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BackBurner™ Installation
Instructions

SYSTEM REQUIREMENTS

Hardware

BackBurner will work with any Power Macintosh or Macintosh II, Quadra, or
Centris class machine with an FPU. Eight MB of RAM and a hard drive are
required to run BackBurner. BackBurner requires at least a 12 inch monitor.

Software

The BackBurner System requires System 7.0 or higher for all machines (includ-
ing the controlling machine) involved in the rendering process.

Network

A network is required for BackBurner to function as a distributed renderer.
BackBurner can use any System 7-compatible/AppleTalk network. This
includes (but should not be limited to) Localtalk, Ethertalk, and Tokentalk.
BackBurner is capable of working over multiple zones on a network.

INSTALLING THE BACKBURNER SYSTEM

For BackBurner to function as a distributed network renderer, you will need
to designate one machine as the controlling Macintosh, and a machine or
group of machines that will be used as the remote rendering Engines. Note
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that if you are planning to use BackBurner as a local renderer (non-distrib-
uted), then you need only install the BackBurner application.

The BackBurner Engine and Agent are necessary for any machine to function
as a BackBurner Engine. The BackBurner Agent controls the interaction
between the BackBurner application and the BackBurner Engine.

You will need to install a BackBurner Agent and BackBurner Engine for
each machine that you wish to contribute to the rendering process.

To install an entire BackBurner system:

NOTE: If you are upgrading from a previous version of BackBurner, be sure to
remove all old BackBurner components before installing the new version,
including the Application, Engine, Agent, AutoBurner, and BackBurner Helper
(located in the Extensions folder).

1. Insert the BackBurner CD-ROM.

2. Double-click the BackBurner installer icon.
3. Click “Continue” at the startup screen.
4

. Click “Continue” after reading the notes and license agree-
ment.

4. Click “Install” at the standard installation screen.

This will install everything needed for the machine to be both a controlling
Macintosh and a remote rendering Engine.

Registering the BackBurner application

Launch BackBurner by double-clicking on the BackBurner icon. If this is your
first time launching the BackBurner application, you will be asked to register
your copy. Your registration number is found on your BackBurner registration

Please personalize your copy of BackBurner™...

Organization: |Vuur company |

Serial Number: |':'uur serial number |

Specular
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card. (If you are upgrading from a previous version of BackBurner, use your
original application serial number.) Enter your name and organization along
with this number to register your copy of BackBurner.

NOTE: Be sure to enter your serial number exactly as it is printed on your
registration card, including the dashes.

To install only the BackBurner application on the controlling
Macintosh:

1. Insert the BackBurner CD-ROM.
2. Double-click the BackBurner installer icon.

3. Once at the “Standard Install” screen, click the “Custom”
button for a custom installation.

4. Choose the “BackBurner Application” option and click “In-
stall.”

This will install the BackBurner application only.

To install only the BackBurner Engine on a remote Macintosh:
1. Insert the BackBurner CD-ROM.
2. Double-click the BackBurner installer icon.

3. Once at the “Standard Install” screen, click the “Custom”
button for a custom installation.

4. Choose the “BackBurner Engine” option and click “Install.”

This will install the BackBurner Agent Control Panel, the BackBurner Engine,
and the AutoBurner™ After Dark™ Screen saver Module.

ENABLING NETWORK RENDERING

In order for remote Macintoshes to contribute to a rendering, BackBurner must
be enabled to use the network. This is done by registering your BackBurner
Engines with appropriate serial numbers which can be purchased directly from
Specular. Once you have your BackBurner Engine serial number:

1. Choose “Serialize Network Engines...” from the Engine menu.
You will be presented with a dialog box listing all of the
BackBurner Engine serial numbers currently enabled.
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=

i
2

Murnber of Engines Currently Enabled: O

[ Remove | (cancel | | oK

The Serialize Network Engines dialog box lists all
of the BackBurner Engine serial numbers
currently activated.

2. Click “Add” to enter a new serial number, and type your
BackBurner Engine serial number in the text box.
NOTE: Be sure to type the serial number exactly as printed,
including dashes and capitalization.

Enter Network Number:

|| |

Enter your BackBurner Engine serial
number to enable network rendering.

3. Click “OK” to exit from each dialog box.
You can add more Engines at any time by purchasing more serial
numbers and entering them with thismethod. You can remove an
Engine serial number from the list by selecting the number and
clicking “Remove.” This can be useful if you own multiple copies
of BackBurner and want a different copy to use a particular Engine

serial number.

NETWORK CONFIGURATION FOR BACKBURNER

BackBurner requires a network to be used as a distributed renderer. Feel free

to skip this section if you are planning to use BackBurner as a local renderer

(non-distributed) only.

After installing the BackBurner System onto the controlling machine and the

machines that will contribute to the rendering process, you should double-

check that the network is set up correctly for BackBurner to function.

Page 12
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BackBurner and AppleTalk

AppleTalk must be active in order for BackBurner to work across a network.
To see if AppleTalk is active, select Chooser from the Apple () menu. If
AppleTalk is inactive, then click on the Active button.

PROGRAM LINKING

Program Linking allows the different components of the BackBurner System to
communicate with each other under System 7. In order for BackBurner to
function, Program Linking must be turned on for every Mac involved in the
rendering process. There are two places where Program Linking must be
enabled for BackBurner to work.

1. Sharing Setup

The Sharing Setup Control Panel contains the “master switches” for both File
Sharing and Program Linking. Program Linking must be turned on here for
BackBurner to recognize this machine as a rendering resource. To turn on
Program Linking from Sharing Setup, open the Sharing Setup Control Panel
from the Finder. The Control Panel will show Program Linking as currently
turned on or off. If Program Linking is off, then clicking once on the “Start”
button will turn it on. Note that File Sharing does not need to be turned on for
a BackBurner Engine to operate.

Ei———— Sharing Setup EI
Network ldentity
- Owner Mamne : |dr ed nangle |

Owner Password:

Maeintosh Mame:  (SEECRNRENE

Program linking iz on. Click Stop to prevent ather
i users from Tinking to your shared programs.
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2. The Users and Groups Control Panel

BackBurner requires that each machine functioning as a BackBurner Engine
have Guest level Program Linking access enabled. This is done in the Users
and Groups Control Panel.

To set Program Linking, open the Users & Groups Control Panel and double-
click on the <Guest> icon. Check the box labeled “Allow guests to link to
programs on this Macintosh” if it is not already checked.

E=——— <buest>

File Sharing
=

E Allow quests to connect

@ Program Linking

E Allow guests to Tink to programs
on this Macintosh

INSTALLING THE AUTOBURNER SCREEN SAVER

It is possible to have the BackBurner Engine activated by a screen saver that
resides on the remote machine. When using the screen saver, the people on
remote machines do not have to be concerned with turning the Engine on or
off. The Engine will only become active when their machine is idle.

The following describes only the installation of the AutoBurner screen saver.
For more information about using AutoBurner, consult Chapter 5: The Back-
Burner Engine and Agent.

The AutoBurner screen saver is a module for use with the After Dark screen
saver package by Berkeley Systems. To use this module, simply drag it to the
folder “After Dark Files” in the System Folder. You will also need to select the
module from within the After Dark Control Panel. Lastly, you will want to turn
on “SystemlQ activity monitor” from inside the After Dark Control Panel if it is
not already active. To access this option, click on the WHEN button inside the
After Dark Control Panel. Please consult your After Dark User’s manual for
more information on the operation of After Dark.
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1 Understanding BackBurner

What is BackBurner?

BackBurner is a stand-alone application that renders Infini-D Scene files. By
itself, BackBurner can be used as a background renderer and batch file proces-
sor for Infini-D.

In addition, BackBurner is a distributed network renderer for Infini-D. It is
designed to take an Infini-D Scene file and distribute the time-consuming task
of rendering the file across a network.

Each machine on the network is given parts of the image to render, and
returns each portion as soon as it is complete. This process continues until the
image is finished. For animations, each frame is treated as an individual image.
BackBurner renders the individual frame, dividing up the task among the
available machines, and then proceeds to the next frame.

BackBurner is a fault-tolerant system. This means that machines that are
contributing to the rendering task can become available or unavailable at any
time in the rendering process, without affecting the final rendered image or
images. For instance, a machine contributing to the rendering task can even
be rebooted in the middle of a rendering. BackBurner will notice that the
machine has stopped working and redistribute the work to the other available
machines.

A job is defined as any rendering task for BackBurner to process, including
both single images and complete animations. BackBurner will show the
available machines for rendering and distribute the job among them. To
render an image or animation, the user opens an Infini-D file from within
BackBurner or drags the file onto the BackBurner icon from the Finder. Either
of these actions will create a job within BackBurner. Lastly, BackBurner will
save the image file or files in the format specified by the user.
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What is distributed processing?

As you continue to use your computers to perform more and more difficult
tasks, the time it takes to perform those tasks becomes a critical issue. You
cannot take on a job or project if you know that the resources are not available
to complete the work on time.

Despite the recent advances in hardware, supercomputers are still prohibitively
expensive and lack the graceful and intuitive interface of your Macintosh. The
Macintosh, however, lacks the raw computational power of the average high-
end graphics workstation. One way to compensate for this lack of computing
power is to have multiple machines work together on a complex problem. For
certain computationally intense problems it is possible to divide the work load
among multiple machines or processors. This is called distributed processing
or parallel processing.

3D rendering is particularly well suited for distributed processing. Even on
high-end workstations, rendering images can still take days. By distributing
the task of rendering an image across multiple machines or processors, consid-
erably more detailed 3D images and animations can become viable production
elements for even a small studio or work group.

To get a solid grasp of the distributed processing idea, imagine that you are in
charge of producing a large mosaic mural using ceramic tiles. As head of the
production, you plan the overall design of the mural. After you finished the
design you would give each person on your production team the task of
painting a group of the tiles. You would give them a basic sketch of the
individual tiles they were responsible for and an idea of the colors you had in
mind. Each person could then go off and work on their tiles independently.
When their tiles were complete, they could bring them back to you to be
assembled into the complete mural.

Obviously the more people you have, the faster the mural would be com-
pleted. Tt is also important to note that none of the workers need to worry
about what the other workers on the project are doing. In addition, if one
worker cannot finish the job, his or her work can be reassigned since there is a
single person in charge of the whole project.

Distributed rendering is very similar to creating a mosaic mural. With distrib-
uted rendering, a centralized machine divides the task of rendering a 3D model
among a group of machines on a network. Each machine is given a portion or
“tile” of the 3D image to render. When it is finished, it returns the portion to
the central machine to be assembled into the complete picture.

The advantages listed for the mural example also apply to distributed render-
ing. For example, when you have more machines contributing to the render-
ing task, the rendering will be completed more quickly. In addition, the
central machine knows what each machine is working on and can redistribute
work to other machines if one machine goes down or becomes unavailable.
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What BackBurner is not

BackBurner is not a model creation or an animation scripting system. While
BackBurner can temporarily change many of the parameters related to render-
ing an Infini-D Scene file, it cannot change model, surface or animation
information. In order to modify these portions of the Scene you will need to
open the file in Infini-D.

BackBurner’s Components

The BackBurner System is made up of two parts: BackBurner and the
BackBurner Engine. The BackBurner application controls the process of
network rendering. All file handling, rendering parameters and job control are
accessed in BackBurner. The only required file on the controlling Macintosh is
the BackBurner application itself.

Each Macintosh that is contributing to the task of rendering a file is called a
BackBurner Engine. These are also referred to as remote Engines or
remote renderers. In order for a machine to participate in the rendering
process, it must have both the BackBurner Agent and the BackBurner
Engine on the machine. The BackBurner Agent acts as an intermediary
between the BackBurner application and the BackBurner Engine. The Agent
also manages the Engine’s interaction with the machine it resides on, control-
ling the amount of memory that is available for rendering and when that
Engine is available to contribute to a job. You will need one copy of the
BackBurner Agent and BackBurner Engine for each Macintosh you wish to
participate in a rendering.

