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1. EXECUTIVE SUMMARY 

 

This deliverable covers the activities related to task 7.1 where the integration of InfinitySet and 

Unreal Engine is being carried out. The two main objectives in this task are first to prepare both 

engines so they can run together in an easy and seamless way for the operator, and second to 

connect them so they can share parameters and events, and can stream their  renders in real 

time and in both directions through shared memory.  

The document will first introduce the main concepts and overall architecture of the system, 

then the aforementioned two main challenges will be presented along with details on how they 

are being achieved, and finally the current functionalities of the system will be introduced and a 

brief manual on how to make use of them will be a dded as an annex to the document. The 

conclusions section, apart from presenting the current development status of the system, will 

also detail the planned activities still pending to achieve complete functionality.  

 

2. BACKGROUND 

 

Two of the most important outcomes of WP2 have been the description of the different use 

cases and scenarios and the overall architecture of the system and its different implementations 

for each use case, including a reference implementation to facilitate the technology providers to  

implement and integrate their modules.  

 

Depending on the specific use case requirements, the Present general architecture may involve 

different modules and functionalities, but for the development and integration of each of its 

modules, a reference implementation including all the possible functionalities and requirements 

was proposed.  

 

Therefore the broadcast use case has been based on the said reference implementation, and 

the activities and developments made in task 7.1 have been oriented to the integration of 

InfinitySet and Unreal Engine in such a way that along with the developments carried out in 

task 7.2, the resulting piece of software will assure compatibility with the rest of systems in 

Present, while providing all the required functionality to perform the proof of concept tests 

coming shortly in the project time plan.  

 

Specifically the design of those modules intended to share parameters and events between the 

two graphic engines have been adjusted from their initial designs and now they are alr eady 

functional and fit the proposed general architecture in WP2 and its reference implementation.  

 

3. INTRODUCTION 

 

One of the main aims on the integration of InfinitySet and Unreal Engine has been to make the 

system quick to understand and easy to manage by operators. In order to achieve this 

objective, the plan was to make it possible to put all the systems up and running just from the 

user interface included InfinitySet, the engine would connect to the so called Brainstorm Unreal 

Player, a standalone application that once run from InfinitySet would be capable to start the 

Unreal Engine and load the required project.  

 

During the project design and implementation, this Brainstorm Unreal Player application was 

found to be possible to be built-in as one more module in InfinitySet, so the now the current 

design has no pieces but just the two engines. InfinitySet is capable to start Unreal Engine, load 

the required plug-ins in order to enable bidirectional communication and finally load the 

required Unreal Engine project along with its specific required plug-ins. The system is now 

much faster to operate and easy to understand, and its architecture is also easier to explain and 

detail. 


