Mac | B ﬁ Ctrir - Shared Code 23
>,Bui|d Info Arguments Options Diagnostics -
1 target 3 r
Build Configuration ~ Release New Scheme... o
S /«;‘:iﬁg Executable None g Manage Schemes...
Next start the actual building of Ctrlr - Shared Code:
m Debug Source Control Window Help
Untitled >
Analyze 3B
Archive | /1 k @
Build For | Running {*3R
B  Perform Action > Testing  {+88U iy
= ) . Profiing 81 =
Build #B } e wesources 7 Lua ) b
Clean Build Folder {+&K
Scheme >
Destination >
Test Plan
rately
Create Bot... = isArray(v)
T,
The build will fail with the message as indicated in the left column:
T C 2
¥ ' No matching constructor for 12 if (plist.existsAsFile() && plist.hasWriteAccess())
initialization of 2 {
'ScopedPointer<juce::XmlElement... 129 ScopedPointer <XmlElement> plistXml (XmlDocument::parse(plist)); @ No matching constructor for...
CtrirMac.cpp ‘ 2 if (plistXml == nullptr)
" | F

To solve this error replace the text on line 129 'ScopedPointer’ with the text 'std::unique_ptr"

lua.c 2 if (plist.existsAsFile() && plist.hasWriteAccess())

¥ ' No matching constructor for {
initialization of 129 IScopechinter <XmlElement> plistXml IXmlDocument: :parse(plist)); @ No matching constructor for initialization of pedPointer<juce:
pedPointer<juce::XmIElement... ; T TTE TR T
CtrirMac.cpp {

e constructor not 3 return (Result::fail("MAC native, can't parse Info.plist as a XML document"));
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so it looks like this:

std::unique_ptr <XmlElement> plistXml (XmlDocument::parse(plist));

L - - - .

Xcode replaces automatically all the text ScopedPointer to std::unique_ptr. Wonderfull!
After this correction the build succeeds.

Next build the Ctrlr - Standalone Plugin. Don't forget to set the scheme to release. If all is well, this build
also succeeds.

Before you can build the AU plugin, you need to go back to Projucer. In Projucer, in the field 'Plugin AU
Main Type', check kAudioUnitType_MusicDevice'. To get to this window click on the settings icon
(indicated by the red arrow) and scroll down until you find the 'Plugin AU Main Type' settings window.
You probably have to expand the window to see the required option:
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Next export the project again to Xcode. Xcode starts up and choose building the AU plugin for 'release’, by following
the steps described earlier in this guide for building Ctrlr. The result is a successful build of the AU plugin.

For building the VST3 plugin, again you need to go back to Projucer to adjust a setting. Click 'Modules', click
juce_audio_plugin_client' and set JUCE_VST3_CAN_REPLACE_VST2' to 'Disabled' and export the project to
Xcode:

® ® % Ctrlr - Projucer
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& File exolorer

License: GPL/Commercial
Location: /Users/SWB 1/Desktop/ctrir-master/JUCE/modules
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Xcode start once again. Choose building the VST3 plugin for release and start building. Result is a successful build
of the VST3 plugin.



As I did wrote on the Ctrlr github page, building a VST plugin was unsuccessful. I found out that JUCE does not
support this plugin anymore, because Steinberg did deprecate the plugin. When you are able to find the (old) VST SDK
and know how to work with it in JUCE or Xcode, then you might be able to build the VST plugin.

Last plugin I did build was the AUv3 AppExtension. For me this format is new, so I don't what to do with it. Maybe you
know. If so let me know!

You will find all your builds in: /ctrlr-master/Builds/MacOSX/build/Release/

Tip! To test the AU and VST3 plugin, or for that matter every audio plugin on your computer, JUCE comes with the
AudioPluginHost.app, but first you have to build this app yourself.

Go to ../JUCE/extras/AudioPluginHost/ and double click the file AudioPluginHost.jucer. Projucer will start. Export the
project to Xcode and build the app. Start the app and drag the plugins you want to test in the window. Double click the
plugin and the content will show. There are a few more options in the app which you certainly will find out by yourself!

This is the end of the guide. Of course you may always contact me with questions, (text) inprovements etc. Please do so
via the Ctrlr github, so others may also profit!
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