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RENDERING

Generating frames from accumulating parameters
from 3D geometry, texture files, lights, camera &
Animation information's.
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Pre Production :- Modeling,
Unwrap,

Texturing
- Rigging

Production 1= Animation,
Layout
Playblast
- FX
- Lighting

Rendering

Post Production :- Copmositing
- Editing
- Mastering
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Why RENDERING is complex
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Dynamics

Fluids

Particles

Vegetation

Fur & Hair

Camera panning across
Crowd simulation

Shaders

Sets

Cloth & Muscle Simulation
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Role of GRID in Digital Media

Render Faster in a given IT Infra

Stability to handle complex jobs

The Speed of Grid helps to avoid more IT infra
Grid performance also helps to be more productive



Why RENDERING has to be Quick

To decrease the “Wait Time” Lighting
of the artist for checking
results

To increase better production
productivity by providing
faster output

Any project runs through a

cycle of 2to 3

Repetitions/Retakes .The time

involved in these repetitions

can be managed better with

faster Rendering process. Rendering

Animation

Compositing



Tricky Challenges for Deploying GRID in Digital Media

Application Support (Primary, Secondary & Plugins)
Interface for Scheduling, monitor and reports
Interface for Grid management

Tuning Grid across Pre & Post Implementations



Enhancements for GRID to Perform better

Convert “Image” to “TEXT” for faster computes

Pre-Fetching & Caching Across the Compute nodes reges
1O Time.

3. Dynamic & Static Grids
4. High performance Parallel File Serving & SSD/SSR
5. Real-time CPU Cycle Harvesting

6. Cloud Computing



S PARX

SPARX is an Example of GRID Based Render Solution



Thank you all From DUX team



