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[info] version=“23”

[cluster_node] id=“node_left” addr=“10.1.100.2” window=“wnd_left” master=“true”
[cluster_node] id=“node_right” addr=“10.1.100.3” window=“wnd_right”

[window] id=“wnd_left” fullscreen=“true” viewports=“vp_1,vp_2”"
[window] id=“wnd_right” fullscreen=“true” viewports=“vp_3,vp_4”"

[projection] id=proj_easyblend_1 type=“easyblend” file=“C:\Program Files\Scalable Display\DEI\LocalCalibration\ScalableData.pol” origin=easyblend_origin scale=1
[projection] id=proj_easyblend_2 type=“easyblend” file=“C:\Program Files\Scalable Display\DEI\LocalCalibration\ScalableData.pol_1” origin=easyblend_origin scale=1
[projection] id=proj_easyblend_3 type=“easyblend” file=“C:\Program Files\Scalable Display\DEI\LocalCalibration\ScalableData.pol” origin=easyblend_origin scale=1
[projection] id=proj_easyblend_4 type=“easyblend” file=“C:\Program Files\Scalable Display\DEI\LocalCalibration\ScalableData.pol_1” origin=easyblend_origin scale=1

[viewport] id=vp_1 x=0 y=0 width=2560 height=1600 projection=proj_easyblend_3
[viewport] id=vp_2 x=2560 y=0 width=2560 height=1600 projection=proj_easyblend_4
[viewport] id=vp_3 x=0 y=0 width=2560 height=1600 projection=proj_easyblend_1
[viewport] id=vp_4 x=2560 y=0 width=2560 height=1600 projection=proj_easyblend_2

[camera] id=camera_static loc=“X=0,Y=0,7-0.0"

[scene_node] id=cave_origin loc=“X=0,Y=0,Z=0”  rot=“P=0,Y=0,R=0”
[scene_node] id=wand loc=“X=0,Y=0,Z=1"
[scene_node] id=easyblend_origin loc=“X=0,Y=0,7=0" rot=“P=0,Y=0,R=0"

[general] swap_sync_policy=1 ue4_input_sync_policy=1
[network] cln_conn_tries_amount=10 cln_conn_retry_delay=1000 game_start_timeout=30000 barrier_wait_timeout=5000
[custom] SampleArgl=SampleVall SampleArg2=SampleVal2

BRI —ICEBTaT7I E=F2—@EIFA2T1T T7 1L DFEHI

[info] version=“23”

[cluster_node] id=“node_left” addr=%127.0.0.17” window=“wnd_left” master=“true”
[cluster_node] id=“node_right” addr=%“127.0.0.1” window=“wnd_right”

[window] id=“wnd_left” fullscreen=“true” viewports=“vp_left” WinX=“0” WinY=“0” ResX=“2560" ResY=“1440”
[window] id=“wnd_right” fullscreen=“true” viewports=“vp_right” WinX=“2560" WinY=“0” ResX=“2560" ResY=“1440"

[projection] id=“proj_left” type=“simple” screen=“scr_left”
[projection] id=“proj_right” type=“simple” screen=“scr_right”

[screen] id=“scr_left” loc=“X=1.5,Y=-.8889,Z=0” rot=“P=0,Y=0,R=0" size=“X=1.7778,Y=1.0"
[screen] id=“scr_right” loc=%“X=1.5,Y=.8889,Z=0” rot=“P=0,Y=0,R=0” size=“X=1.7778,Y=1.0"

[viewport] id=“vp_left” x=“0” y=“0” width=“2560" height=“1440" projection=“proj_left” camera=“camera_left”
[viewport] id=“vp_right” x=“0” y=“0” width=“2560" height=“1440” projection=“proj_right” camera=‘“camera_right”

[camera] id=camera_left loc=“X=0,Y=0,7-0.0”
[camera] id=camera_right loc=“X=0,Y=0,7-0.0”

[scene_node] id=cave_origin loc=“X=0,Y=0,Z=0” rot=“P=0,Y=0,R=0"
[scene_node] id=wand loc=“X=0,Y=0,Z=1"
[scene_node] id=proj_origin loc=“X=0,Y=0,Z=0" rot=“P=0,Y=0,R=0"

[general] swap_sync_policy=1 ue4_input_sync_policy=1
[network] cln_conn_tries_amount=30000 cln_conn_retry_delay=500 game_start_timeout=30000000 barrier_wait_timeout=50000000
[custom] SampleArgi=SampleVall SampleArg2=SampleVal2
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