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The RANCH RenderFarm User Guide
Part II –the RANCH for Vue 8

www.ranchcomputing.com

09-11-16 –November 16, 2009

Welcome to the RANCH automated rendering service, the super-powerful - and affordable -
supercomputer for all your Vue projects! This document contains information specific to the
use of Vue Infinite or Vue xStream 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 Vue.
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IMPORTANT NOTES

Engines support

- Since November 2009, the RANCH runs with Vue 8 xStream (animations and still images).
- We can render mixed projects 3ds Max 2009 / 2010 / Mental Ray / V-Ray + Vue xStream
8.x. Please see the RANCH for 3ds Max site and PDF User Guide for details.

Although Vue 6.x and Vue 7.x scenes can be rendered on the RANCH, they will be rendered
with Vue 8 xStream. Therefore, we strongly recommend you save your scenes with Vue 8 to
avoid any surprise or problem regarding compatibility, render times and image quality. Please
also note that Vue entry-level versions which do not have the 'Incorporate Texture Maps'
option are not supported.

Cornucopia 3D protected content support

We recommend to always use non-protected content if you intend to send a scene to the
RANCH. However, if you do not have the choice, please contact us before sending the project
to verify that we can support your content.

On the RANCH, you pay only for the render time!
The other phases (below) are FREE

- A) Distribution. Scene / textures allocation to all the nodes across the network.
- B) The file conversion / saving process / recombining tiles.
- C) The compression process (to save you download time).

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

Cost / Time Control for Vue 8.x

The RANCH asks you to specify a render time limit when you submit your project. That way,
you are sure not to exceed your budget if you miscalculated the render time needed to render
your scene. More details on this unique feature are available in section #4 and appendix D.
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2) Splitting a project to avoid the 12 hours time limit

Please be aware that in some cases, splitting a project in the midst of a fast moving animated
sequence can introduce artefacts in the network rendered images around the split point (color
shifts or motion blur differences for instance). In that case, the first images of a sub-project B
(e.g. frames 100 to 125) might lack continuity with the last images of the previous sub-project
A (last frame 99). To solve this problem, you can submit the subproject B beginning at frame
75 instead of 100, to let the renderfarm ‘catch’the differences with previous subproject A on
the first 25 images.

3) The cost / time estimator [works only for VUE 8 scenes]

- When you are on this page, begin by entering the VueMark8 result of your computer
in the VueMark field. To calculate your VueMark8, run the benchmarks described in
the Appendix A of this document.

- Then, in the second field, enter an estimation of the average time per frame on your
hardware. If your project is an animation, you can render a few representative frames
to have a good idea of the average time per frame. But if your project is a high
resolution still image, estimating the render time of the final image is less obvious:
please read section #6 of this guide, dedicated to this subject.

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

- Finally, click on the ‘Estimate Cost’button. The last field will display the approximate
time and cost to run your project on the farm, 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

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 render time limit for your project (min 10 mn, max 720 mn). If your project is not
finished when this render time limit is reached, it will be automatically stopped. This
is a good way not to exceed your budget, as you will be charged for the exact time you
specified (the cost corresponding to the time limit is displayed and updated each time
you change it or the PGH). If the project stopped is an animation, you will get back the
frames already rendered. If it is a still image, you will get back the partially rendered
image. Of course if the real render time is lower than the limit you specified, you will
be charged for the exact render time. If you want your project to finish whatever the
time/cost, simply enter the maximum value (720 mn). More details in appendix D.

- The X and Y resolution. The default limits are 16000 pixels (wide and high). If you
want to render in a higher resolution, please contact us by e-mail to evaluate the
required resources to render your scene in super-high resolution.

- The Start frame and End frame for an animation. If you are rendering a still image,
please enter ‘1’in these two fields (or enter the number of a single frame to render
from an animation).

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

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

We have benchmarked two standard .vue scenes supplied on the Vue 8 'Extras' DVD. You
can render them on your hardware and compare your results with ours to see if our renderfarm
is sufficiently powerful for your needs. Warning: the speed gain will always be more
important when rendering animations than with still images. These benchmarks have been
done with Vue 8 xStream.

* Animation example

The renderfarm is at maximal efficiency when rendering animations, which is a good thing as
animations take generally much more time to render than stills. We have rendered the first
256 frames of the '01_Clouds.vue' scene, with the default user settings.

'Clouds' animation, frames 0 to 255, default User settings, 720 x 486 resolution:

Render time Speed diff. with the RANCH
Core 2 Quad Q6600 @ 2.40 GHz (64-bit) 27 h 32 m 41 s 130.5 times slower
RANCH renderfarm 0 h 12 m 40 s 1.0

An animation which would take an entire week (7 days x 24 hours) on a 64-bit quad-core
would be rendered in only 1 hour 30 mn to 2 hours on the RANCH.


