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PART I.			  Network Rendering








Peer-to-peer networks (i.e. Lantastic, PC-NFS, Workgroups for Windows, Netware Lite):





First and foremost, before you begin setting up your network configurations, please be certain that you have 3D Studio release 4 installed on every machine you intend on using for your rendering farm.  Earlier releases will not work with LenZFX and may cause unpredictable results. Now comes the process of configuring 3D Studio for use with LenZFX!





For LenZFX to render correctly across any peer-to-peer network there are several things that the user must do to insure that the LENZFX_I.IXP can find all of the files necessary for a proper rendering. Throughout this explanation I will be referring to the master machine and slave machines.  Although in a peer-to-peer network, there really is no true master or slaves machines, by master I will be referring to the machine that has the 3D Studio and LenZFX locks attached, and will be initiating the render.  The slaves will be any machine that will be accessed through the network.   


 


	1.)  First, you must install the IPAS on all of the machines that will be used in 			the render farm.  This includes all of the subdirectories and process files 				that LenZFX will use.  DO NOT just copy across the .IXP files!  LenZFX 				may not function properly if you do.  Use the installation utility that comes 			with the process.


	     


	2.)	Second, you need to edit your 3DSNET.SET file in all of your slaves 				/3DS4 root directories so that their NET-PATH points to the machine with 			the MCS control files subdirectory (generally it's then /3ds4/network 				subdirectory of the master machine).  This needs to be set as it is seen from 			the slave's vantage. In other words, if you've got two slave machines 				(SLAVE#1 and SLAVE#2) that are connected to your locked copy of 3D 				Studio, and SLAVE#1 sees the master machine’s /3DS4 root DRIVE as 				say U:, and SLAVE#2 sees the master machine’s /3DS4 root drive as L:, 				then their settings would be as follows:





	     	SLAVE#1:


	     	NET-PATH = "U:/3DS4/NETWORK"


	     


	    	SLAVE#2:	


	     	NET-PATH = "L:/3DS4/NETWORK"	


		


	     3.)	Third, you need to edit your 3DS.SET file in all of your slaves /3DS4 root 				directories so that their MAP-PATH statements include the master 					machine’s process and lenzfx-process subdirectory.  Once again, this needs 			to be from the slave’s reference to it’s drive mapping to the master 				machine.  Assuming the same configuration from the above example for 				net-paths, the two slaves’ MAP-PATHS would have extra lines that 				resemble this:





	     	SLAVE#1:


	     	MAP-PATH = “U:\3DS4\PROCESS”


	     	MAP-PATH = “U:\3DS4\PROCESS\LENZFX”





	     	SLAVE#2:


     	     	MAP-PATH = “L:\3DS4\PROCESS”


	     	MAP-PATH = “L:\3DS4\PROCESS\LENZFX”





	*  Also be certain that all of your slave machines 3DS.SET file have both the 	following statements set correctly, and without any semi-colon preceding them:





		VPOST-ZBUFFER = YES


		OUTPUT-RENDER-COORDS = ON





	     4.)  	Now, on your master machine you can create your animation using 				LenZFX or LenZSTAK effects.  Be certain you write down the names of 				the individual .LZF and .LZS files that you create or intend on using.  This 			is important because once you have tweaked your animation and LenZFX 				effect(s) to your liking, you will need to copy the .LZF and .LZS files 				across your network to the slave machines’ \3DS4\PROCESS\LENZFX 				subdirectories.  This can be accomplished through a simple DOS batch file 			such as:





XCOPY  <master drive>:\3DS4\PROCESS\LENZFX   <slave drive>:\3DS4\PROCESS\LENZFX  /D:DD/MM/YY 





This command will copy all of the files from your master machine’s lenzfx subdirectory (i.e. all of the .LZF and .LZS files) to your each of your slaves’ lenzfx subdirectories.  Further, it will only copy the files created on or after the date specified by the /D:.  Since you will most likely be creating effects only a day or two in advance of final rendering, if not actually the day of, this batch file will speed up the transfer of files by not copying older effects across the network. 





	     5.) 	Put your slave machines in slave mode, either using the network pulldown 		    	 menu and selecting SLAVE, or typing 3DS SLAVE at the DOS prompt.





	     6.)  On your master machine, initiate the render through NET QUEUE or NET ASAP.








	     


Client/Server type networks (Novell, PC/TCP):	





I want to preface this section of my notes with the fact that Digimation currently runs only a Lantastic network, and that I have relied on several sources for the information for configuring and running LenZFX over a client/server network such as Novell.  However, I have been successful in getting users up and running using the following guidelines.


	     


Network rendering requirements:





First and foremost, before you begin setting up your network configurations, please be certain that you have 3D Studio release 4 installed on every machine you intend on using for your rendering farm. Earlier releases will not work with LenZFX and may cause unpredictable results.! Note: this does not necessarily include the server.  3D Studio does not need to be resident on the server for the network to function properly.