It should also be mentioned that the BackBurner application can render a file
without the use of additional Engines. In fact, this is the case until you enable
network rendering with a BackBurner Engine serial number.

You may wish to have the machine on which you have installed the Back-
Burner application also available as a BackBurner Engine to other BackBurner
users. In this case you will need to install the BackBurner Agent and Engine in
addition to the BackBurner application.
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2 Tutorial

Thissectionisabriefwalk-through ofthe steps necessarytorenderanimage
usingthe BackBurnersystem. Afterinstallingthe BackBurnersystemonthe
controllingMacintoshandanymachinesthatyouwishtouseasBackBurner

Engines, launchBackBurner.

The BackBurner Environment

AfterregisteringBackBurner, youwill seethree windows: the Enginewindow,
the Progresswindowandthe Jobwindow. Any of these windowscanbe
closedorhiddenusing Close fromthe File menu, by selectingthe window
fromthe Windowsmenu, orby clickinginthe close box of the window.

The Render Window

r . % : z a1
& File Edit Job Engine Windows 2@
Test Scene Engine Window HE
Engine State Elock Awvg.
ackBurner Working 109 sees. [4F
Marketing Mac Yorking 2 mins.
esearch Cave Working 86 zecs.
[] speculator Working 38 zecs.
&
B

Progress Window

Current Job; The Wheel

Frame ¥{ (of 1):

E7%E Cornpleted

Tirne Elapsed : 17 minutes
Tirne Remaining (Est.): & rninutes -
Job Window

ik Marme Settings Status
The Wheel Camera Rendering
200 225 Ray Trace, Medium E7% Done
Frames: 1 Millions of Colors

>j Test Scene Front WYiew Done
Alice Carnera Suspended —
1500 : 1200 Ray Trace, Mediurn 429 Done
Frames: 1 Millions of Colars

>i Mertin Design Camera Fending

The Engine Window

—— The Progress Window

—— The Job Window
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The Engine window

TheEnginewindow showsthe BackBurnerEnginesthatare currentlyavailable
forrenderingandtheirstatus. The Enginesarelistedalphabetically, witheach
onebeingassignedacolortorepresentit. Rememberthat BackBurnerhasa
renderingenginebuiltintotheapplication, soitwillalwaysbelistedfirst,
abovethedottedline, inthe Enginewindow.

Itcantakeafewmo-

mentsforeach Se"n—7r0= E“gi"E Window EEE‘
BackBurnerEngineon Engine State Elock Avg.
Zﬁgﬁﬁtﬁé{fﬁiﬁiﬁ_ BackBurner Yorking 109 secs. |4F
ing. Atfirst,onlythe - [a Server Turned Off Remotely = =
BackBumerrendering [ ] Marketing Mac Yorking 2 mins.
enginewillappearinthe BB Mirvana Turned Off Rernotely =

list. Soonafter,however, B FoucrBook 170 Fazsword Required ¥
FackBurr;lerbvlvﬂéstaFtto ] Quadra Password Required -
ocateavaitable ngines 2
forrenderingand Bl Rockettan r::-t E:_-:-ugh Mermory c
automaticallyinitialize ar g =loige
them. Thesedelayswill [] speculator working TE zens.  [dF
bemostnoticeableon i ||:L.‘- g

largenetworks, espe-
ciallyifaBackBurnerEngineislocated inadifferent AppleTalk zone fromthe
BackBurnerapplication.

Available Enginesare displayedinboldtypeforeasyidentification. Allother
Enginestatesaredisplayedinnormaltype. IfnoEnginesappearinthe Engine
window, please consult Appendix C: Troubleshooting, formore information.

Note: youdonothavetowaitforan Enginetoappearinthelisttostart
rendering. AnEngine canstartcontributingtotherendering processatany
time. IfyouhavenotenablednetworkrenderingwithaBackBurnerEngine
serialnumber, only thebuilt-inrenderingenginewillbeavailable.

Engine Messages
Each Engine should display the following messages after starting up the program:

Found Agent IndicatesthatBackBurnerhasfoundama-
chinewithaBackBurnerAgent.

Speaking To Agent IndicatesthatBackBumerisdeterminingifthe
Engineisavailable ornot. Iftthe Engineisnot
running, BackBurnerwillinstructthe Agentto
launchtheEngine.

Validated By Agent Indicatesthat,accordingtothe Agent,the
Engineisnowavailable.

Initiating Contact Indicates that BackBurner is contacting the
Engine directly to see if it is available for work.
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Ready Indicates that the BackBurner Engine is ready to
receive rendering information and process it.

Ifthemessages “Engine NotFound” or“NotEnoughMemory” appear, then
youmay havetheremote machine configuredincorrectly. Ifthe message
“Busy” isdisplayed, thensomeone mayalreadybe running BackBurneron
yournetwork. Lastly, ifthemessage “Password Required” appears, thenyou
may needtoreconfigure the Usersand Groupsforthe remote machine. Ifyou
continuetohave problems, consult Appendix C: Troubleshooting. Fora
completelistof Engine messages, please consult Appendix A: BackBurner
Messages.

AverageBlockTime

TheEnginewindow containsthelistof machineswith BackBurnerEngines
locatedonthemandthe currentstatusof eachEngine. The Engine window
willalsoshow howlongittakeseach machinetorenderasingleblockas
averagedoverthelastseveralblocks. Thisnumberisshowninthe Engine
windowunder“BlockAvg.”

Alowblockaverage numberforanEngine generallyindicatesthatthe ma-
chineisperformingveryefficiently. Specifically, however, itindicatesthatthe
machineiseitherveryfast, thatthe renderingtaskisvery simple, orboth.
Conversely,ahighnumbercanindicateaslowmachine, adifficultrendering
taskand/oraslownetwork.

The Progress window

Whiletheimage oranimationisrendering, the Progress window givesfeed-
back onhowmuchoftheimageiscompleted, howlongithastakensofar,
andanestimationofhowlongtheimagewilltaketocomplete.

Forstillimages, the estimate isbased onthe average timetocompleteablock
(averaged overthetotalnumberofblocks completed). Inthe case of anima-
tions, the overall estimate isbased additionally ontheaveragetime neededto
completethe previousframes.

Elj PI’DgI‘ESS |.|.|iI'I[|l]LI.I EEE
Current Jdob: Test Scene
Frame #1 (of 60 1% Completed
Tirme Elapsed: 2 minutes
Tirme Rernaining (Est.): 1 minute
Total Jab 3% Completed
Tirme Elapsed: 2 minutes
Time Rernaining (Est.): 4 hours 36 minutes
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The Job window

TheJobwindow containsalistofallthejobsandtheir currentstatus. In
addition, the Jobwindowallowsyoutocontroland change the orderofjob
processing. Thiswindow’sinformation canbe printed orsavedasatextlog
fileforuseinaword processing package (suchas SimpleText, Microsoft
Word™orWordPerfect™)orprinted fromwithin BackBurner. Thisinforma-
tioncould, forinstance, beusedtotrack billable hoursona project.

Rendering a file

= Job Window EE
Jiob Marne Settings Status
| Test Scene Front YWiew Cone 4F
= | The %Wheel Carneta Rendering
[~ 300 % 225 Ray Trace, Medium  &7% Done
Frames: 1 Million= of Colors
= | &lice Carneta Suszpended
1500 :x 1200 Ray Trace, Mediurm 42 % Done
Frares: 1 FMillions of Calars
ii Merlin Design Carmeta Fending
]
(=

Torenderafile, selectthe Open...commandfromtheFilemenu. Selectany
Infini-Dfilethatyouhaveavailable onany hard drive orvolume. Youmay
wanttobeginwithasimple Sceneto getimmediatefeedback ontherendering

process.
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The Render Settings dialog

Afterloadingthefile, BackBurnerwill bringupthe RenderSettingsdialogbox.
Thedialogboxthatcomesupdependsuponthe Infini-D scenefileyouopen
forrendering. Ifthereisanyanimationinformationinthescene, BackBurner
presentstheRender Animationdialogboxwhich containstheanimation
settings. Ifitisastillimagethe RenderImage dialoghoxappears, which
excludesthispart.

Thisdialogcontainsallthe informationabouthowtorenderafile. Thefirst
time yourunBackBurner, itwillopenthefilewiththe renderingoptionsas
theyweresavedinInfini-D. Any ofthe parameters, however, canbe changed
herewithoutaffectingthe Infini-Dfile.

— Render "BackBurner Sceng"——M8 —— — Render "BackBurner Scene"
Uiew: Uiew:
Quality:| Shade Best Options... Ouality:[ Shade Best w Options...
Anti-Rliasing: [_Medium ) Anti-Rliasing: [_Medium )
— Image — Image
Colors:[_Millions v | Alpha:[ None - Colors: [ Millions ~ | Alpha:[ None ~]
width: || a:[72 |opi width: || a:[72 |opi
Height: [ Constrain Proportions Height: [ Constrain Proportions
(Cancel ) (Fenter—) et
ance! ender...
Range: @ All > From: l:"zl To: l:llzl
Rate: EI Frames/Second
[ cancel ] [ Render... ]|

View
Selectsthe Infini-D View window thatwillbeusedinthe rendering.

Quality

Selectstherenderingmodetobeusedin processingthefile. All Infini-D
renderingmodesareavailable, including Bounding Box, Wireframe, Shade
Fast, Shade Better, Shade BestandRay Trace.

Renderer

This pop-upmenuispresenttoremain consistentwith Infini-Dwhichallows
youtouse QuickDraw 3Drenderers. Since BackBurnerisnotan “interactive”
application, QuickDraw 3D provideslitlebenefitandisnotused.
Anti-Aliasing

Anti-aliasingisthe processof removingsharpedgesor“jaggies” froma
renderedimage.Ingeneral, higheranti-aliasinglevelsresultinsmoother,
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higher-qualityimages. Highanti-aliasinglevels, however, cantakesignificantly
longertorender. BackBurnerhasthree differentanti-aliasingsettingsto
provideyouwithanacceptabletrade-offbetweenthe quality of theimageand
thetimeittakestorenderit.

Options

Eachrenderingmodehasdifferentoptionsavailable, suchasreflectionsand
dithering. Raytracing, forinstance, providestransparency. Fordetailedinfor-
mationonthesefeatures, consult Chapter7: Reference.

WidthandHeight

Setsthewidthand heightofthe renderingin pixelsorinches. Thereisalsoa
ConstrainProportionscheckboxavailable. With Constrainon, youcaneasily
setalargerorsmallerrenderingsizeandtheimage’saspectratiowillremain
constant.

Youcanspecifytheimagesizeininchesbased onanarbitrary dpisettinghere
aswell. Measurementininchesismostuseful forimagesthatwillbe printed.
Formore informationonhowtousethe dpisettingfor print, please see
Chapter6: Advanced Topics.

Colors

Setsthe colordepthfortheimage oranimation’soutput. Available color
modesincludesBlackand White, 4,16, 256, Thousands, and Millions of colors.

AlphaChannel

Whenthe colormodeissettoMillions,an8-bitalphachannel canalsobe
output. Both Straightand Multipliedalpha channelsaresupported. Formore
informationonalphachannels, please consult Chapter6: Advanced Topics.

Animationinformation

IftheInfini-Dfileselected containsanimationinformation, then controlsfor
decidingwhichframestorenderwillappearatthe bottomofthisdialog. Use
the “All” settingtorenderthe completeanimation, orselectspecificstartand
endframes. Youcanalsospecify the numberof frames persecond.

The Save As... dialog box

Afteryouhavesettherendering parametersforthejobandclickedonthe
RENDERbutton, youwillbe promptedfora placetosavetheimage or
images. Inadditiontospecifyingalocation, youcanalsoselectthe output
format(PICT, Compressed PICT, PICS, TIFF or QuickTime) forthefile orfiles.
The OPTIONS button willbecomeactive whenyouselectaformatthathas
optionsassociated withit. Currently, only compressed PICT, PICSand
QuickTimefileshave options. (Fordetailsonthe optionsforthose formats,
seeChapter7: Reference.)
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Whenyouhavechosentheappropriatefileformatoptions, enteredafile
name, andspecifiedalocationtosavethefile, click the Save button..

