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BURJ KHALIFA

MEDIA FACADE SCREEN

CONTENT CREATION MANUAL
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THE CANVAS
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and the largest single display surface on Earth.
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THE DISPLAY

29,628 pixels high

multiple iered strata
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FLAT VIEW
(onlyeverseenfrom
fardistanceandby
helicopters)

THE VIEWING EXPERIENCE

Perspectiveis everythingwhen making content for the world's tallest building. Mostviewerswill view the Burj
Khalifafrom nearthe base. This dictatesthe area of interest - pixels near the base are much morevisibleand
present. The flatviewis quite deceptivein terms of real experience.
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WHAT YOU’LL NEED

Tousethetools provided , UTORIT TAAA A MmEAx

AfterEffects. AECCversion 18 orlateris required.

AE plugin. You'l need the native AE plugin ft-UVPass, downloadable from

hittps//aesaripts.comy/ft-uvpass/

HAP codec. Your outputwill be in QuidTime format using the open source HAP codec:

hittps://github.com/Vidvox/hap-at-codec/releases/tag/version-12

Onceyou have those instaligoll can use the templaties and After Effiect project.
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TEMPLATES AND TOOLS

PERSPECTIVE

1576 x 6240

Thistemplate is optimized to simplify content creation. Not
pixeHperfect acouracy, but much easier toworkwith. Easy
previews and WYSMYG workflow.

Therearetwowaystowork The perspective
workflowisthe preferred method foralmost

allsituations.

PARALLEL VIEW

149 x 29,628

Thistemplate s pixelperfect, with pixels assodated with every LEDonthe
facade. More challenging and technically demanding toworkwith. More

steps required to preview content.
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RENDER FORMATS

PERSPECTIVE

1576 x 6240

Content can be output directly in the perspective format for
playbadk

PIXEL ACCURATE

273 x 12,656

Depending onyourworkflow,youmay
renderand deliver contentinoneoftwo

differentformats.

Because of technical limitations onfile sizes, some remapping is requiired for
pixekaccurate playbadk onsite.
This pixel padking must be done using the After Effects template.
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PERSPECTIVE TEMPLATE
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PERSPECTIVE TEMPLATE

The perspective template sacrifices a small amount of

accuracyin retumfor a greatly simplified workflow from
visualization through production.
” Contentis made using a previsualization mask. The maskis
Nw l removed forthefinal render.
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PERSPECTIVE TEMPLATE TOOLS
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PNG MASK WITH ALPHA

Thispaspechemeskcanieusedipguiddymockupaonient
fopeew.

AFTER EFFECTS COMPOSITION
Apecnipued Al Biedspaeds setupwihaompodionsio
SUppatooreniaesn .
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PERSPECTIVE TEMPLATE - AE COMP
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Some unusual workfiows may also call for rendering using the optional
2AMmAEOAAOMAEODT I 0AOOPAAOGEOA:z Al i Bi OEOQEI

asterComps
3 d3_direct_fros
{3 d3_direct_fromPer

® ¢
»H 1 B [persp_mask v03png]
v 2 ] replace me (test content)

D Opa
»H 3 R [preview_perspipng]

/lll

% Full [=] B Active Camera

work_perspective = rQ

Stencil
Normal

t

{

Preview

14 < > > »l

Spacebar

Work Area Extended By Current T..

Current Time

Effects & Presets

Motion Sketch




KHALIFA

BUR]

PERSPECTIVE TEMPLATE - AE COMP

/

Importyourfootageinto the After Effects projectand
addittothe “work_perspective” imeline.

Create your content usingthe “persp_mask" layerto
preview the effectonthe building,

Disable the “persp_masK’ layerforfinal render.
Therearetwo output options. Theyare explained on
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PERSPECTIVE TEMPLATE - RENDERING

PERSPECTIVE

1576 x 6240

almostall situations.

Rendered directly fromthe “work_perspective” timeline.
Thiswill be used in most drcumstances.

PIXEL ACCURATE

273 x 12,656

Therearetworenderformats. The
perspective renderisthe preferred method for

Rendered usingthe “d3_direct fromPerspedtive” imeline.

Thiswill be used onlywhenthe goalis to combine or composite
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PARALLEL VIEW TEMPLATE
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PARALLEL VIEW TEMPLATE

Thispixel - accurate template maps individual pixels from the
video content fles to individual LEDs on the Burj Khalifa.

Itis much more complexto use, and regires significant
technical expertise to achieve visually compeling resuits.

it shouid only be used when a predise and spedific effect (for
example anarchitectural highlight) is required.
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PARALLEL VIEW TEMPLATE

PNG MASK WITH ALPHA

Triksipestern iedpemepgNopevan
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PARALLEL VIEW TEMPLATE - AE COMP

AEEO OAI bl Aliok a8 Oe OBAI &1 OEOETT A O

4 EA

2AtecMAEOAAOMAOT i 0AOAT T Al 2 Al DI

B # template_parsllel

(o)

I

EOET 1

Adobe After Effects CC 2018 - {Users/marie/Documents ... ROJECTS/DBK/NILS/_FINAL_20171215/afx_master_burj_fulljmaster_burj_06.aep
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PARALLEL VIEW TEMPLATE - AE COMP

Bringyourfootageinto the After Effects projectand Create your contentin the composition.
addittothe “work_paralle!” timeline.

Rendersmustbe made usingthe “d3_direct_fromParallel”
compositionwhich packs the contentinto the required
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PARALLEL VIEW TEMPLATE - RENDERING

PIXEL ACCURATE

273 x 12,656

Rendered usingthe “d3_direct fromParallel” imeline.
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RENDERS - SPECIFICATIONS AND SETTINGS

FRAME RATE

INTERLACING

FORMAT

CODEC

MANAGING QUALITY

30 FPS

Non interlace video

Quicktime movie (MOV)

HAP
HAP with audio (44.]1 or 48kHz uncompressed stereo)
* Do not deliver assets in HAP-Q with Alpha

For motion graphics content with gradients we recommend to add 3% colour noise before final

renders. This makes gradients and colour reproduction better in the HAP codec.
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