Throughout this explanation, I will be refering to server, master and slave machines.  When I talk about the Server, I will be referring to that machine at the center of the network that must handle all of the users’ requests for files, maps, process, etc.  It is the machine where all files will reside and must be distributed from.  When I refer to the Master machine, I will be referring to the machine that is where the animation and LenZFX effect(s) are created.  The master machine can also be the server, if you have your network set up that way, but more than likely, it will be a client machine that must upload its files to the server.  The Slaves will be all other machines that will simply assist in the render farm.  So to get LenZFX to work, here’s what you need to do.


 


	1.)  First, you must install the IPAS on the server so that wherever the 					LENZFX_I.IXP resides, there is a subdirectory off of it called /LENZFX for the 			.LZF 	and .LZS files.  For example, if your server structure is set up so that all of 		the IPAS reside in the F:/PROCESS directory, then create an					F:/PROCESS/LENZFX subdirectory for the .LZF and .LZS files to reside in.


	     


                 2.)	Second, you need to edit your 3DS.SET file in your Master machine and all of 		     	your Slave machines so the the PROCESS-PATH statement points to the Server’s 	  	subdirectory that contains your LenZFX IPAS routine.  If you use the above 			example as a reference, then your Master and Slave machines need to look like 			this:





		PROCESS-PATH = “F:\PROCESS”





	     	By doing this, the Master machine will pull its processes from the server, and if 			you’ve got several users trying to create effects using the LenZFX routine at the 			same time, you may get some performance loss.  This does assume that there is 			more than one hardware locked copy of LenZFX available to users on the 				network.  If you only have one copy of the process, then you should have no 			problems.


		


	     3.)	Third, you need to edit your 3DS.SET file in your Master and Slaves /3DS4 root 			directories so that their MAP-PATH statements include the Server’s 				process and lenzfx-process subdirectory. Assuming the same configuration from 			the above example for process-paths, the Master and  Slaves’ MAP-PATHS 			would	have extra lines that resemble this:





	     	MAP-PATH = “F:\PROCESS”


		MAP-PATH = “F:\PROCESS\LENZFX”





	*  Also be certain that all of your machines 3DS.SET file have both the following 		    statements set correctly, and without any semi-colons preceding them:





		VPOST-ZBUFFER = YES


		OUTPUT-RENDER-COORDS = ON





	     4.)  	Now, on your Master machine you can create your animation using LenZFX or 			LenZSTAK effects.  Be certain you write down the names of the individual .LZF 			and .LZS files that you create or intend on using.  This is important because once 			you have tweaked your animation and LenZFX effect(s) to your liking, you will 			need to copy the .LZF and .LZS files across your network to the server machine’s  		\PROCESS\LENZFX subdirectory.  More than likely, when you initially save 			your effect file in EyeBrowse, the Server path will automatically be selected to 			save to. This way you won’t have to worry about having to move files to the 			server.





	     5.) 	Put your slave machines in slave mode, either using the network pulldown 		    	menu and selecting SLAVE, or typing 3DS SLAVE at the DOS prompt.





	     6.)  On your master machine, initiate the render through NET QUEUE or NET ASAP.


	     























PART II.				Frequently Asked Questions








Q.	When I try to edit the LenZFX process, my mouse becomes locked to the upper corner of 	the computer screen, disappears or acts erratically.  What am I doing wrong?





A.	In your configure dialog box from the pulldown menu (Hotkey:  Shift + 8), your Mouse 	Speed is set to 1.  You need to reset it to a mouse speed of 2.  Now this may slow the 	mouse speed down considerably in the interface, more so than some users may like.  	Fortunately, most mice come with their own configuration outside of 3D Studio (usually 	it’s the c:\mouse or c:\msinput subdirectory) that can increase their overall speed, 	sensitivity and performance within any application, including 3D Studio.





Q.	Every time I try to use Aura or Starlight, and effect the scene By Object, my effect either 	doesn’t appear or appears incorrect.  How can I correct this?





A.	Generally, one of three things is most likely happening:


	1.)  You’re trying to affect an object that’s utilizing an AXP process.  As a result, 			       LenZFX won’t work correctly.  Since the IXP is relying on object’s positional 	   	       coordinates from the Keyframer to generate the Aura or Starlight effect, and since 		       the Keyframer doesn’t generate an AXP’s coordinates, the effect won’t appear.  


	


	2.)  You’re trying to affect objects that are nested within one another.  For example, if 	  	       you’re trying to put an Aura on the filament of a transparent light bulb, you’ll 		       probably  have objects that represent both parts; one for the bulb and one for the 		       filament.  If you try and glow the filament By Object, the effect will not work.  This 		       is because the Z-Buffer information that is passed to LenZFX cannot determine 		       transparency information and will not “see” the filament at all.  As a result, no effect 	       will be rendered.