The Rendering window

Aftersettingupthefileforrendering,afourthwindowwillappearinthe
BackBurnerenvironmenttogive visual feedback onthe rendering process.
Thenewjobwillalsobeaddedtothe Jobwindow.

Eachofthe BackBurnerEnginesbeingusedintherenderingisrepresentedin
the Engine window byadifferentcolor “block.” These colorsarealsousedin
theRenderingwindow toshowtheareas oftheimagethatarebeing pro-
cessedbyeachmachine. Thismakesiteasytoidentify the partoftheimagea
machineisworkingonandtherelative speed of eachmachine.

Thereare 24 possible colorsfor BackBurner Engines. Insituationswherethere
aremorethan24machinesavailable, Engineswill haverepeated colors.

Eachmachineissentablock oftheimagetorender. Assoonastheblockis
complete, theEnginesendsitback tothe controllingMacintosh. Thisblockis
immediately displayedinthe Renderingwindow. This processcontinuesuntil
theimageiscomplete. Whiletheimageisrendering, the Block Avg. column
ofthe Engine window willupdate toshowthe changesinthe speed of each
machine.

Magnificationinthe Renderingwindow

TheRenderingwindow canbemoved, resizedand zoomedlike standard
Macintoshwindows. Itisalso possibletoenlarge orreducetheimagebeing
rendered, evenwhileitisstillrendering. Notethatenlargingorreducingthe

Test Scene ————=

—— Zoom Qut

—— Current Level

—— Zoom In
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Renderingwindow hasnoaffectonthefinaloutput.

Tomagnify, orzoomin,ontheimagebeingrendered, selectthe Enlargeicon
(aniconrepresentingalarge mountainrange)locatedatthe bottomofthe
Renderingwindow. Youwillnoticethatthe numbertotheleftoftheiconwill
changetoreflectthe changeinmagnification. Usethisfeaturetotakeacloser
lookataspecificpartoftheimage. Note thatthe more youmagnify the
Renderingwindow, the more pixilationyouwillsee. Thishasnoaffectonthe
finaloutputoftheimage orimages.

Youcanalsoreducetheimageusingtheicontotheleftofthe magnification/
reductionlevel. Thisfeature canbeusedtoview renderingswhose size
exceedsthe size of yourmonitor. Forexample, ifyou were renderingafile at
2000by 1000 pixels, thentheresultingimage would notfitonastandard
Apple 14” monitor. Thereare ninelevelsof magnification, from 16xto 1/16x.

IftheScenehasanimationinformation, afterfinishingthefirstframe, the
Renderingwindowwillturn “gray” with the currentframevisiblebehinda gray
overlay. Thiswillnotaffectthe outputoftheanimation. Inadditionto provid-
ingvisualfeedbackthat BackBurnerhasfinishedthefirstframeandisstarting
onthesecondframe, thisfeature alsomakesiteasiertoseetherendering
progressbetweenframes.

Stopping a rendering

BackBurnerwill continueuntilithascompletedtheimage, butyou canstopor
aborttherenderingbyselecting “SuspendJob” or“AbortJob” fromthe Job
menuatanytime.

NOTE

Abortingajobdoesnotsaveany partofa currently renderingimage. Frames
ofananimationthathavealreadybeencompleted, however,aresavedonthe
disk. Adialogboxwillappearasking youto confirmthatyouwishtostopa
rendering. Usewithcaution!
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3 Handling Jobs

BackBurneriscapableof queuingupalistof Infini-D Scenefiles forrendering.
AllofBackBurner’sjobqueuingfeaturesare controlled through the Job
window andtheJobmenu. You coulduse the queuingfeaturetosetup, for
example,agroupoffilestoberendered unattended afteryou haveleftforthe
day.

Rendering multiple files

ToaddafiletotheJobwindow, use the Opencommandtoselectthefileto
berendered. BackBurnerwillopenthefile, promptyoutosettherendering
parametersforthefile, andthenaddthejobtotheJobwindowlist.

Notethat BackBurnercanonlyrenderonejobatatime. BackBurnerwill begin
renderingthefirstfile opened, butyou cancontinuetoaddjobstothe queue.
Eachjobwillautomaticallybestartedandrenderedinturn.

Understanding the Job window

TheJobwindow containsalistofall thejobsfor BackBurnertorenderand,
dependingonthesettinginthe Preferencesdialog, thejobsalready completed.
The orderinwhichthefileswillbe renderedis determinedbythe orderofthe

jobsinthe Jobwindow. Jobsare processed, in

=0 Job Window =——pi] der b bsthataref
T Settings T order, fromtoptobottom. Jobsthatarefin-
B ] Test Soene Front Yiew Done 7| ishedordoneendupnaturallyatthetopofthe
|| The Wheel Camera Rendering list. Jobsthatareabortedare movedtobelow
200 225 Ray Trace, Medium E7% Done . . .
o piEn Millione of Colars thelastdone orabortedjob.Ineithercase
]| Alice Camera Suspended whereajobisdoneoraborted, the Jobwillbe
1500 = 1200 Ray Trace, Medium 429 Done . . . . .
EE T e listedingraylettering. The graylettering
I ] terlin Desian Carnera Fending indicatesthattheJobcannotbemovedinthe
| | Jobwindow.Oldjobscan,however,bedupli-
] cated.
]

Chapter 3: Handling Jobs Page 27



Foreachjob, thereisthe name ofthejob (taken fromthe Infini-D Scenefile
name)andthestatusofthejob. There are five possible statesforajob:

State Definition

Rendering BackBurmeriscurrently renderingthisjob.

Pending Thejobiswaitinginlinetoberendered.

Suspended Thejobwasstartedandthensuspended. Suspended
jobsmayberesumed.

Done Thejobwascompleted. Donejobsarelistedin gray
lettering. Donejobscannotbe moved, butcanbe
duplicated.

Aborted Thejobwasstopped. Abortedjobsarelistedin gray

lettering. Abortedjobs cannotberesumed. Aborted
jobsalsocannotbemoved,butcanbeduplicated.

Working with the Job window

BackBurnerdoesnotlimityoutosimply queuingupjobsforrendering. Any
jobcanbe changed, stopped, reordered, suspended, orresumed. Allof these
actionsare performedintheJobwindowandJobmenu.

Selecting ajob or jobs

Inorderto performany actiononaspecificjob(suchassuspendingit), the
jobmustbe selected inthe Jobwindow. Clickingonce onajobselectsit.

BackBurneralsoallowsyoutoselect

multiplejobsinordertoperformanaction =0 Job Window EE|
onagroup ijObS Job Marne Settings Status
’ :,d The "hesl Camnera Rendering |47
Toselectmultiplejobs, holddownthe EDU " 2215 erI]J] _Tra-:Ef,CMTdium 679 Dans
. rames TH0RS O alors
SHIFT keyandselectthe otherjobs. To — g T s
selectadiscontiguous group ofjobs, hold = P P Suspended
downthe COMMAND keywhileclickingon 1500 3 1200 Ray Trace, Medium 429 Done
otherjobs‘inthejobwindow Frames: 1 Millions of Colars
- ’ Pi Merlin Design Carera Pending
Ifnojobisselectedthenanyactionswill,
bydefault, be performedonthe currently [ ]
renderingjob, ifthereisone. e

Changingtherenderingsettingsforajob

Anyoftherenderingsettings canbe changedafterajobhasbeenstarted.

Changingthesesettings, however, willforce BackBurnertostartthejobover
fromthebeginning. Thiscouldbe frustratingif, forinstance, youwereonthe
lastframe ofa 200frameanimation. Use cautionwhendecidingtochangethe
renderingsettingsofajob. Youmaywishtoduplicateajobbefore changing
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thesettingstoensurethatthejobisnotforcedtorestart.

Selectingajobandselecting EditSettings... fromtheJobmenuwill bringyou
totheRenderSettingsdialogbox. Double-clickingonajob producesthesame
effect. Ifthejobyouselected wasthe currently renderingjob, youwillbe
askedtoconfirmthatyouwishtochangetherendering parametersofajob
before proceeding. Ifthejobyouselected wasinany otherstate, thenthe
changeswillsimply beregistered.

Thisisthesamedialogthatappearswhenyouinitially openafiletorender.

Onceyouhavedecided onthe new renderingsettings forthejob, click OK.
BackBurnerwill promptyouforanameforthe renderedfileandforwhereto
savethefile. Clickingonthe SAVEbutton will registerthe changes with
BackBumer.

Clickingonthe CANCELbutton, eitherfromthe RenderSettingsdialogorfrom
the Save Asdialog, will cancel the changestothejob. BackBurnerwill con-
tinuethejobfromwhereitwasleftoffbefore enteringthe dialog.

Expandingajob

Itisalso possibletoseethe settings forany of thejobs inthe Jobwindow. To
theleftofeachjobnameisanarrow. Similartothe FinderinSystem7,
clickingonceonthearrow expandsthejoblistingtoshow some ofthe
renderingparameters. Clickingagain collapsesthejobparameterstoonlythe
firstline. Option-click onanyjobtoexpandorcollapsetheentirelist.

]

Job Marne

L[| Test Scene
= | The “Wheel
- TO00 w225
Framesz: 1

Click holding down the OPTION key —EI Alice
to expand or contract all jobs. 1500 = 1200
Framesz: 1

I I Merlin Design

Click here to expand this job.

An expanded job

Movingajob

Itisalso possible tomovejobsinthe Jobwindow. Thisallows youto control
the orderinwhichjobswillbe processed. Tomoveajob, simply click onit
anddrag. Asyoudragupordown, alinewillappearbetweenthe otherjobs
asyou passoverthem. Thisline indicatesthe insertion pointforthe moved
job.Ifyouletgoofthe mouse button while thislineisvisible, thenthejob
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youaremovingwillbeinsertedat Ie———o-— Job Window —ice——— 7

thatplaceintheJobwindow. Job Hame Settings Status
Movingajobinfrontofthe current =] The titheel Carner 2 Rendering (7
renderingjobwillsuspendwhatever Z00 2 223 Ftafg .Trace, Medium 7% Done
jobwasbeingrendered. BackBurner Citestl AR

[ | Ferlin Desian Camera Pending

willthenstarttorenderthemoved

. . . [ | Test Scene Front Yiew Crone
job.Youcanalsoduplicatethis :

ionbvselectinganvioband :ﬂ Alice Carnera Suszpended
actionbyselectinganyjoban 1500 = 1200 Ray Trace, Medium  42% Done
selectingRenderNow fromtheJob Frames: 1 Filliens of Colors
Menu.

|

Suspendingajob

Anyjobmaybesuspendedwhilerendering. Unlikeabortingajob, suspending
ajoballowsyoutorestartthatjobatalatertime withouthavingtostartthe
rendering process overfromthebeginning. Forinstance, suppose youwere
halfwaythroughrenderingalargeimageandsomeonecametoyouwithafile
thatneededtobe processed immediately. Ratherthenhavingtolosewhatyou
hadalreadyrendered, you couldsuspendyourfile, renderthe person’sfile,
andthen pickupyourrenderingfromwhereyoususpendedit.

Toasuspendajob, simplyselectthejobandselect Suspend fromtheJob
menu. Note thatifyoudragajobtothe top of the Jobwindow orselect
RenderNow fromtheJobmenu, thenthe currentjobwillautomatically
becomesuspended.

Resumingajob

Toresumeasuspendedjob, selectthejobandselectResumeJobfromtheJob
menu. NotethatResumeJobwill be placed where SuspendJobwasinthe Job
menu. BackBurnerwillautomatically pickupthejobfromwhereitwas
originallysuspended.

