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The RANCH RenderFarm User Guide
Part II –the RANCH for Lightwave 3D

www.ranchcomputing.com

09-06-05 –June 5, 2009

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

This document contains information specific to the use of Lightwave 3D 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 Lightwave 3D.
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IMPORTANT NOTES

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

The other phases (below) are FREE.

- A) The distribution process. It is the time needed to allocate the scene and copy all the
textures to all the nodes on the network.

- B) The preprocessing time. This phase only exists when rendering high resolution still
images. It lasts a few minutes at most.

- C) The recombining time only exists when rendering high resolution still images, just
before the compression. During this phase the RANCH creates the final image from the
numerous tiles sent by the nodes. It typically takes less than one minute for a 8K x 6K image.

- D) The compression time (to save you download time) takes a few seconds to a few
minutes. For 500 TGA frames at 1280 x 720 (1.3 GB of data) it takes around 2.5 minutes.

When you use the cost estimator on the RANCH site, the estimated time and cost correspond
to the render time itself. The time taken by the other processes vary with the file format
chosen, the resolution and the number of frames to process.
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2) Scene preparation before sending the project to the RANCH

As the RANCH is entirely automated, you need to send your scene in a project archive which
contains all the files needed for your scene to be rendered correctly. To do this, follow the
steps below:

1) First you need to export the main elements of your scene in a project directory, with
the help of Lightwave. So, create a new directory and give it the name of your project.
In our example we will call it ’MyScene’, but of course you can give it the name you
want. Then load your scene in Lightwave 3D Layout, and select the menu option File /
Content Manager. In the ‘Mode’field, choose the ‘Export Scene’option.

2) Click on ‘New Content Dir’and, in the file dialog which opens, choose the project
directory you have just created (in our example it would be ’MyScene’). You can let
the ‘Reload Old Scene’field checked in the Content Manager Options.

3) Click OK to close the Content Manager Options, and confirm OK in the following
dialog: Lightwave will then save all the objects and textures used in your scene, along
with the scene itself, in your project directory. When this is done, you will find three
sub-directories in your project directory: images, objects and scenes.

4) Check that the .lws scene is correctly saved in the scenes directory, as we have seen
the case when Content Manager failed to copy it correctly. If you can’t find it, you can
just copy it manually from where it is stored on your hard disk to your project dir.

5) Now an important step: if your scene needs other files than those previously gathered
by the Content Manager (these other files can be plug-ins, MDD files, etc.), copy them
directly to the root of your project directory. The Lightwave Content Manager is
unfortunately not yet able to save all the resources needed by a scene into a single
archive. Therefore, you MUST manually include in your project all the external files
needed by your scene, or it will not be rendered correctly. For instance, if you wanted
to send to the RANCH the project water simulation.lws (found in the Lightwave
Content Scenes\Dynamics\Water Simulation dir), you would have to copy the essential
water.mdd file (it can be found in MDD\Water Simulation) to the root of your project
directory, which would then look like this:
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If your scene uses some freeware external plug-ins (.p, .ls, .lsc files), include them exactly
like in the .mdd example above. But - very important - you must also include your
plugin configuration file (LWEXT9.CFG for 32-bit Lightwave or LWEXT9-64.CFG for
64-bit Lightwave). This is the only way for the automated RANCH to know how to use
your plugin correctly. The root of your project directory could then look like this:

- If you do not include your LWEXT9.CFG or LWEXT9-64.CFG file and the archive
contains at least one external plugin, the project will be rejected.

- Note that you do not have to include the plugin configuration file if your project does
not use any external plugin.

- If your Lightwave version is version 8, you will have to rename your LWEXT8.CFG
file (for instance) in LWEXT9.CFG before sending it.

6) If you are using a Radiosity Cache file (introduced with Lightwave 9.5), make sure that
the name of the cache directory in your project archive is exactly "radiositycache", or it
won't be recognized and used. Example of the correct name below:

7) When all the files needed by your project are stored in your project dir, select them all
and compress them with either the .7z (7-Zip) or the .zip format. We recommend 7-Zip
4.57 (www.7-zip.org) for compression, as it is very efficient, free, and available for PC
and Mac. Other formats than .7z or .zip will not be recognized by the RANCH. When this
is done, your project will be compressed into one project archive, with the extension .7z or
.zip.

8) Finally, the last step is to rename your .7z or .zip project archive with the extension
“.vul”. For instance, if your archive is ’MyScene.zip’, rename it to “MyScene.vul”(NOT
to “MyScene.vul.zip”–a common mistake). You must send a file with the “.vul”
extension, it is essential for the automated renderfarm to detect the file as a Lightwave
project.
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3) The cost / time estimator

- When you are on this page, begin by entering your computer’s LWMark result in the
first field. To calculate your LWMark, follow these two simple steps:

o 1) Download the Sponza animation scene from the RANCH site.

o 2) Render the first frame (frame 0) with the default parameters (960 x 540
resolution, and note the render time in seconds.

o 3) divide 1000000 (one million) by this render time to obtain your LWMark.
For instance, if your system takes 1436 seconds (Core 2 Quad Q6600, 32-bit
LW) to render the benchmark, your LWMark is 1000000 / 1436 = ~ 696.

- In the second field, enter an estimation of the average time per frame, on your
hardware, for the project you want to send. If your project is an animation, you can
render a few representative frames to have a good idea of the average time per frame.
If your project is a high resolution still image, you can estimate the render time of the
high res image by rendering a low resolution version, and then multiplying by the
number of pixels difference. For instance, if the scene takes 10 minutes to render at
640 x 480, you can reasonably estimate that it would take 40 minutes at 1280 x 960 (4
times more pixels).

- Then enter the number of frames of your animation (or 1 for a still image).

- Finally, click on the ‘Estimate Cost’button. The approximate time and cost to run
your project on the farm will be displayed, based on the information you entered.

Please be aware that this is only an estimation, and that it has no legal value: the real cost of
your project will be higher or lower than this estimation.
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4) The Submit project form –Lightwave 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). If you are using a prepaid pack to run your project, the line with
the various formulas will not appear in the form.

- The renderer you want to use for your project: we support Lightwave 3D (32-bit or 64-
bit) and Fprime (also 32-bit or 64-bit).

- The X and Y resolution. The limits are 16000 pixels (wide and high).

- The Start frame and End frame for an animation. Please enter ‘1’in these two fields if
you are rendering a still image.

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

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

Choosing the Lightwave version

The RANCH supports both the 64-bit and 32-bit versions of Lightwave 3D. When you submit
your project, please choose the version which was used to create the scene. The 64-bit version
is necessary to render very heavy scenes which require > 2 GB RAM to render, when the 32-
bit version has better compatibility and overall stability.


