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Graphics Object Distribution Strategy Based on
Retained-mode Parallel Rendering

SHEN Binghu, PAN Ruifang, JIN Zhefan
(Department of Media Technology, Zhejiang University of Media and Communication, Hangzhou 310018)

Abstract Retained-mode parallel graphics systems have great potential in parallel performance. A transparency, effective strategy for graphics

objects distribution is the basic of retained-mode parallel graphics system. A systematic solution is presented. It includes the definition of graphics

objects, transparency object creation, automatic coherence maintenance, state caching, delayed update and message-based image synchronization.

The solution realizes automatic, high-performance graphics object distribution and is tested in MSPR which is high performance parallel rendering

system based on cluster.
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MSPR(Multi-Screen Parallel
Rendering)
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MSRP_MatrixMode(GL_MODELVIEW);
MSRP_Loadldentity();
MSRP_Scalef(m_xScaling,m_yScaling,m_zScaling);
MSRP_Translatef(m_xTranslation,m_yTranslation,

m_zTranslation);

MSRP_Rotatef(m_xRotation,1.0f,0.0f,0.0f);

DrawScene();
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