Notethatwhile manyjobs canbe suspended, you canonlyresume onejobat
atime. Resumingasuspendedjobautomatically suspendsthejobthatis
currentlyrendering.

Abortingajoh

Anyjoborjobsmaybeaborted orstoppedby selectingthe job orjobsand
selecting AbortJobfromthe Jobmenu. Note thatabortedjobscannotbe
resumed, but, becausetheyremainintheJobwindow (unlessthe “Remove
OldJobs” preferenceis checked), they canbe duplicated.

Removingajob

ThelistofJobsintheJobwindowisstored sothatwhen youlaunch Back-
Burner, allthejobsrenderedinyourlastsession willstillbe thereunlessthe
“RemoveOldJobs” preference hasbeen checked. While thisisusefulinmany
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cases, youmay wanttoremoveold entries tomakethe Jobwindow more
readable.

AnyjoborjobsmayberemovedfromtheJobwindow by selectingthejobor
jobsandselectingRemoveJobfromtheJobmenu.

Removingajobremovesall record of thejobfromtheJobwindow. This
commandismostusefulincleaningupyourJobwindow ofjobsthathave
beenfinishedoraborted. Usingthiscommandonthe currently renderingjob,
oronasuspendedjob, willabortthejoband removeitfromthelist.

The Remove Old Jobs command fromthe Jobmenuremovesalljobsthatare
eitherdoneorabortedinasingle command. Thiscommandcanbeduplicated
byselectingall doneandabortedjobsandselecting “RemoveJob” fromthe
Jobmenu.

Saving and printing the Job list

BackBurnerallowsyoutosaveor printall ofthe renderingandtiminginfor-
mationaboutjobs. Thiscouldbeused, forinstance, forkeepingaccurate
billingrecordsonwhatfileswere processedandhowlongeach ofthemtook.
Thelogfilealsocontainsall ofthe rendering parametersinformation.

Tosavethelogfile, selectSave Joblistas TEXT fromthe File menu. This will
saveatextdocumentthatcanbebroughtintoanyword processor(suchas
SimpleText, Microsoft Word, orWordPerfect).

SelectingPrintJobListfromthe Filemenu willsimply printthe samefileto
yourselected printer. The Page Setup...menuitemwillletyouchangethe
setupofthecurrently selected printer.

The Progress window

Whileajobisrendering, the Progresswindow containsallthe time-related
informationaboutthejob. The name ofthe currentrenderingjobisdisplayed
belowthedragbarofthe window.

S==—= PrﬂgrESE Window =————HI=
Current Jdob: Test Scene
Frame #*1 (of 60): 21% Completed
Time Elapsed: 2 minutes
Click here to show only Time Remaining (Est.): 1 minute
the top half of the ]
Progress Window. Total Job 3% Comnpleted
Time Elapsed: 2 minutes
Time Remaining (Ezt.): 4 hours 36 minutes
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Thetophalfofthe Progress window is dedicated toinformationaboutthe
currentlyrenderingframe. Thisincludeswhatframeisbeingrendered, the
percentoftheframethathasbeencompleted, theamountofrenderingtime
thattheframe hastakensofar,andanestimateabouthowmuchrendering
timeisleft.

Thebottomhalfofthe Progresswindow containsinformationrelatedtothe
jobasawhole. Note thatifyou arerenderingonlyasingle frame, thenthe
numbersinthetophalfofthe windowandthebottomhalf willbeidentical. If
youarerenderingananimation, however, thetophalfcontainsinformation
aboutthe currentframe, andthebottomhalf containsinformationaboutthe
entirejob. Thisinformationincludesthe percentofthetotaljobthathasbeen
completed, thetotalamountofrenderingtimethatthejobhastakensofar,
andanestimateabouthowmuch renderingtimeisleft.

Thetime remainingestimateslistedinthe Progresswindowarebasedonthe
percentage of thejobthatBackBurnerhascompleted, andhowlongittook it
tocompletethatpercentage.

BackBurner Workfiles

WheneverBackBurnerbeginsajob, itcreatesafolderonaharddrivethat
containsallofthe informationaboutthatrendering. Thisfolder, called “Back-
BurnerWorkfiles,” containsafolderforeachjobinthejoblist. The name of
thisfolderisthe abbreviatedname ofthe Scenefile, with “Workfiles” added
ontotheendofthename. Inthisfolderisallthe informationaboutajob,

" & File Edit View Label Special k3] i

nz40

T items 121 ME in disk 1105 ME av. 1105 MEB avai

System Folder Applications

Alice WorkFiles

Cowhead Workfiles

= items 121 MEindisk 1108 ME avw.

The %Wheel WorkFiles

Infini-0m

Eug Testing

[

Cowhead Buffer

Cowhead Entry (11
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includingtheimage mapsandinformationaboutthe currentstatusofthe
rendering. Workfiles provide three key benefits: theability torenderanimage
largerthanRAMallows, the ability toresumeajobacrossrenderingsessions,
andtheabilitytorecoverandrestartacrashedrendering.

Largeimagesand Workfiles

WhenyourenderanInfini-D Scenefile fromwithinInfini-D, the size of the
image you canrenderislimitedtotheamountof RAMyou haveinyour
machineandtheamountof RAMyouhaveallocatedtotheInfini-Dapplica-
tion. BackBurner, in contrast with this, canrenderlarge images (up to4096 x
4096 pixels) withalimitedamountofavailable RAMinthe machine. Back-
Burneraccomplishesthisbyonly keepinga portionofthe renderedimage in
RAMatanyonetime. Therestofthe renderinginformationisstoredondisk in
the Workfilesfolder. NotethatBackBurnerdoes, however, needtoholdthe
entiremodelinmemoryatalltimes. While BackBurnercanrenderimages
largerthanavailableRAMwouldallow, BackBurnerwillalwaysrenderfaster
withmoreavailableRAM.

Workfilesand suspendedrenderings

Thesecondkeyadvantagetorenderingwith BackBurneristheability to
suspendarenderingandrestartitatalatertime. Inadditiontobeingableto
suspendandrestartarenderingwhile running BackBurner, itisalso possible
toquitBackBurner, launchtheapplicationagainatalatertimeandresumea
rendering.

Beingabletosuspendarenderingacrosssessionsisalsouseful whentryingto
renderaSceneonamachine otherthanthe machine wherethe Scenewas
created. WhenyourenderanInfini-D ScenefilefromwithinInfini-D, image
mapsarenotstored withthe Scenefile, buttheirlocationonthe harddriveis.
WhilethisisconvenientinInfini-D, itmakesrenderingonmachinesotherthan
yourownrisky. Imagineifyouwantedtouseaservice bureautorendera
largeanimationandaftertwodaysofrenderingyoudiscoveredthatyouhad
forgottenoneimage mapsotherenderedimage cameoutincorrect. Back-
Burnertakescareofthisautomatically by creating Workfilesforeachjob.

If, asinthe case above, you wantedtosendajobtoaservice bureautobe
rendered, the easiestwaytoinsurethatthe renderingwillgosmoothlyisto
firstsetthejobupin BackBurneronyourmachine. Afterthejobhasstarted
rendering, suspendit. Nowthatthejobissuspended, simply openthe
BackBurnerWorkfilesfolderanddragthefolderforthe particularjobtoadisk
tobesenttotherenderingbureau. You canbe confidentthatthejobwillbe
renderedtoyourexactspecifications. Youmayalsoremovethejobfromyour
ownjoblist.

Opening Workfiles fromwithinBackBurner

Workfilescanalsobe openedfromwithin BackBurner. OpeningaBackBurner
Workfileaddsthejobthatthe Workfilerepresents, and continuesthejobfrom
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whereveritwassuspended. ToopenaBackBurnerWorkfile, select Open...
fromtheFilemenu. BackBurner Workfileswillappearinthe Opendialog
alongwithanyInfini-D Scenefiles.

Crashrecovery

Asasidebenefit, crashrecovery isalso possible with the Workfiles. Remember
thatWorkfilescontainalltheinformation, includingthe currentstatus,abouta
job.Ifthemachinethatisrunningthe BackBurnerapplicationcrashes, youwill
beableto pickupthejobfromapproximately whereyouleftoff.

Workfilesand diskusage

One potential problemwiththe Workfile system, however, isthatmoredrive
spaceisrequiredtorenderafile with BackBurnerthan with Infini-D. Fortu-
nately, itis possibletoselectthe drive tobe used forstoring the Work files
fromthePreferences...dialog.

Theitemlabeled “Place ToPut Workfiles” hasa menuthatletsyouselect
whetheryouwishtousethe Scene’sfolder, ora particularhard drive or
volumetostore the Workfiles. Ifyouselectavolume, the Workfileswill be
placedonthemainlevel ofaselected hard drive orvolume. Ifthe BackBurner
applicationresidesonthevolumebeingusedforWorkfilestorage, the
Workfileswillbe placedinthefoldercontaining BackBurner.

Drag and drop operation of BackBurner

BackBurnerallowsyouto “draganddrop”anInfini-D Scenefile ontothe
BackBurnerapplicationinthe Finder. Inmostapplications, draggingand
droppingafileonanapplicationsimply meanstoopenthefilewiththe
selectedapplication. BackBurnerinterpretsthisactionslightly differently than
thestandard OpencommandfromwithinBackBurner.

Whenyouselectthe OpencommandfromwithinBackBurner, theapplication
promptsyoutosetall ofthe parametersforrenderingthefile. AnInfini-D
Scenefile, however, containsmostofthese parameters. You canconfigure
BackBurnertoeitherinherita Scene’s parametersordefinea setof default
parameterstobeusedinrenderingthefile. Dragginganddroppingafileonto
BackBurnerbypassesthe rendering parametersdialogboxandaddsthefileto
thejoblistwitheitherthe Scene’s parametersorwiththe defaultrendering
parameters.

Thedraganddropapproachtoopeninga group of Infini-D Scenefilesallows
youtoquickly queueupalarge numberofjobsforrendering. Jobsthatare
draggedanddroppedonBackBurmerareaddedtothelistinthe orderthey
were created. Recentfileswillappearbelow oldfiles.

Inadditiontobeingabletodragafile ora group of filesto BackBurnerand
havethemautomaticallyloaded, itisalso possibletodragand dropa Workfile
oragroupof Workfilesonto BackBurner. Sinceall therendering settingshave
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already beendeterminedforthesefiles, BackBurnerwillsimplyaddthejobor
jobstothejoblistandbeginrendering.

NOTE: BackBurnercreatesseveral filesineach Workfilefolder. Whendragging
anddroppinga Workfile onto BackBurner, use thefilethathasthe name of
thesceneyouarerenderingwiththeword “Entry”attheend. (Example: A
scene named “The Wheel”wouldhavea Workfilenamed “The Wheel Entry.”)

Custom settings

BackBurner’'sdefaultsettingfordragand drop operationistouse the Infini-D
Scenefile parameters. You canalsodefine a custom Scene setup for Back-
Burnertouseinthe Preferencesdialogbox.

Inthe DefaultJob Settingssection of the dialog, select “Custom Settings” from
theRenderSettingsmenu.

Thebuttonlabeled SET... willnowbecomeactive. Clickingonthe button will
bringyoutothe RenderSettingsdialogbox. Thisdialogisalmostidenticalto
the EditSettings... dialog, butdoesnotactuallyaddajob. Rather, thesetting
youdefineherewillbe usedasthe defaultrendering settingforany file that
youdraganddropontoBackBurner.

Defaultoutputformat

Itispossibletoset BackBurner’sdefaultoutputformatforstillsand animations
inthe Preferencesdialog. Inthe DefaultSettings section ofthe dialog, use the
itemslabeled FormatForStillsand Format For Animationstoselectthe desired
defaultoutputformatineachcase. Alloftheformatsavailableinthe output
dialogarealsoavailable here.

