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The RANCH RenderFarm User Guide
Part I - General Information
www.ranchcomputing.com

10-01-04 –January 04, 2010

Welcome to the RANCH automated rendering service, the super-powerful - and affordable -
supercomputer for all your 3D projects! If you are a new user, or just want general
information about our renderfarm, this document is just what you need! If you want to know
more about what makes the RANCH unique amongst renderfarms, you can also download the
RANCH Philosophy document. This document is the first part of the RANCH User Guide
(RUG). The second part is specific to each 3D software we support and can be found on the
homepages of our different sites:

The RANCH renderfarm is based in Paris, France (GMT+1), since March 2007.
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IMPORTANT NOTES

For each 3D software we support, the version number used in production is always displayed
at the bottom of the HomePage, on each corresponding RANCH web site. Before sending a
scene, we recommend you save it with the same version. Otherwise, incompatibilities and
differences in render times and image quality might occur, due to modifications to the render
engine which often happen between versions.

If you are a new RANCH user,

We offer you a $50 FREE trial (around 16 minutes of rendering with the Sapphire formula).
This corresponds approximately to a 30 hours render on a single Core 2 Quad @ 3 GHz! Just
contact us by e-mail after registering to benefit from this offer.

3D applications supported

- Autodesk 3ds Max
- Chaos Group V-Ray for 3ds Max
- Newtek Lightwave 3D
- E-on software Vue Infinite / xStream
- Next Limit Maxwell Render
- RandomControl Fryrender
- Glare Technologies Indigo

Please check our web sites and application-specific user guides for the versions supported.

Recommended minimum number of frames (animation projects)

Whatever software you use, to optimize the cost / time ratio for animations (each node render
a single frame), we recommend you send sequences of at least 100 to 120 frames - even for a
test. It takes the same time to render 2 or 120 frames on the RANCH, as we have more than
120 nodes working in parallel. If you send significantly less frames, different nodes will have
to render the same frames => a waste of resources and money (the cost would be the same for
2 or 120 frames as all the nodes would be rendering anyway). And by sending less than 120
frames, you also would not be able to deduce the real time/cost for a lengthier project, as the
full power of the RANCH would not have been used efficiently on the test.
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4) The waiting list, the priority system and how to calculate the cost

* No sharing on the RANCH: the full capacity is guaranteed for each project!

All projects of equal priority are processed in a first-in first-out order, with a waiting list for
following projects. The waiting list real time status is always viewable by registered users, on
a dedicated page on our web server.

The advantage of this system is that, instead of being diluted among many running jobs (each
using only a small percentage of the total renderfarm’s capacity), your project will always
receive the full attention of the farm, and 100% of its CPU power for rendering. In fact, a
1536 GHz processing power is dedicated to each project, and when your render has begun, no
CPU cycle will be “stolen”by other projects! As the same computing power is involved for
each project, it is also easier for you to estimate the render time from one project to the next.

* Priority and cost

The priority system is there to sort the projects in the waiting list. The higher the priority, the
sooner the project will be processed. The priority level depends on the payment formula you
choose (Pay Per Project, prepaid Refill...). For all details about our prices, please check the
Price Info page on the RANCH web site.

The price per GHz-Hour (PGH) corresponds exactly to the project priority. For instance, a
‘Diamond’project will have a PGH of 0.18, and a ‘Sapphire’project will have a PGH of 0.12.
The cost of a project is determined by the following formula:

1536 GHz x PGH x Processing time charged = Total Cost

ex1: 15 mn (0.25 h) with Sapphire formula = 1536 x 0.12 x 0.25 = $46.08
ex2: 30 mn (0.5 h) with Diamond formula = 1536 x 0.18 x 0.5 = $138.24

If you are using a Pay Per Project formula, as long as your project is in the waiting list and is
not the currently rendered project, you can increase its priority level to move it higher in the
queue. All you have to do is go to your ‘My projects’account and change your formula.
Please note that the formula with the maximum priority is Diamond, with a PGH of 0.18.

Note
When the rendering of a project has begun, it exits the waiting list and becomes the
active project / current job: in no way can it be interrupted by another project.
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Important: when the Upload application is on screen, please begin the upload in the
following minutes. If you let the session opened for too long without sending a file, it will
automatically terminate, and the project information you entered previously will not be kept.

If you encounter a problem while uploading your project (an internet disconnection for
instance), do not worry: you will be able to re-upload your file without having to pay a second
time. To do this, log in, go to “My projects”and click on “+more”on your current project
line, then click on “Upload your project”.

Note: you cannot upload a file with a size > 2 GB.

When the file is successfully uploaded, you will see the following message:

At this stage, your project will pass several automated filters to confirm its validity. When this
is done, it will appear in the waiting / priority list. If it is the only project in the job queue, it
will be processed immediately. If your project cannot be processed, you will receive an e-mail
with a description of the problem.


