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Welcome to the RANCH automated rendering service, the super-powerful - and affordable -
supercomputer for all your 3ds Max / Mental Ray / V-Ray projects!

This document contains information specific to the use of 3ds Max, with or without V-Ray,
on the RANCH renderfarm. Before reading it, we highly recommend you read Part I first - the
General Guide - which includes everything not specifically related to 3ds Max.
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IMPORTANT NOTES

Summary of supported render engines

- The RANCH renders 3ds Max 2011, 2010 and 2009 (x64) projects.

- Animation support with the following engines:
V-Ray, Mental Ray, Maxwell Render and Scanline renderer.

- High performance still image support for V-Ray (Distributed Rendering at full capacity):
128 nodes / 512 cores are working simultaneously on each high resolution image. Please
make sure that your scene has been tested and saved with the same V-Ray version that we use
on the RANCH (we do not support scenes saved with V-Ray 1.50 SP2 or older versions).

- High resolution still image rendering is also supported on 128 nodes with Mental Ray and
the Scanline renderer. For still image (cooperative) Maxwell Render projects, please see the
Maxwell-specific guide on the RANCH web site dedicated to Maxwell Render.

- We support Vue 8.x xStream (from e-on software) as a high-end natural environment
solution for 3ds Max projects which use Mental Ray or V-Ray as the main render engine.

- If your project needs specific external plugins, please contact us first to see if we can support
them (only 64-bit plugins for 3ds Max 2011/2010/2009 will be compatible with the RANCH).

On the RANCH, you pay only for the render time!

The time needed to deploy the project (scene + maps) across the entire renderfarm is not
charged.

Warning about Global Illumination renders

If you plan to render Global Illumination projects with Mental Ray or V-Ray, please read the
instructions detailed in section #4 carefully to avoid unexpected problems in the renders.