Chapter 3: Handling Jobs
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4 Working with Engines

Enabling Network Rendering

Before BackBurner will recognize any remote Engines on a network, it must
first be enabled for network rendering. (Without enabling network rendering,
only the built-in rendering Engine is available.) Network rendering is enabled
by purchasing BackBurner Engine serial numbers and serializing your Back-
Burner Engines. BackBurner Engine serial numbers come in 1-pack, 5-pack,
10-pack, or 20-pack quantities. You can have a single serial number which
enables BackBurner to use one remote Engine, or you can have a single serial
number which enables 20 remote machines. If you have seven remote Macs,
for example, you would have a 5-pack serial number and two 1-pack serial
numbers.

The benefit of this system comes into play when administering a BackBurner
rendering network. Assume, for example, that you have ten Macs on a net-
work, but there are usually only five available at any given time. You can
install the BackBurner Engine software on all ten machines, but only purchase
a 5-pack Engine serial number. BackBurner will use the first five available
machines. If you add more Macs to your network, or the existing ones become
available, you can purchase more Engine serial numbers and add them to
BackBurner.

To enable network rendering, choose

i “Serialize Network Engines...” from the
Engine menu. A dialog box appears that
shows you a list of all the serial numbers
currently enabled and totals the number of
engines enabled.

T
=

T
e

Murnber of Engines Currently Enabled: O

[ Remove | (cancel | [ ok ||
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To add a serial number to the list, simply
click “Add” and enter the serial number in the
text box.

Enter Network Number:

NOTE: Be sure to type the number exactly as it is printed, including the dashes
and capitalization.

Any number of Engines can be enabled by adding serial numbers to this list.
You can remove an Engine serial number from BackBurner at any time by
selecting the number in the list and clicking the “Remove” button.

The Engine window

The Engine window in BackBurner provides feedback about the BackBurner
Engines involved in the rendering process. The Engine window also allows
you to determine which

machines participate in the = z : =
rendering process. It is =L Engine Window EE
possible, for instance, to Engine State Block Avg.
disable an Engine or group of BackBurner Ready N i
Engines that you do not wish [ Ant Pharm Turned Off Remately -

to use in processing a job. Baseball Mac Ready =
BackBurner has a rendering B Box o’ Smurfs Ready -

Engine built into it that is Bl Carolyn’s Baby Disabled Locally 5

always displayed with the Bl Huckleberry Cizabled Locally =

name “BackBurner” at the top Meanie Dizabled Locally =

of the Engine window (above - Petunia—-Mose Dizabled Locally - =%
the dotted line). All remote =l o | g

Engines are displayed below
the dotted line. Remote
Engines are listed in the Engine window alphabetically.

Engines displayed in bold type are available or ready for rendering. Engines
displayed in red text require a password to be entered for access to the
machine. Note that successfully connecting to a machine does not guarantee
that the Engine will be available.

Like the Job window, you must select an Engine or group of Engines to
perform an action. As in the Job window, it is possible to select multiple
Engines by selecting Engines with the SHIFT key held down, and multiple,
discontiguous Engines with the COMMAND key held down. You can also
select an Engine using the up and down arrow keys on your keyboard.
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Disabling/EnablinganEngine

To disable an Engine, select the Engine and choose Disable Engine from the
Engine menu. This will disable the Engine and the menu item will change to
Enable Engine. In addition, the Engine status will change to “Disabled locally.”

To enable an Engine, select the Engine and choose Enable Engine from the
Engine menu. The selected Engine will now come back on line.

Note that if multiple Engines are selected, some disabled and some not, the
menu and action will be based on the first selected Engine.

There is sometimes a delay from the time you disable or enable an Engine to
the time when it actually becomes disabled or enabled. This is due to the time
it takes for a message to be sent to the remote Engine. Do not worry if the
Engines do not immediately become disabled or enabled.

Disablinglocalrendering

You may wish to disable the rendering engine within BackBurner itself. This
would allow you, for instance, to continue working in Infini-D at full perfor-
mance, (minus the processing time required to manage the distribution pro-
cess) while utilizing the rendering resources of your network. Disabling the

renderer or Engine built into the BackBurner application itself is no different
than disabling any other Engine.

To disable BackBurner’s renderer, select BackBurner in the Engine window
and choose Disable Engine from the Engine menu. To enable the Engine,
simply select Enable Engine from the Engine menu.

DisplayingEngines

By default, BackBurner displays all Engines, regardless of their status. After
using BackBurner for an extended period of time, however, you may wish to
only view Engines that are available for rendering or are currently working
(those shown in bold). To only view working Engines, select the Display All
Engines item from the Engine

=g Engine Window =———1dI=] menu. The check will no
State Bk Avrg: }Fongo_ar ap;l)le]:;r next to th_e item.
T —— Working 109 seos. |3 o view all Engines again,

|:| Marketing Mac Working 2 mins.
Research Cave Working 86 zecs.

simply select the menu item
again.

[] Speculator ¥orking 35 secs. NOIE

An engine that requires a
password for access or that is
locally disabled will not
appear with the Display All
Engines menu item off.

&

J:!.
EIE
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EnginesandAverageBlockTime

The Engine window will also show how long it takes each machine to render a
single block as averaged out over the last several blocks. This number is
shown in the Engine window under “Block Avg.”

A low number under the Block Avg. for an Engine generally indicates that the
machine is performing very efficiently. Specifically, however, it indicates that
the machine is either very fast, that the rendering task is very simple, or both.
Conversely, a high number can indicate a slow machine, a difficult rendering
task and/or a slow network. You can use this number as a general way to
compare the relative speed of Engines on your network.

The Block Avg. number indicates the total time for rendering the block,
including the time to transmit information to the Engine and for the Engine to
send back the finished block. Therefore, this number also reflects the speed of
the network being used for rendering.

Note that the rendering time for each block is independent of all other blocks,
in both the same Scene file and across Scene files. A block that contains
reflective or transparent surfaces, for instance, will take longer than a block
that has no objects in it.

The Engine Information dialog

Selecting an Engine and choosing Engine Info... or double-clicking on a listed
Engine from the Engine menu brings up the Engine Information dialog box.
This dialog provides all of the information related to an Engine, including the
status of the Engine, the name of the machine it resides on, the zone of its
AppleTalk network, (if any) the number of blocks that the Engine has rendered
in the current job and the average time per block (averaged over a number of
blocks).

Engine Information

Name: BackBurner
Machine Type: Power Macintosh
Zone: Product Management
State: Working
Blocks Rendered: 6
Avg. Block Time: 25 secs.

Note that rendering does not stop while in this dialog box. You can also look
at the previous or next Engine from the Engine window without having to exit
the dialog. Use the PREVIOUS and NEXT buttons in the bottom of the dialog
to look at other Engines. When you have finished looking at the parameters of
the Engines, click the DONE button.
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The arrow keys can also be used to look at other Engines, with the left arrow
for PREVIOUS and the right arrow for NEXT.

PasswordsandtheEnginelnformationdialog

The remote machine you are using may or may not have Guest level Program
Linking enabled. BackBurner will first try to log into the remote machine with
Guest level access. If Guest is not available, then BackBurner will try to log in
using the User name as defined in the Sharing Setup Control Panel. If that does
not work, then BackBurner will try and log in using all the User names you
have successfully used in the past.

If none of these options work, then the BackBurner Engine will display the
message “Password Required” (in red text) under Status in the Engine window.

To log into these machines, select the Engine and select Engine Info... from the
Engine menu or simply double-click on the Engine.

The Engine Information dialog will appear as usual, but it will also have a
CONNECT button available. To log into the machine, click on the CONNECT
button. You should be prompted for a User name and password.

If you have the checkbox labeled “Remember name and password” checked,
then, after you enter the name and password, BackBurner will remember the
information you used and automatically log you into that machine the next
time you run BackBurner. Additionally, BackBurner will remember this name
and password for use in connecting to other machines.

Regardless of whether you tell it to remember the name and password infor-
mation, however, BackBurner will retain the information until the program is
quit.
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9 The Engine and Agent

The BackBurner Agent

The BackBurner Agent controls the interaction between the BackBurner
application and the BackBurner Engine located on the remote machine. The
Agent is necessary to turn the Engine on or off and to set the available
memory for the Engine. The Agent also must be present for the machine to be
recognized at all by the BackBurner application controlling the rendering.

To open the BackBurner Agent, select Control Panels from the Apple ()
menu on the remote machine and then open the BackBurner Agent.

The Agent can be ON, ON WHEN IDLE, or OFF. When ON, the BackBurner
Agent will activate the BackBurner Engine when it receives a message from the
BackBurner application on the controlling machine. When OFF, the
BackBurner Agent will ignore the message to turn on the Engine, and the
message “Turned Off Remotely” will appear in the Engine window of the
BackBurner application. The

BackBurner™ Hggnt %.1 =——| third mode, ON WHEN IDLE, is
designed to only turn on the
L |
B A{:KBU“N-ER AG ENT BackBurner Engine when the
BackBurner Engine Setting: AutoBurner screen saver is

.:::, on activated on the remote
machine.

{®) On When |dle { AutoBurner ™)

' {1 Off —
Mernory Lze ‘
4 BackBurner Engine availability

FHinirnunn Size: 3000 kK

Current Size: m k. — 11— BackBurner Engine memory
configuration

211996 Specular International.
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AutoBumer:theBackBurnerscreensaver

The advantage of using the screen saver is that your remote machines can be
used normally and become a BackBurner rendering resource when they are
idle. You will also not have to tell people at those machines to turn on the
Agent. Instead, you can have them just leave their machines on. The Agent will
activate when they are not working and will quit as soon as they resume work.
AutoBurner is an After Dark™ screen saver module.

Note that the BackBurner screen savers take away little or no processing time
from the machine being used for rendering.

MemoryconfigurationoftheBackBumerEngine

In addition to describing when the BackBurner Engine is available, the
BackBurner Agent controls the amount of memory the Engine will use on the
remote machine for rendering. The amount listed in the Agent is the amount of
free memory required to launch the Engine. If the memory is not available on
the remote machine, then the message “Not Enough Memory” will be listed in
BackBurner’s Engine window. The default minimum memory setting for the
Engine is 5 megabytes.

Each Engine must have enough memory to hold the entire Infini-D Scene file
in memory. A large Scene file, for instance, that takes 8 megabytes of RAM to
be loaded into BackBurner must also have 8 megabytes of RAM available on
the remote machines.

With the BackBurner Agent set to “ON,” BackBurner Engines will never use
more memory than the amount listed for the Current Size in the Agent. For

example, if you set the memory size to 5 megabytes, the BackBurner Engine
will never use more than 5 megabytes.

If the BackBurner Agent is set to “ON WHEN IDLE,” then when the remote
machine becomes idle, the BackBurner Engine will ignore the current memory
configuration and use all available memory. For example, suppose the Agent
on a remote machine was configured to use 8 megabytes of RAM, but the
machine had 20 megabytes of RAM actually available. When the machine
became idle the BackBurner Engine would launch using all 20 megabytes. If
someone moved the mouse, the memory would become free again for other
applications to use.

If BackBurner cannot launch the Engine due to memory problems, it will
display the message “Not Enough Memory” in the Engine window. Note that
BackBurner will periodically check the remote machine to see if it is possible
to launch the Engine.

If you are unsure as to what memory configuration to use for BackBurner
Engines, we advise that you install and use AutoBurner all the time. This will
ensure that you have enough memory to render without reconfiguring the
Engine, and that the people on the remote machines will be able to work
uninterrupted.
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The Engine Status window

The BackBurner Engine Status window appears on machines being used for
rendering when the BackBurner Engine is launched. The window includes
information about the status of the Engine, what machine it is working for, the
number of blocks rendered so far, and the average time, in seconds, per block.
The “Working For” field contains the name of the machine running the Back-
Burner application. For a complete list of messages for the BackBurner Engine
Status window, please consult Appendix B: BackBurner Engine Messages.

=[I== BackBurner Engine 5tatus ——

Status: FReady
& “Working For ;. RBesearch Cave
z Blocks Rendered: 2
dvg. Block Time: 38 secs,

Like a normal application, it is possible to switch in and out of the BackBurner
Engine from the Finder’s Application menu. When the BackBurner Engine is
selected, the BackBurner Engine Status window comes to the front. There are
three menu items associated with the Engine application.

