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The RANCH RenderFarm User Guide
Part II –the RANCH for Indigo

www.ranchcomputing.com

10-07-05 –July 5, 2010

Welcome to the RANCH automated rendering service,
the super-powerful - and affordable - supercomputer for all your Indigo projects!

This document contains information specific to the use of Indigo on the RANCH renderfarm.
Before reading it, we highly recommend you read Part I first - the General Guide - includes
everything not specifically related to Indigo.
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IMPORTANT NOTES

The total time of a project, which determines its cost, includes:

- the distribution of the project across the network.
- the preparation / warming up phase.
- the render time itself that you specify in the submit project form.
- and the merging of all IGIs into the final IGI.

If the render time of your project >= 60 minutes…
the IGI gathering + merging phase is FREE of charge!
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3) Scene preparation for a still image project –Cooperative mode

To prepare your scene before sending it to the farm, do the following steps:

1) Open Indigo and choose the ‘Pack Indigo Scene’option in the File menu.

2) Load the scene (.igs) to pack, choose a name for the packed (.pigs) version and save it.

3) Rename the .pigs file with the extension “.vui”. For instance, if your archive is
“MyScene.pigs”, rename it to “MyScene.vui”. You must send a file with the “.vui”
extension, it is essential for the automated renderfarm to detect the file as an Indigo
project.

Please also try to keep the filenames short (less than 20 characters) for your scene
and for your .vui archive.

When the preparation is done, you can send your project.
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5) Scene preparation for an animation project –Frame mode

In animation mode, each frame will be assigned to a different node. The time limit you will
enter in the Submit project form will be interpreted as the maximum time per frame (NOT the
maximum time for the whole animation). Here are the steps to follow:

1) Create your animation in the host application (3DS Max, C4D, etc.), and use the
Indigo plugin or exporter / script to generate as many IGS files as there are frames in
the animation. Copy all these IGS scenes with their related objects and textures in a
new directory that you will use to store all your project’s files. Let’s call it
PROJECTDIR (but you can give it the name you want, with only letters and numbers,
no spaces or special characters). Here is an example of a simple 34 frames animation:

2) Compress all the files in PROJECTDIR in one archive with the .7z (7-Zip) format or
the .zip format depending on the compacter you use. Please do not use another format.

3) Rename the compressed archive you just created with the extension “.vui”. For
instance, if your archive is “MyAnim.zip”, rename it to “MyAnim.vui”. It is essential
for the automated renderfarm to detect the file as an Indigo project.

The RANCH will know that your project is a still image if it finds only one main IGS scene in
your .vui file. It will then allocate the same scene to all the render nodes in cooperative mode.
If it finds several IGS files with a name beginning by “PACKED”, it will correctly recognize
them as include files and not as scene files. If it finds at least 10 IGS scene files in your
archive, it will process the project as an animation and allocate each IGS scene / frame to a
different node.

Please also note that you cannot upload a file with a size > 2 GB to the RANCH. If you
send an animation project composed of many .IGS scenes, this limit can be reached. In
that case, you will have to split your big project into several smaller projects, each with a
size < 2 GB.
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IMPORTANT: IGI size and processing time

The final IGI file is obtained by gathering and merging the cooperative IGI files from all the
render nodes. The size of a IGI file depends mostly on the resolution of the project. The
gathering time (copying all the IGIs across the network) and the merging time (the fusion of
all these IGIs into the final IGI) depend on the size of each IGI.

With very large IGIs, a huge amount of data must be transferred back and forth across the
network, and the time required for the gathering + merging phase can be quite long. That
being said, the RANCH offers the highest level of merging performance available today,
thanks to a proprietary superfast IGI merger. The current individual IGI size limit that can
be processed with our parallel multi-merging technique is around 2.50 GB.

- With 576 MB IGIs, the gathering+merging phase takes around 6/7 minutes.
- With 1 GB IGIs, the gathering+merging phase takes around 11/12 minutes.
- After the merging, the tonemapping typically takes from a few seconds to one minute.

The merging phase is FREE if the render time of the project is >= 60 minutes!
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7) The submit project form –Indigo version

In this form, you will have to enter:

- The pay per project formula you choose to render this project (Diamond, Ruby,
Emerald or Sapphire).

- The X (width) and Y (height) definition. If you want to render a still image in a very
high resolution (> 8K), please contact us first to evaluate the required resources to
render your scene.

- The Render phase time limit. Here you specify the maximum time to spend on the
rendering phase (if you send an animation it will correspond to the maximum time per
frame, NOT the maximum time for the entire animation).

- The number of Samples Per Pixel you want to reach. The render will stop as soon as
one of those two conditions is met (time limit reached or SPP level reached).

- When all the fields are filled, click on ‘Validate’.

Please note that the values you enter here override those saved in the scene.
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9) Benchmarks

The RANCH is the only renderfarm to publish precise benchmarks on its performance!

In 10 minutes, at 1024 x 768 resolution, a 64-bit Core 2 Quad Q6600 reaches a SPP of 187 on
the diffuse_transmitter_test.igs scene. In the same amount of time the RANCH reaches a
SPP of 29350 (benchmark with Indigo 1.0.9, 64-bit, Windows XP64).

The RANCH is 157x faster than a Core 2 Quad Q6600
and 125x faster than a Core 2 Extreme QX6850 @ 3 GHz

To have a better idea of the performance you can expect from the RANCH, compared to the
system you use daily, run this scene (it is available in the testscenes directory of the Indigo
installation) for 10 minutes, in 1024 x 768, and note the Samples Per Pixel number (SPP).
Divide the SPP of the RANCH (29350) by the SPP of your system: this ratio will help you
estimate the render time of all your projects.

A concrete example: if you have a Q6600, the ratio is 29350/187 ~ = 157 (to simplify). If you
want to reach SPP=5000 on your current project, run it first on your system until it reaches
5000/157 ~ = 32 SPP and note the time. It will take the same amount of time for the RANCH
to reach a SPP of around 5000 (~ 32*157).


