
(You can download the pixel map by clicking on the image.)

Resolu�ons

Codecs

Audio
9939x4522p @ 30FPS 48 kHz, 16 bit

Prefered: DXV3, No Alpha
(MOV Container)

Op�onal: H264 or H265, No Alpha
(MP4 Container)

Op�onal: Apple ProRes 422 HQ
(MOV Container)

Only 8-bit color depth is accepted for the videos.

3322x1200p @ 30FPS WAV, Uncompressed audio

3295x1200p @ 30FPS Separate audio file, same length as the
related video file3322x1200p @ 30FPS

3295x3322p @ 30FPS

9939px

4522px

Content Guidelines Kanvas

• Full Canvas

• Le� Wall

• Center Wall

• Right Wall

• Floor



Content Crea�on

There are two ways to create videos for the Kanvas surfaces:

1. A single full-resolu�on video file – In this case, the en�re surface is combined into one video,
with a total resolu�on of 9939×4522 pixels.
The video must be placed on the surfaces according to the reference image above.

2. Separately rendered surfaces – Each wall and the floor are rendered as individual video files:

At the end, please render the final output separately for each screen.

If audio is required, a sound file matching the video’s length should al so be created
and exported in .wav format.

• Le� wall: 3322×1200 px

• Center wall: 3295×1200 px

• Right wall: 3322×1200 px

• Floor: 3295×3322 px

• Avoid overly fast or long, con�nuous movements, as they can be disorien�ng or even make
viewers feel dizzy.

• Too much bright content reduces contrast, so it’s important to balance light and dark areas.

• Content can be produced in any way: mo�on design, full 3D anima�on, or even panorama
renders work if rendered with proper 3D UV projec�on.

• Focus primarily on the surfaces: the deeper the perspec�ve, the more crucial it is to consider the
viewer’s posi�on rela�ve to the virtual camera.

• Be careful with mo�on, since the floor is also projected; every movement affects the overall
experience.

• The most effec�ve setups for mapping are those that fully u�lize the actual space. For example, a
par�cle flowing down a wall and con�nuing across the floor works really well in this kind of setup.

Things to keep in mind when crea�ng content

Content crea�on considera�ons



Content Test and Rendering
At the link below, you will find an A�er Effects project file containing 6 composi�ons:

• Full Canvas

• Le� Wall

• Center Wall

• Right Wall

• Floor

• Test Sec�on

Rendering with A�er Effects
In A�er Effects, to render a composi�on, first select the one you’d like to export from the area

marked with the blue box. Then, drag the slider highlighted in yellow

to the end of the video �meline – this sets the dura�on of your render.

1.

Next, go to the File menu, open the

Export submenu, and select

Add to Render Queue.

2.

Place your own videos into the wall and floor composi�ons, making sure they are posi�oned correctly.

A�erwards, you can check everything in the Test composi�on.

The Test composi�on is a 3D space that shows exactly how the projec�on will look on site.

Once this is done, render each wall and the floor composi�ons

using the method demonstrated in the next sec�on.



Here you can download here the source A�er Effects file.

Finally, set the desired output file format,

as shown in the example below.
3.

https://drive.google.com/file/d/1NuJVAUwbspirmwRkWCVeLqDCTsexMN0Z/view