Open Status window opens the BackBurner Engine Status window if it is
closed. Close Status window closes the BackBurner Engine Status window if it
is open.

Quit forces the BackBurner Engine to quit and sets the BackBurner Engine
Setting in the BackBurner Agent Control Panel to OFF. The Engine will ask
you to confirm that you wish to quit before quitting.
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6 Advanced Topics

The previouschaptershavedealtwithunderstandinghow BackBurnerworks
andhowtogettheapplicationandother partsrelated toBackBurnerupand
running. ThischaptercoversadvancedtopicsrelatedtoBackBurner,and
shouldbereadafteryouhavefamiliarized yourselfwiththe productandhow
itworks.

Speed: How fast should BackBurner render?

The performance of BackBurneronanetwork directly relatestothe speed of
themachinesbeingused,andthetrafficand configuration ofthe network. On
abasiclevel, ifyouare running BackBurneronasingle PowerMac7100,and
youaddanotherPowerMac7100,youshouldseeyourrendering performance
roughlydouble.Inactuality, duetothe overhead of distributingthe work, the
performancewillbeslightlylessthantwiceasfast.

TheFormula

Wehaveworkedoutthefollowing pointscaleandformulatocalculatethe
approximate speedincrease thatyoushouldbeseeing. Please notethatthe
followingisonlyawaytoestimatethe rendering performance. Otherfactors
thatwillaffecttheactual performanceincludethe complexity of the Infini-D
Scenefile, largeimage maps,andnetwork speedandtraffic.

PointratingforeachMacintosh:
Macllci
MacQuadra
PowerMacintosh7100/66
PowerMacintosh8500/120

co N N

Total rendering points = Controlling Macintosh + All Macs available for rendering

Renderingmultiplier=Totalrendering points/ControllingMacintosh
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AnExample

Theavailable machineswith BackBurnerEnginesonthemincludeaQuadra
900andtwoPowerMac7100s. The controllingmachineisa PowerMac8500.

Totalrendering points: 2+ 5+ 5 + 8= 20 points

Renderingmultiplier: 20/8=roughly 2.5 timesfasterthanthesingle Power
Mac8500.

Networkspeed

Network speed willalwaysaffect BackBurner’s performance, butitbecomesa
particularly importantissue with Scenefilesthat containlargeimage ortexture
maps(largerthan500by 500 pixels). When BackBurnerstartsthe rendering
process, itsendsthe complete Infini-D Scenefile, minusthe image maps, to
everyEnginebeingused. The Enginesthen “request”blocksof theimage
mapsastheyneedthem. Withalarge image map, these blocks canbe quite
largeandthereforetakeasignificantamountoftimetotransmitoverthe
network. While LocalTalkissufficientformostrenderingjobs, EtherTalk, with
itshigh datatransferrates, will give better performance with suchfiles.

Network trafficwillalsoaffectthe speed of BackBurner. If yournetworkis
alsobeingusedtoaccessalfileserver, forexample, then BackBurnerwillbe
slowerwhenserveractivityishigh.

Performance on remote machines

The performance of otherapplicationsonamachinebeingusedasa
BackBurnerEngineisdirectlyrelatedtothetypesofapplicationsbeingrunon
thatmachineandthespeedofthatmachine.

“Low-processing power” applicationssuchasword processors, spreadsheets,
andflat-filedatabases canruncomfortably onaQuadra withthe BackBurner
Enginerunninginthebackground. Processor-intenseapplicationssuchas 32-
bitpaintprograms, 3Dapplicationsandrelational databasesrequireaPower
Mactohaveadequate performance whilerunningthe BackBurnerEnginein
thebackground.

The performancealsorelatestotheamountof memoryavailableonthe
remotemachines.Ingeneral, themorememoryavailable, thebetterthe
performanceoftheforegroundapplicationswiththe BackBurnerEngine
unning,

Theremay, infact, alwaysbesomesluggishnesswhenrunningthe BackBurner
Engine. Ifyouare havingdifficulty, we recommendthatyouusethe
AutoBurnerscreensaverandhaveyourmachineavailableforrenderingonly
whenidle.
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Using multiple BackBurner applications

Itis possible torunmorethanone copy of the BackBurnerapplicationonthe
samenetwork. Inthiscase, theallocationof BackBurnerEngineshappensona
first-come-first-servedbasis. Thismeans, forinstance, thatone personcould
runthe BackBurnerapplicationtwominutesbeforethe second personrunsit
and getallavailable Engines. The second person, inthiscase, would see each
Engineinthe Enginewindowwiththe message “Busy.”

Needlesstosay, this couldbe quitefrustratingforthe second person running
BackBurner, especiallyonalarge network withmultiple AppleTalk Zones.
Therearetwosolutionstothe problem. Thefirst personrunning BackBurner
couldselecta group of Enginesinthe Engine windowandselect Disable
Enginefromthe Engine menu. Thiswoulddisable the Enginesforthefirst
person, butmakethemavailable forusebytheseconduser.

The secondsolutiononly worksinthe case where the usershaveall the
Enginesdividedacrosstwodifferent Zones. Both userscanchoosetoonly
lookforEnginesintheirlocal Zones. Thiswould meanthatEnginesina
second Zonewouldnotberecognized.

Theoptiontolookonlyinalocal Zoneisfoundinthe Engine menu. The
LookInAllZonesmenuitemischeckedbydefault. Selectingthisitemwill
uncheckit, causing BackBurnertolook onlyinthelocal zoneforEngines.
NotethatEnginesalreadyfoundacross Zoneswill continuetobeusedunless
disabledlocally.

Centralized rendering

Agoodapproachtonetwork renderingistohaveasingle personresponsible
forrenderingallfiles. The dragand drop nature of BackBurnermakesitvery
easy forthis persontoseta group offfilesrendering ina single action.

The optimalsetup for centralizedrenderingistohaveasharedfolderonthe
controllingmachineinwhichtheotherpeople placethefilestheywishto
haverendered. The personincharge of renderingselectsthese filesand drags
themtothe BackBurnerapplication. Notethat BackBurnercanopenthem
usingeitheradefaultrenderingsetup ortherendering parametersfoundinthe
fileitself. Fitherof these options canbe setinthe Preferences dialogbox.

Forexample, Damianisthe designated rendering controllerforhisoftice. He
createsasharedfoldercalled “ToBeRendered” on hismachine. Other people
aroundtheoffice work withInfini-Dand createfilestobe renderedand place
the Infini-Dfilesand anyassociated texture mapsinthisfolder. Attheend of
theday, Damianselectsall ofthe Infini-Dfilesinthe Finderand dragsthem
ontothe BackBurnerapplication. BackBurneropensallthefilesand queues
themforrendering. Later, afterthe renderingis complete, people canclaim
theiroutputfromeitherthatsamefolder, orfromanothersharedfoldercalled
“FinishedRendering.”
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Poor uses for BackBurner

Whilerendering BestShaded orraytracedimagesandanimationsare excellent
usesforof BackBurner, youmayfind thatsometypesofrenderingjobs,
especiallyonsimplescenes, arebesthandled withinInfini-D. Forinstance,
renderingaseriesof Wireframe spheresinasimpleanimationwouldbe faster
todoinInfini-D. Theserenderingoptions, however, areincluded with Back-
Burnersothatyoucould, forexample, rendersuchfilesinthebackground
while continuingtowork with Infini-D. Using BackBurnerforlengthy com-
plexwireframe previewsisalso perfectlyreasonable.

Rendering for print

BackBurnerisidealforrenderingInfini-Dfilesfor printbecauseyoucan
specifytheimagerenderingsizeininchesbasedonanarbitrary dots-per-inch
setting. Combinethiswith BackBurner’sabilitytoreducealargeimagetobe
viewable ona 640by 480 monitor,and BackBurnerbecomesessential for
anyonerenderingforprint.

Ifyouare creatinganimage thatwillbe used for printmedia, you firsthaveto
determinetheresolutionyouneedforyourrenderings. Tocalculatethe
resolutionindots perinch, (dpi)astandard methodistochooseadpithatis
doubletheline-screenoutputyouintendtousein printing. Forexample,
manypeopleusea 150linescreenwhenoutputtingtoanimagesetter.

150x2=300dpiimage.

Now thatyouknow theresolution (inthis case, 300 dpi) you canthenenter
thatvalueintothe DPItextboxinthe RenderSettingsdialogbox (youwill
needtoselect “Inches” fromthe pop-upmenu.) Finally, enterthe dimensions,
ininches, forthe widthandheightofthe desired printedimage size.

Forexample:ifyouwantedtorenderanimageforabrochurethatwouldbe 3
inchesby4incheswhen printed, youwouldselect “Inches,” enter300inthe
DPItextbox,andenter3inchesforwidthand4inchesforheight.

Notethat BackBurnerdoesnotactually exporttheimage at300dpi. Rather, it
calculatesthesize oftheimage, in pixels, foryouusing the formula outlined
above. If asinthe earlierexample, yourendered a 3by 4 inch image at 300
dpi, theresulting outputwould be 900 by 1200 pixels (3" x 300 dpi=900
pixels, 4”x300dpi=1200 pixels.) Ifyou wish tochangethe dot perinch
settingoftheimage, youwill needtobringthe image intoanimage manipula-
tion packagesuchas Adobe Photoshop™.

Alpha channel

Macintoshimagefiles(PICT, Compressed PICT, TIFF, PICS, and QuickTime)
cancontain 24bits of colorinformation. Anadditional 8bits of colorinforma-
tionisavailableforuseasanalphachannel. Thealphachannelisextremely
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usefulforcompositingmultipleimagestogetherorcompositingcomputer
graphicsontovideo. Therearetwodifferentmethodsof creatingalpha chan-
nelsfromwithinBackBurmer.

Straightalphachannel

The Straightalpha method outputsthealphachannelasaseparate channel.
Thismethod workswell whenyou needtocomposite multiple imagesto-
getherusinga programlike Adobe Photoshop, orifyouwanttokey 3D
graphicsoverlivevideowith crispedgesusinghardwarelikea TrueVision
NuVista+™videocard. Note, however, thatwhenyouuseastraightalpha
channel,imagesmaylookjaggedin programsthatdonotsupportanalpha

channel.

Multipliedalphachannel

TheMultipliedalphamethodoutputsthealphachannelmuchlikestraight
alpha, exceptthatthemultipliedmethodalsointegratesthealphainformation

intoeachofthered, greenandblue colorchannels. Thismakesimagesappear

correctlyanti-aliasedevenifthe programthatisviewingtheimage doesnot
supportalphachannels. Ttdoeshowever, modify thered, greenandblue
channels. Compositingwithamultipliedalpha channel can produceunex-
pectedorunwanted resultsbecausethe anti-aliasinginformation willbeused
twice:onceinthe multipliedalphaandonceinthe composite.

NOTE

Usingabackground colorotherthanblack can produceunexpectedorun-
wantedresultswhencompositingwithotherimages.
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7 Reference: Menus & Dialogs

Open... *0
Close Engine Window ¥

Save Job List As TEHT... ES

Page Setup...

PBrint oh | ict 9
rrnt 400 LIST ... o R

Quit ®0

The File Menu
Open{Command-0)

Opens an Infini-D Scene file for rendering within BackBurner, and produces
the Render Settings... dialog box. BackBurner Workfiles can also be opened
with this menu item. See “BackBurner dialog boxes” later in this chapter for
more information.

Closewindow(Command-W)
Always closes the front-most window.

SaveJobListasTEXT(Command-S)

Saves detailed rendering information for the list of jobs in the Job window to a
text file. User will be prompted for file name and location.

PageSetup...

Brings up the standard Macintosh Page Setup dialog box for the selected
printer. See the Macintosh System Reference Guide for details.

PrintJobList(Command-P)

Prints the rendering information for all of the jobs listed in the Job window.

