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How do you
deliver a
feature on the
biggest stage
in the world?
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Sphere

Immersive concert venue.

LED pucks on surface form external screen.
Interior auditorium with capacity of 20,000.
Hemispherical screen on the interior.

64,000 panels form world’s
highest-resolution LED screen

112 metres high.
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Me

Hello I'm Josh!
Lead software engineer at Disguise.

| work across rendering, video streaming
and performance.

Irrational thrill seeker.
No LED panels to speak of.
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Single Large Canvas
(SLC)

Designed to allow drawing to extremely
large canvases (>16k x 16k).

Extremely far-reaching changes to core
infrastructure.

Launched behind an option switch for
stability reasons.

Crucial feature: ability to reverse-project

individual output regions to determine
which area of input was required.
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Development timeline

: 29th September

: SLCer planned
Development Flrst U2 show
: starts .
. : First alpha st
: delivergd :September
- Working ‘Target for
:on- -site with ‘end of
cllent development
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Daily development cycle

US daytime:
Feedback on new
build from client.

UK morning: New SLCer development
tickets passed to
London.

2024

UK evening: New build
passed to US.
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Load configuration Slice content

d3 SLC config B mrset1 target (backplate) videoregionsetjson @  Use remote shared folder Dislcer\
AME render preset ] example_AME base_preset.epr 1~ & Refresh Content

Director Proxy level 178 Available source files

Filter files filter
d3 project name slcer-demo

i 230_LAVA L1180\230_Lava Blue_LL180_v006
420 North v009

B 420 North_v009.seq
420_North_v009_[0000-9999].mov
420_North_v010.seq

© Sclect/Deselect All dance10100x3800-notchlc30.mov

Region Selection
O®o
L B
“82

Select encoder machines spherecount-short.seq

Import machine list spherecount12k

= - spherecount12k.[0001-0100].mov
Available encode machines

spherecount12k.mov

& O localhost f2r00 i spherecount8k [0001-0100Lmov

© Select/Deselect All @ Select/Deselect All

Machine Status

Stop all tasks
@ localhost : Task 1/ 2 - Region 2 - 202.43GB Free ‘

Backup Folder Path Dislcer\sliced

| Auto Run Sync

Sync all renders to backups Sync all renders to servers

Purge all finished renders on nodes Clear all old Tasks
Current Tasks

localhost Cancel Outstanding Tasks Cancel Tasks

B 420_North v009 region 2 [Encoding

B 420_North v009 region 1 'Dispatched
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Project sync
times out on
launch

Unreal DDC
crash

MissingMedia
Domain
version issue

Kevin did
something
for this

Scene ol

in RS field for
Sockpuppet

FPS
indicators  pere
missing

Matrox crash
on exit

0 rsesss =
Unreal fails to create caches
for levels that aren't loaded.

*®s °

Workload
controller
performance

UE crash on
blocky

James
found a bug

Move d3net to

Remote GUI
10G status

causing all other SLC regions
to stop working.

[ 1K °

0 osomsmr -]
Remote GUI status and toggle
for actors

0 Y

Cross-fade
bug

Project
access denied
on launch

Videoin
framerate
fraction

Branch is
unmergeable

DMX sync frame jump

NMOS merge

Renderstream

custom events

Daniel's

looki i
. fookho2t S| Cer with

temporal

HEVC

Write/test

playback

Check/fix
prores

Problem: DMX commands, while now
synchronised/distributed between
machines, have no mechanism to
present 'lateness’; so if a command
does come in late, it will be executed
late without compensation - i.e. a
triggered video will be one frame out
of sync.

This is particularly challenging

because DMX messages go through

Change
video bank

o =
DMX Sockpuppet does not
trigger changes in sync if
machines are dropping
frames.
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Development timeline

: SLCer planned : 17th August : 29th September
: Development : SLCer lead : First U2 show
: starts ‘leaves :

: First alpha  : st

" delivered -Septermber

- Working : Fargetfer

. on-site with :  ene-of

: client : :

. developrent

;24th September
:Last bug fix
‘delivered






Credit: Phillip Lebowitz
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Add comments from your team under

Actions. START

the team category for CONTINUE / STOP / START

WhaT way Lows
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Thank you!
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