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Abstract

For obtaining the realistic image of design visualization, a lot of computer effort is
needed in the rendering process. It will be spent massive time by one computer operation. In
this paper, the distributed queuing operation system is setup by the existed laboratory
computer, and the commercial software, 3ds Max Design 2010, Backburner 2008.1 are
implemented for studying the rendering performance in architectural visualization.

The result is shown that the rendering performance is increased by using distributed
queuing system. At single picture, the increasing effort in high-resolution rendering is better
than low-resolution; At multiple frames of animation, the increasing effort in lots of frames
are similar as little of frames. It can be easily implemented in the visualization rendering
process by this studying approach.

Keywords: Design Visualization, Distributed Queuing System, Net Render, Computer
Networking