QuiCommand-Q)

Quits the BackBurner application.
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Undo xS
Cut 3EH
Copy L
Paste 1)
Clear

Select All Engines 2%A
Preferences...

The Edit Menu
Undo(Commanc-7)
Cul(CommandtX)
Copy(Command-C)
Paste(Command-V)

These commands are not used within BackBurner.

Clear

Clears the selected job or jobs from the Job window.

SelectAll(Command-A)

Selects either all the BackBurner Engines in the Engine window, or all the jobs
in the Job window depending on which is currently the active window.
Preferences...

Opens the Preferences... dialog box. This dialog contains all the Preferences
related to the BackBurner application. See BackBurner dialog boxes, later in
this chapter, for more information.
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Duplicate Joh #0
Edit Settings... 3E
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Remove Job #L
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The Job Menu
DuplicateJob(Command-D)

Duplicates the currently selected job or jobs. The rendering parameters are also
duplicated.

EditSettings...(Command-E)

Opens the Render Settings dialog box for the selected job. Note that this will
restart the selected job if that job is in progress. This dialog contains all
information related to a rendering job. See “BackBurner dialog boxes”, later in
this chapter, for more information.

RenderNow/ResumeNow(Command-R)

Starts or resumes the currently selected job. If another job is currently render-
ing, then that job is suspended and the selected job is rendered.
SuspendJob/ResumeJoh(Command-J)

Suspends the current job. Suspended jobs can be restarted with the Render
Now command.

AbortJob(Command-K)

Aborts or stops the currently rendering job. The current image information is
not saved, but frames already rendered will still be present on disk. Aborted
jobs cannot be resumed.

RemoveJob(Command-L)

Removes a job from the Job window. This command will also abort a job if
the job is currently rendering.

RemoveOldJobs...

Removes all jobs with the status of Done or Aborted from the Job window.
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The Engine Menu

Disable/EnableEngine(Command-H)

Disables or enables the selected Engine or Engines. Disabled Engines display
the message “Disabled Locally” in the Engine window. Disabled Engines do
not contribute to the rendering process. Disabled Engines are available to other
Macintoshes running another copy of the BackBurner application.

GetEnginelnfo...(Command-1)

Opens the Engine Information dialog box for the selected Engine. See “Back-
Burner dialog boxes” later in this chapter, for more information.
SerializeNetworkEngines...

Brings up a dialog box which shows all of the currently enabled BackBurner
Engine serial numbers, and allows you to add or remove them.
DisplayAllEngines

When checked, BackBurner will show all Engines found over the network.
When not checked, BackBurner will display only those Engines that are
available for work or are currently working.

UseRemoteEngines

When checked, the BackBurner application will distribute rendering tasks
among available BackBurner Engines. BackBurner only renders locally when
this menu item is not checked.

LookinAllZones

When checked, BackBurner will look in all Zones of the current AppleTalk
network for BackBurner Engines. When not checked, BackBurner will only
look in the Zone that the machine running the BackBurner application is in.
This menu item has no effect on Engines already found.
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The Windows Menu

CleanupWindows(Command-U)

Places the Engine, Progress and Job windows at their default screen placement
and size.

RenderWindow(Command-1)

Opens the Render window if it is closed. Makes the Render window active if
it is currently inactive. Hides the Render window if it is currently open and
active. An underline indicates that the window is currently active.

EngineWindow(Command-2)

Opens the Engine window if it is closed. Makes the Engine window active if it
is currently inactive. Hides the Engine window if it is currently open and
active. An underline indicates that the window is currently active.

ProgressWindow(Command-3)

Opens the Progress window if it is closed. Makes the Progress window active if
it is currently inactive. Hides the Progress window if it is currently open and
active. An underline indicates that the window is currently active.

JobWindow(Command-4)

Opens the Job window if it is closed. Makes the Job window active if it is
currently inactive. Hides the Job window if it is currently open and active. An
underline indicates that the window is currently active.
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The Render Settings dialog hox
View

Selects the Infini-D View window that will be used when rendering.
Quality
Selects the rendering mode to be used in processing the file. All Infini-D

rendering modes are available, including Bounding Box, Wireframe, Shade
Fast, Shade Better, Shade Best and Ray trace.

Renderer

This pop-up menu is present to remain consistent with Infini-D which allows
you to use QuickDraw 3D renderers. Since BackBurner is not an “interactive”
application, QuickDraw 3D provides little benefit and is not used.

Anti-Aliasing

Anti-aliasing is the process of removing sharp edges or “jaggies” from a
rendered image. In general, higher anti-aliasing levels result in smoother,
higher-quality images. High anti-aliasing levels, however, can take significantly
longer to render. BackBurner has three different anti-aliasing settings to

provide you with an acceptable trade-off between the quality of the image and
the time it takes to render it.

Each rendering mode has different options available, such as reflections and
dithering. Ray tracing, for instance, provides transparency. For detailed infor-

mation on these features, see the Rendering Options dialog box later in this
chapter.
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WidthandHeight

Sets the width and height of the rendering in pixels or inches. There is also a
Constrain Proportions checkbox available. With Constrain Proportions on, you
can easily set a larger or smaller rendering size and the image’s aspect ratio
will remain constant.

You can specify the image size in inches based on an arbitrary dpi setting here
as well. Dots per inch is most useful for images that will result in a printed
image. For more information on how to use the dpi setting in print, please see
Chapter 6: Advanced Topics.

Colors

Sets the color depth for the rendered image or animation. Available color
modes include Black and White, 4, 16, 256, Thousands, and Millions of colors.

AlphaChannel

When the color mode is set to Millions, an 8-bit alpha channel can also be
created. Both Straight and Multiplied alpha channel are supported. Selecting
an alpha channel will automatically set the background color for the rendered
file to black. For more information on alpha channel, please consult Chapter
6: Advanced Topics.

Animationinformation
If the Infini-D file selected contains animation information, then controls for
deciding which frames to render will appear at the bottom of this dialog. Use

the “All” setting to render the complete animation, or select specific starting
and ending frames. You can also specify the number of frames per second.

The Render Options dialog box

Each rendering mode has different options available. Please consult your
Infini-D User’s Manual for more information on each option.

|  RENDEROPTIONS = |

[ Dithering [< Shadows

[1 Render Invisible Objects [ Reflections I]epth

O Force Visible Wireframes [ Transparency Depth|5

[ Panoramic Angle | 360

Patch Detail:
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Dithering
Dithering is used to approximate 24-bit color images in an 8-bit color mode by
using colored patterns. If you are planning on viewing your images or anima-

tions on an 8-bit monitor, we recommend that you keep the Dithering option
checked.

Renderlnvisible Objects

When this option is checked, BackBurner will render invisible objects such as
Lights and Cameras. This option is available in all rendering modes.

ForceVisibleWireframes

In some cases a wireframe rendering may be unusable because the color of the
wireframe render’s lines will be too dark to see against a dark background.
Force visible wireframes makes all wireframes visible against the current
background color of the Scene. In other words, if the background was black,
the wireframes would be white. If the background was white, however, this
option would make all the wireframes black. As the name implies, this option
is only available in Bounding box and Wireframe rendering modes.

Shadows

This option turns the ability to cast shadows on or off for all objects in a
Scene. Available only in Shade Best and Ray trace.

Reflections

This option turns reflection on or off for all objects in a Scene. It is sometimes
useful to turn this off for ray traced test renderings to reduce rendering time.
This option is only available in ray tracing. This option does not affect the use
of Environment Maps in the Shaded modes.

You can also set the maximum number of reflections by entering a number in
this text box. For more information on the maximum number of reflections,
consult your Infini-D User’s Manual.

Transparency

Turns transparency on or off for all objects in a Scene. As with the reflections
option, this can be useful in ray traced test renderings to reduce rendering
time. This option is only available in ray tracing.

You can also set the maximum number of levels of transparency by typing a
number in this box. For more information on the maximum number of levels
of transparency, consult your Infini-D User’s Manual.

Panoramic
With this option checked, BackBurner will render the image (or every frame of

the animation) as a panorama for use with QuickTime Virtual Reality. In order
for this checkbox to be active, the current view must be a Camera view, and
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the rendering quality must be Ray Trace. The degrees text box allows you to
set how much of the scene is rendered. For further information on setting up
and rendering panoramic scenes for use with QuickTime VR, consult the Infini-
D 3.1 addendum.

PatchDetail

This pop-up menu allows you to set the level of detail for rendering
SplineForm objects. Higher patch detail settings create more polygons and
therefore will make your SplineForm objects appear much smoother when
shaded. (Patch Detail does not affect ray tracing.) However, higher patch detail
can also greatly increase rendering times.

|2 Coke Can v = Mo jo Drive

O CokeCan = s
[ Coke Outline
#% Coke Outline Edition #1 Desktop

#% Coke Outline Edition #3

E
rm
o
o=}
=

T

Save Rendered Image: Cancel
[:uke Can Image |

Format:[ PICT »| [options... |

The Save As... dialog box

After you have set the rendering parameters for the job and clicked the REN-
DER button, you will be prompted for a place to save the image or images. In
addition to specifying a location, you can also select the output format (PICT,
Compressed PICT, PICS, TIFF or QuickTime) for the file or files. The OPTIONS
button will become active when you select a format that has options associated
with it. Currently, only Compressed PICT, PICS and QuickTime files have
options.

Chapter 7: Menus & Dialogs Page 61



PICS Options

Mas PICS File Limit:

[<] Crop to differences in frame

Output Options - PICS Files

There are two options available for PICS files: Max PICS File Limit and Crop to
differences in frame.

MaxPICSFileLimit

The limit on the size of a PICS file on the Macintosh is 16 megabytes. To
allow the user to divide a large animation into smaller PICS files, BackBurner
has the ability to divide an animation into a series of PICS files. The limit set
here specifies the maximum size of each PICS file.

Croptodifferencesinframes

When this option is turned on, BackBurner will automatically crop the image
rendered to the area of the frame that is different from the previous frame.
This can conserve disk space when saving and conserve RAM used when
playing the animation back. With this option off, BackBurner will render the
entire image frame for every frame in the sequence.
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Compression Settings
--CoOmpressor -

[ Animation

| Millions of Colors+ w| !

~Ouality

Output Options - QuickTime files

If you choose the QuickTime format, you will be able to set various options
for compressing the movie file. To learn more about these various compres-
sion options, please refer to the QuickTime Manual that comes with Apple’s

QuickTime System Extension.

Engine Information

Name:

Machine Type:
Zone:

State:

Blocks Rendered:

Avg. Block Time:

BackBurner

Power Macintosh
Product Management
Working

6

25 secs.

[Preuiuus] [ Next ]

The Engine Info dialog box

This dialog box contains the name, machine type, AppleTalk zone, state,
blocks rendered and average seconds per block for the selected Engine.
“Name” is based on each Macintosh’s name as set in Sharing Setup on the
remote machine. The average block time is calculated over a number of

blocks.

In the case where a password is required to access a remote machine, a
CONNECT button will appear in this dialog. Clicking on this button will allow
you to enter a user name and password for the remote machine. See Chapter
4: Working With Engines, for more information about user names and pass-

words.
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The BackBurner Preferences dialog box

This dialog box contains the preferences that allow you to customize the way
you work with the BackBurner application.

WhenAnimating
This item determines the way in which BackBurner will visually show that it
has completed one frame of an animation and moved on to the next frame.

There are three options:

ClearEachFrame

After completing a frame, BackBurner will clear the Rendering window.

DimEachFrame

After completing a frame, BackBurner will “gray” the current frame and begin
rendering the next frame over it. This is the default setting.

LeaveEachFrame

After completing a frame, BackBurner will simply overlay the blocks of the
next frame. This mode shows the least contrast between frames.

Removeoldjobsonquit

When checked, BackBurner will automatically remove jobs that are Done or
Aborted from the Job window.