	


	3.)  You’re trying to render objects that are in close proximity depth wise to one another.  	      In other words, if you’ve got an apple sitting on a table, and right next to the apple, 		      there is another object that is intersecting the apple’s bounding box, you will 			      probably get some anomolies in your final render.  This is a very similar problem to 		      nested objects, because the Z-Buffer will see the intersecting objects as one, and 		      LenZFX will render the bounding edge of the box for the object where the 		   	      intersection occurred, plus that part of the object that intersected the apple’s 		  	      bounding box.  This is not a bug with LenZFX, but a limitation in the way 2D Z-		      Buffer information is handled within 3D Studio.





Fortunately, there are several workarounds for these problems.  Considering the fact that you can’t effect By Object, there are several options to get the results you want.  Depending on the type of scene you are trying to create, how many objects you have to be Aura’d or Starlighted, and whether you need those objects to pass behind other objects, you can effect the scene by Alpha channel or by Still or Animated Mask.  For example, if you’ve got a single object, or a lone AXP object moving over a bitmap background, and you turn on alpha channel at render time,  you can effect the scene by Alpha Channel to get the correct areas to glow or hilight.  Please note that this method will only work if all of the visible objects are going to be Aura’d or Starlighted.





More than likely, however you’ll have multiple objects moving through the scene, probably also passing behind other objects, some needing to be Aura’d or Starlighted, some not.  In this instance, the best way to create proper Aura or Starlight effects is to either turn off or turn all  objects you don’t want Aura’d or Starlighted into matte objects, turn off the background and render the object(s) you DO want Aura’d or Starlighted over black with alpha channel on and alpha split set to yes.  Make sure you render the scene without using LenZFX, and that yor render the images to your hard disk as a series of sequential .TGA files.  You can then reload your original animation, and composite the pre-rendered sequence back into the original animation. Set up your Video Post dialog so that your KF Scene is the first entry, followed by the sequential .TGAs of your soon to be glowing objects as the next entry, followed by the LenZFX process in the third slot.  Don’t forget to assign Use Alpha in the Alpha column to your .TGAs so that you’ll be able to see the KF Scene!  You now choose Normal Mask to effect by within LenZFX.  When prompted, pick the first frame your just rendered split alpha channel sequence and replace the 0001.tga with the * wildcard to insure that LenZFX will pull the animated images to effect by.  This method may seem a bit confusing, but basically what you are doing is specifying the exact animated area, through the alpha channel, where you want LenZFX to process during the compositing.  








Q.	I’ve gone into LenZFX and set up an effect.  I rendered  the effect, and then changed 	some of the settings for the effect in the LenZFX setup dialog box.  Now when I render, 	I’m not seeing any effect at all.  What happened?





A.	More than likely, you’ve rendered the same frame within Video Post.  Believe it or not, 	there is a limitation within the Keyframer that causes it to lose the positional coordinates 	 	when rendering the same frame over and over.  Normally, this would not be a problem, 	however, LenZFX does poll the Keyframer for coordinates for lights and objects in order 	to process its effects. Therefore, when rendering the same frame over and over, there will 	come a point where the Keyframer will lose the ability to pass that information to the 	process and it will not render.  The solution is to get out of the Video Post dialog box 	altogether and either step forward or backward one frame, then back to the original 	frame.  This will force the Keyframer to re-calculate the positional coordinates for all 	objects and lights in the scene, and your newly changed effect should render fine.











Q. 	When I save an effect or try to load an effect from Eyebrowse, my machine locks up or 	takes way too long to pull the effect up.  What can I do to speed this process up?





A.	Within your /PROCESS subdirectory is a file named LZF.BXP -- and it’s this file that is 	responsible for building the thumbnail images within Eyebrowse that represent your 	effects.  When you select an effect within Eyebrowse, the program attempts to build the 	thumbnail representation of that effect for you.  To disable this, and speed up your work, 	simply rename the file extension to something like LZF.BAK.  It really doesn’t matter 	what name you give it.  Now when you reenter the Eyebrowse screen, instead of 	displaying or trying to build thumbnails, you will only see boxes with X’s thru them, so 	be certain you name your LenZFX files wisely.











Well, that’s all for this first installment of tech notes.  I hope that they have helped clarify some of the finer points of using LenZFX to its fullest potential.  If you have questions or problems I didn’t cover here, please do not hesitate to call either myself or David Avgikos at (504) 468-7898 or you can CompuServe me a zipped copy of your animation and effects so that I can try and duplicate the problem from my end.   Digimation’s CServe number is 72320,2042.  Rest assured, I will post new Tech Notes as often as I can, but in the meantime,





Take it lightly,





Beau Perschall


Technical Support


