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Mac help file

[Warning] RANCHecker 1.4 (or newer) needs Maxwell Render 2.6 (or newer) to run.

Sending Maxwell Render projects to the RANCH renderfarm has never been so easy!
RANCHecker is a free and very user-friendly application which can:

- prepare a Maxwell Render project to send to the RANCH by gathering all the files needed
by a scene automatically, and packing them into a ready-to-upload .vum project archive.

- connect to the RANCH upload page to send your project with your web browser.

- evaluate the performance of your system compared to the RANCH with a benchmark scene
(you need a valid Maxwell Render license for this - demo mode is limited in resolution).

- estimate the rendering time and cost of a Maxwell Render project on the RANCH.
(you need a valid Maxwell Render license for this - demo mode is limited in resolution).

All this on your local computer!

To run RANCHecker for Maxwell, you need:

- An Apple Mac computer running MacOS 10.
- A valid Maxwell Render application installed.

1) RANCHecker Installation

In your /Applications folder, unzip the content of the RANCHecker_Maxwell_Mac.zip
archive file and rename the unzipped folder to 'RANCHecker_Maxwell'. RANCHecker for
Maxwell must be executed from the /Applications/RANCHecker_Maxwell folder (_not_
/Applications/RANCHecker_Maxwell_Mac). The RANCHecker_Maxwell folder contains:

- the main RANCHecker program (RANCHecker_Maxwell.app)
- this user manual (RANCH_Maxwell.pdf)
- the free p7zip command-line archiver (7za - required)
- and two subdirectories: archive and benchmark.
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2) The first time you launch RANCHecker...

... you will be asked to enter some information which will be saved in the
RANCHecker_Maxwell.ini configuration file:

- the location of your Maxwell Render folder (select any file in this folder).
- the login and password of your RANCH web site user account. This will let RANCHecker
connect directly to the upload web page when you want to send a project to the RANCH.
- if you want RANCHecker to automatically check for updates (highly recommended).

Then RANCHecker will remind you to run its integrated benchmark at least once to calibrate
your system. This information is essential to estimate the time and cost of your future
projects. You can launch the benchmark at any time by clicking on the 'Benchmark' button.

3) The 'Prepare project' button...

... asks you to select a Maxwell .mxs scene. Then the program automatically gathers all the
dependancies - the files required by the scene, e.g. textures - and pack them into a ready-to-
upload .vum archive saved in the archive subdirectory (no Maxwell Pack'n'Go needed!).

If a file is not found, RANCHecker will let you browse on your hard disk to find it manually.
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4) The 'Estimate project' button...

... compute an estimation of the time and cost needed to render your project on the RANCH.
First select the .vum archive of your project. You will be asked to enter the X/Y resolution of
your scene and the Sampling Level you want to reach. RANCHecker will then begin a
simulation. When you feel that the time estimation is stable, click again on the 'Estimate
project' button to end the simulation, and the final time and cost estimation will be displayed:

The result of each estimation is written in the estimate subfolder. Please note that
RANCHecker estimations are directly based on Maxwell Render "Time left" estimations: they
vary and are not always 100% accurate. The longer you let the simulation running, the more
reliable the estimations will be.

Please also note that running the benchmark (see section #8) at least once is mandatory to use
the 'Estimate project' function.

A warning will be displayed if the MXI size produced by your project exceeds the MXI size
limit accepted by the RANCH. You will then have to reduce the resolution and/or the number
of Multilight emitters before you can send the project to the RANCH.