StartSuspendedJobsonOpen

When this option is checked, BackBurner will automatically start rendering any
suspended job when it is launched.
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This is most useful in a BackBurner setup where you have a machine dedi-
cated to running BackBurner. With this option on, if the machine crashes for
any reason, you can simply re-boot the machine and launch BackBurner. Your
jobs will then automatically continue rendering. You could further automate
the process by placing BackBurner or an alias to BackBurner in the Startup
Items folder of the machine.

With this option off (the default), suspended jobs will remain suspended until
you restart them.

AlwaysSavePartiallmage

This preference is turned on by default. With this function active, BackBurner
saves the current part of the rendered image into a temporary file on your hard
disk. This allows you to suspend a rendering job and resume it at a later time.
It is also what makes BackBurner crash-proof; you can never lose the part of
the image that you see. However, this also results in constant disk access
which can impede rendering speeds, especially if the image (and therefore the
temporary file) is large.

Turning this preference off can greatly improve rendering speeds. BackBurner
does not need to take the time to create the temporary file on disk, write
rendered blocks into it, or read from it to update the image window. Remem-
ber that if you suspend the rendering once it has begun, you will lose every-
thing in the current frame. (When rendering animations, you will still have all
the frames prior to the current one.) We do not recommend turning this
preference off when rendering large images, spooling long animations, or
queuing several scenes to be rendered.

PlacetoputWorkfiles

Selects the drive or volume to be used for the storage of the BackBurner
Workfiles.

DefaultJobSettings

This section allows you to specify default render settings.

RenderSettings

This allows you to choose whether BackBurner will use the rendering settings
of the Infini-D Scene file or a custom set of settings when files are “dragged
and dropped” onto the BackBurner application.

The Infini-D settings brought into BackBurner include the active View, the size
of that View, and the rendering mode for that View.

If you select “Custom Settings,” then the SET button will become active.
Clicking on the SET button will bring you to the Custom Rendering Settings
dialog box. This dialog is similar to the Render Settings dialog, but does not
create a job. Instead, the settings defined here will be used when an Infini-D
Scene file is “dragged and dropped” onto BackBurner’s icon.
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FormatForStills

The default format for stills rendered with BackBurner can be set here. Op-
tions for the formats are detailed in the “Save As dialog: Output Formats”
section of this chapter.

FormatForAnimations

Here you can choose the default format for animations rendered with Back-
Burner. Options for the formats are detailed in the “Save As dialog: Output
Formats” section of this chapter.
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Appendix A
BackBurner Messages

Found Agent
Indicates that the BackBurner application has found a BackBurner Agent on a
remote machine.

Speaking To Agent
Indicates that BackBurner is determining if the Engine is running or not. If the
Engine is not running, BackBurner will instruct the Agent to launch the Engine.

Validated By Agent
Indicates that the BackBurner Engine is functional and capable of doing work.

Initiating Contact
Indicates that BackBurner is sending its first message to the BackBurner
Engine.

Contacted
Indicates that BackBurner has contacted the BackBurner Engine.

Ready
Indicates that the BackBurner Engine is ready to process a job. Ready Engines
are displayed in bold.

Sending Objects
Indicates that BackBurner is distributing the object database to the available
Engines.

Working

Indicates that the BackBurner Engine is processing a block.

Turned Off Remotely
Indicates that the BackBurner Engine has been turned off on the remote
machine from the BackBurner Agent Control Panel.
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Disabled Locally

Indicates that the BackBurner Engine has been disabled from the BackBurner
application. Locally disabled Engines are available to other BackBurner
applications. Disabling an Engine does not shut down the BackBurner Engine
on the remote machine.

Password Required
Indicates that a BackBurner Engine needs a password to be accessed. Also
indicates that Guest level Program Linking is not available.

No Serial Number
Indicates that there are not enough serial numbers entered to use this Engine
(see Enabling Network Rendering in Chapter 4).

Not Enough Memory
Indicates that there was not enough memory to launch the BackBurner Engine
on the remote machine.

Busy
Indicates that the BackBurner Engine is in use by another BackBurner applica-
tion.

Engine Not Found

Indicates that although the BackBurner Agent was found on the remote
machine, the BackBurner Engine file could not be found. Both are necessary
for the remote machine to function as an Engine.

Unavailable
Indicates that the BackBurner Engine is unavailable for an unknown reason.

Timed Out
Indicates that the BackBurner Engine has not responded in the last several
minutes and is therefore not contributing to a rendering task.

Not Responding

Indicates that the BackBurner Engine is not responding. This could indicate
that either the remote machines has crashed, or that a network bridge is down
or has crashed.

Agent Malfunction
Indicates that the BackBurner Agent has had some type of malfunction.
Contact technical support.

Unknown
Indicates that the BackBurner Agent or Engine has failed for an unknown
reason. Contact technical support.
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Appendix B
BackBurner Engine Messages

Ready

Indicates that the BackBurner Engine is ready to process a job.

Receiving Objects
Indicates that the BackBurner Engine is receiving the object database from the
BackBurner application.

Working
Indicates that the BackBurner Engine is processing a block, or section of a
rendering job.

Low Memory
Indicates that the BackBurner Engine cannot contribute to a rendering task
because it has little or no memory available to process the job.

Scene Too Complex

Indicates that the BackBurner Engine does not have enough memory to render
the Scene. The Engine should be given more memory in the BackBurner
Agent Control Panel. This is different from “Not Enough Memory” which means
that the Macintosh does not have enough memory to run the BackBurner
Engine.
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Appendix C
Troubleshooting

Problem
BackBurner not recognizing Engines.
Engines do not appear in Engine window.

Check

Are you on a network?

Is the network connected to your machine?

Is AppleTalk active?

Is Program Linking enabled on the remote machine?

Is Program Linking enabled for “Guest™?

Has network rendering been enabled?

Is “Use Remote Engines” checked in the Engine menu?

Problem
BackBurner Engines not contributing to the rendering task.

Check
Is the Use Remote Engine menu item checked in the Engine menu?
Are the remote machine(s) still running?

Problem
BackBurner always asks for User Name and password on remote machines.

Check
Is program linking enabled on remote machine for Guests?
Is “Remember name and password” checked in the Connect dialog box?
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Problem
BackBurner Engines are always “Busy.”

Check

Is someone else running the BackBurner application on the same network?

Problem
BackBurner Engines display message “Not Enough Memory.”

Check
Is the BackBurner Engine assigned enough memory?
Are you using AutoBurner?

Problem
Can’t seem to get my fish moved.

Check

Do you have fish?

Do you have the right water purifier?

Are there multi-colored pebbles in the fish tank?

Have you called Johnston & Young’s Fish Moving Service (no questions
asked)?

Page 72 BackBurner User’s Manual



	Table of Contents
	BackBurner™ Installation Instructions 
	System Requirements 
	Hardware 
	Software 
	Network 
	Installing the BackBurner System 
	To install an entire BackBurner system: 
	Registering the BackBurner application 
	To install only the BackBurner application on the controlling Macintosh: 
	To install only the BackBurner Engine on a remote Macintosh: 
	Enabling Network Rendering 
	Network Configuration for BackBurner 
	BackBurner and AppleTalk 
	Program Linking 
	Installing the AutoBurner screen saver 
	1  Understanding BackBurner 
	What is BackBurner? 
	What is distributed processing? 
	What BackBurner is not 
	BackBurner’s Components 
	2  Tutorial 
	The BackBurner Environment 
	The Engine window 
	Engine Messages 
	Average Block Time 
	The Progress window 
	The Job window 
	Rendering a file 
	The Render Settings dialog 
	View 
	Quality 
	Renderer 
	Anti-Aliasing 
	Options 
	Width and Height 
	Colors 
	Alpha Channel 
	Animation information 
	The Save As... dialog box 
	The Rendering window 
	Magnification in the Rendering window 
	Stopping a rendering 
	3  Handling Jobs 
	Rendering multiple files 
	Understanding the Job window 
	Working with the Job window 
	Selecting a job or jobs 
	Changing the rendering settings for a job 
	Expanding a job 
	Moving a job 
	Suspending a job 
	Resuming a job 
	Aborting a job 
	Removing a job 
	Saving and printing the Job list 
	The Progress window 
	BackBurner Workfiles 
	Large images and Workfiles 
	Workfiles and suspended renderings 
	Opening Workfiles from within BackBurner 
	Crash recovery 
	Workfiles and disk usage 
	Drag and drop operation of BackBurner 
	Custom settings 
	Default output format 
	4  Working with Engines 
	Enabling Network Rendering 
	The Engine window 
	Disabling/Enabling an Engine 
	Disabling local rendering 
	Displaying Engines 
	Engines and Average Block Time 
	The Engine Information dialog  
	Passwords and the Engine Information dialog 
	5  The Engine and Agent 
	The BackBurner Agent 
	AutoBurner: the BackBurner screen saver 
	Memory configuration of the BackBurner Engine 
	The Engine Status window 
	6  Advanced Topics 
	Speed: How fast should BackBurner render? 
	The Formula 
	An Example 
	Network speed 
	Performance on remote machines 
	Using multiple BackBurner applications 
	Centralized rendering 
	Poor uses for BackBurner 
	Rendering for print 
	Alpha channel 
	Straight alpha channel 
	Multiplied alpha channel 
	7  Reference: Menus & Dialogs 
	The File Menu 
	Open (Command-O) 
	Close window (Command-W) 
	Save Job List as TEXT (Command-S) 
	Page Setup... 
	Print Job List (Command-P) 
	Quit (Command-Q) 
	The Edit Menu 
	Undo (Command-Z) 
	Cut (Command-X) 
	Copy (Command-C) 
	Paste (Command-V) 
	Clear 
	Select All (Command-A) 
	Preferences... 
	The Job Menu 
	Duplicate Job (Command-D) 
	Edit Settings... (Command-E) 
	Render Now/Resume Now (Command-R) 
	Suspend Job/Resume Job (Command-J) 
	Abort Job (Command-K) 
	Remove Job (Command-L) 
	Remove Old Jobs... 
	The Engine Menu 
	Disable/Enable Engine (Command-H) 
	Get Engine Info... (Command-I) 
	Serialize Network Engines... 
	Display All Engines 
	Use Remote Engines 
	Look In All Zones 
	The Windows Menu 
	Clean up Windows (Command-U) 
	Render Window (Command-1) 
	Engine Window (Command-2) 
	Progress Window (Command-3) 
	Job Window (Command-4) 
	The Render Settings dialog box 
	View 
	Quality 
	Renderer 
	Anti-Aliasing 
	Options 
	Width and Height 
	Colors 
	Alpha Channel 
	Animation information 
	The Render Options dialog box 
	Dithering 
	Render Invisible Objects 
	Force Visible Wireframes 
	Shadows 
	Reflections 
	Transparency 
	Panoramic 
	Patch Detail 
	The Save As... dialog box 
	Output Options - PICS Files 
	Max PICS File Limit 
	Crop to differences in frames 
	Output Options - QuickTime files 
	The Engine Info dialog box 
	The BackBurner Preferences dialog box 
	When Animating 
	Clear Each Frame 
	Dim Each Frame 
	Leave Each Frame 
	Remove old jobs on quit 
	Start Suspended Jobs on Open 
	Always Save Partial Image 
	Place to put Workfiles 
	Default Job Settings 
	Render Settings 
	Format For Stills 
	Format For Animations 
	Appendix A: BackBurner Messages 
	Found Agent 
	Speaking To Agent 
	Validated By Agent 
	Initiating Contact 
	Contacted 
	Ready 
	Sending Objects 
	Working 
	Turned Off Remotely 
	Disabled Locally 
	Password Required 
	No Serial Number 
	Not Enough Memory 
	Busy 
	Engine Not Found 
	Unavailable 
	Timed Out 
	Not Responding 
	Agent Malfunction 
	Unknown 
	Appendix B: BackBurner Engine Messages 
	Ready 
	Receiving Objects 
	Working 
	Low Memory 
	Scene Too Complex 
	Appendix C: Troubleshooting 


