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Acnhieving [ ne Impossiole
with Visual =ifects

Christophe Bicchierai ® Senior 3D Artist
Ranch Computing ® CPU & GPU Renderfarm
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The Empire

Star Wars Episode 5
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Crowd Simulation
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Return of the Jedi / 1983 ® ©Lucasfiim Ltd. & TM. All Rights Reserved.




Crowd Simulation
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©Lucasfilm Ltd. & TM. All Rights Reserved / ©MGM Studios — All Rights Reserved
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The Phantom Menace / 1999 e ©Lucasfiim Ltd. & TM. All Rights Reserved



Crowd Simulation
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The Phantom Menace / 1999 e ©Lucasfiim Ltd. & TM. All Rights Reserved



Crowd Simulation
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The King’s speech / 2010 ® ©The Weinstein Company — All Rights Reserved / Source: Inflatable Crowd Company
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Gladiator / 2000 ¢ ©Dreamworks SKG — All Rights Reserved
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Gladiator 1210
Middle 1440
Emperor 1615
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‘owd Simulation
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Gladiator / 2000 » ©Dreamworks SKG — All Rights Reserved
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The Two Towers / 2002 ® ©New Line Cinema — All Rights Reserved









Avatar - The Way of Water / 2022 e ©Lightstorm Entertainment / 20th Century Studios — All Rights Reserved



©Wu Pham / Rainstormfilmstudios
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-notogrammetry
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©3d.sk / Simon Che De Boer



Pnotogrammetry
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Construction job

01:260

©DJI / Leica






WORKFLOW ALIGNMENT MESH MODEL VIEW VIEW TOOLS
@ * @ ﬂ Video Sequence Ground Control Flight Log 16-bit/HDR Images
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NeRF : Neural Ragiance rields

File Edit Window Help

@ Import... -@ Start Training ﬁ Create Camera ﬁ Render
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Architecture: Al TinisniNg

©BBB3viz.com / Bertrand Benoit




Architecture: Al TinisniNg
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Toy Story / 1995 e ©Pixar Animation Studio — All Rights Reserved
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Average render time per frame / Toy Story / 1995 e ©Pixar Animation Studio — All Rights Reserved




—enaering

Toy Story 1s a 80 minutes movie.
it needs 65 years of rendering

Toy Story / 1995 e ©Pixar Animation Studio — All Rights Reserved



—enaering

«[here are
about a dozen
great computer
graphics people
and Jim Blinn is
six of them»

Ilvan Sutherland
Turing Price 1988

Jim Blinn



—enaering

«AS technology advances,
the rendering time
remains constant-
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What 1s a rendertarm

——x ANCH- We provide rendering services for

COMPUTING 3D studios, architects and freelancers

Created in 2006 * Data Center located in Paris

Ranch’'s 50% |1 / Dev
team 30% 3D Artist



CPU: Dual AMD EPYC Milan-X | Genoa | Bergamo
RAM: 17D

NVMe: 81D

GPU: up to 8

Network: Dual 25Gbit/s
Virtualization: Openstack




Coming this year
Immersion




[ hank you for
vour attention

christophe.bicchierai@ranchcomputing.com




