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Matthew Mascheri, Jason Heaton and
Michael Narlock share the story of how
they created the immersive SpacePark360

| by digital planetanums. Projecied onto needed to be resolved, including technical
a domed surface, fulldome experiences  glitches, and the Ffact that we had virtually
immerse the viewer in a 3bl-degree no start-up capital and were working without
envirgnment whose native resolulions rival a phy=ical location. At ity core, this was a leap
those of large-formal films. Many fulldeme of faith It was speculative at best, foalhardy
lilms are educaticnal in nature, bul we sought at worst. Ulhimately, thouwgh, the show has
to up-end the convenbon by developing an proven to be a success in the United States
entertainment-based exparience. and abroad.
The creative process behind a modern
planetarium experience 1sn't that dilfferent What we did r‘a’gh:
el 1o develop talavision 1. We had a clear vision
& writing phase, We knew our target demographic well, and
{ spent ample fime i pre-produciion. 5o we
; werse able to desipn a marketable brand
2008, Dome3D began the creative journey satity, leverage social media outlets,
that resulted in SpacePark260, & modular and develop a promotional website. The
experence that fuses space themes, relatianships with patential chients thal were
umigue music and the excitemeant of developed during pre-production helped ta
amusement park thrll ndes creale the positive cash ow necessary Lo
There were many [acets ta the development  launch into full production. To help keep costs
of SpacePark360 that set it apart from down, we created a virtual office using online
anything tradifional. Perhaps the bhagest tools such as Google Docs and Skype, and
5 the facl that we lived in different tsed Logheln to share screens. We also
areas of the United Sates. istance aside, used Youlube and Vimes extensively to

IR E - = “ he fulldome medium 15 primanly wsed we were faced with challenging issues that
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% fBrush was used to mould
terrain around the rides.
Terrain was textured using
wertex paint in dds Max. Rock
particles were added later

post private test ammations for review and
to shaw 1o potential clients.

2. We created a modular product
Unlike typieal planetanum producliions,
Spacelarkibl) was designed as a madular
show, divided uwp 1nlo mine parts, each
featuring a particular ride and enviconment.
lhis alforded theatres the aption to purchase
mmdrnidual ndes, a set of ndes, or the full
mne-ride expenence. Addittonally, theatres
could purchase the indiidual ndes as they
wers completed, before the entire show was
hnished, which helped to generate revenue.
Modularity alse afforded us the opportunity
to add on fo the exsting show in the
huture, which we're currently doing with
SpaceParkibl: Infinity, due [or release later
this year. Infinity will leature nine new rides
that wall nol only serve as a sequel, but can
alsa be wsed to complement the onpinal show.
lheatres around the warld will be able 1o
mix and match 18 ndes - roughly 9 minutes
of matenal — inte & show that hts thear
particular nepsds.

4. We welcomed colloboration
Another unique aspecl ol Spacefarkisl) was
the fact that we collaborated with multiple
artisls to create soundirack options, We
hrst worked with veteran composer Mark
Patersen, and his Geodesium brand. who's
well known in the planetarium communtty lor
his deep and rich space music,

After SpaceParkd36l was complete, the
lellus Seence Musewm in Georgla reached
out to artist Mapge Smith and producer Will

wwsl ddworldmag. com

* Fulldome sequences are
rendered at 30fpa with
resolutions up to 4,086x4 096
plxels. Care was taken to
ansure that the motion looked
. great, not only on a deskkep,
* but at full resolution in a dome

S Original scores were created for the show,
including one featuring rock artist Maggie Smith
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Wheeler to have custom music created. Their
alternative rock score was laler provided as a
sapond soundirack option.

What went wrong
1. Hendering was a challenge

The single largest challenge 1o creating an

immersve dome expenence 15 the amount

of time 1t can take 1o render the content. The
final product 15 typueally a 30-210 minute show
renderad at 20fps with individual frames that
can be up 1o 4,0%x4 09% pixels. Bven alter
scene oplimisation, a three-minute ride with
proper molion biur and plobal 1lumination
could take weeks or months to render. L]
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2, Playback standards can be difficult
Currently there are dozens of ways to slice
encode and project fulldome content. Slicing
and encoding are industry lerms for how to
break complete domemasters (the individual
frames af an animation) inte chunks of
information that a multiple-projector sysiem
can play. The lack of playback standards
caupled wath numersus projection tems
makes streamlined distribution of ulldome
content costly in both time and resources.

Lessons learnt

Thel % we learnt an SpaceParki6l
aided us immeasurably as we work on its
segquel, SpacePark360: Infinity. Even though
there were a number of production issues,
none was mare mmportant than ensuring

that the final product looked and felt oght
when projected anto a dome. Il the motion
wasn't nght, the exhilaration of the ride
wionld be Lost. [E the environments weren't
engaging, the intensity of the rde would be
dimirish Everything had to work together,
to be balanced, or the net effect would be the
appasite of entertainment.
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¥ Creating the show

in separate modules
enabled the team to
generate excitemsant
before it was complate.
Here, & ride is setin the
rings of a gas giant

¥ SpacePark360 features
nine rides, each set ina
differant location in the Solar
Syatem. Here, a thrill ride

is gt on a floating platform
in the upper atmosphere

of Jupiter's clowds

We also learnt not to be afraid to leave our
combart zone. Although we created this show
with planetariums and immersive theatres

in mind, we believe thal the idea behind the
show may be welcome in other formats and
markels. Indeed, [or Spacefarkibl: Inhnity
we've sel a few of the rides in emvironments
that might He ssible in other formats,
such as a 40 simulatar, Far the saquel,

we're also making sure that every aspect

of production gees through each of our
hands: each nde and terrain goes through an
extensive review and analysiz phase. The end
result will be a nde experience that's greater
than the sum of its paris.

SpacePark360 was a project that involved
three Iriends working together lo overcome
varnoeus problems in order to create a show
that featured roller coasters in space. [f that
sounds like 1t was a Lot of [un, it was. But for
us, nothing 15 more reswarding than heanng
about the swecess of our show fram the people
running it — such as a message we recemved
from Mike Smail ol Lowsiana Art & Sclence
Muzewm: "130-plus kids are screaming in my
planetarium, and 1it°s all your faalt!™ ®
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