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driven by IBM’s 
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CGLX

Equalizer

DisplayCluster

–

nodes connected to the IBM’s SGE. In 
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Reality Deck

–

“The problem comes in when the OpenGL stream is large in 
size, due to not only containing OpenGL calls but also the 
rendered data such as geometry and image data. Only if the 
geometry and textures are mostly static and can be kept in 
GPU memory on the graphics card, no significant bottleneck 
can be expected as then the OpenGL stream is composed of a 
relatively small number of rendering instructions. However, as 
it is typical in real-world visualization applications, display 
and object settings are interactively manipulated, data and 
parameters may change dynamically, and large data sets do 
not fit statically in GPU memory but are often dynamically 
loaded from out- of-core and/or multiresolution data 
structures. This can lead to frequent updates not only of 
commands and parameters which have to be distributed but 
also of the rendered data itself (geometry and texture), thus 
causing the OpenGL stream to expand dramatically.
Furthermore, this stream of function calls and data must be 
packaged and broad- cast in real-time over the network to 
multiple nodes for each rendered frame. This makes CPU 
performance and network bandwidth a more likely limiting 

factor. While preserving a minimally invasive API, the novel 
proposed system is better aimed at scalability as the actual 
data access is decentralized in the distributed rendering 
clients.” 

–

A. Introduction to Infiniviz
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Sort-first

Sort-last

–

B. 3D acceleration in Infiniviz

–
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B. Infiniviz prototypes

. A tiled display wall consisting of 25 22” DELL 

–
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–

ises. The tiled wall consists of 25 22” 

–

–
–
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