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Cloud Migrations in Media & Entertainment

QAQ Production Mezzanines
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Consumers
VFX Houses

Project Files, outtakes Masters Broadcast Archives
RAW, documents etc
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Why does it have to change?

Doh!

1. CapExto OpEx
2. Dynamic Technology Resources

3. Match demand with technical

capacity

MMMmmmm?

1. Dynamic Staff Resources
2. Security

3. Publishing

4. Archiving

5. Non-Linear Disruption
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2. Dynamic Staff
Resources




Workflow today

G Workstations Render Farm
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Global sharing of jobs
Raw
Assets Local
Storage
Other Providers
Customers ﬂ
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To Migrate...Storage is

Raw
Assets ‘
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To Migrate...

Virtualized Workstations are:

1) Almost infinitely scalable
2) Securely provisioned

3) Adaptable (CPU, GPU, memory) to the
user and task

Virtualized
Workstations

N

4) Can be in disparate locations

LI

5) enabling ... Dynamic Staffing

Raw
Assets ‘
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6) Not yet cost effective

Customers

7) Not yet fast enough with required
quality for all post applications




3. Security




Today...

Post House 1

VFX House 1

VFEX House 2

Editor 1

mhe mpe mPe




Today...

Fundamentally
1) Insecure

2) Slow

3) Overly Complex

4) Prone to human error

VFX House 1

VFEX House 2

Editor 1

mhe mpe mPe




Cloud Model - The Content DOES NOT MOVE

The User & License comes to the content

VFX House 1
VFX House 2
Provisioned Access \
- Tied to a specific user Editor 1

- Instantly revocable
- Time & Location Bound
- Users can work mulfiple studio projects securely/
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3. Publishing




Publishing without moving

OTT Service X

VBR Encodes and/or !

o IMF Packages '

Pay-TV
Operator Y

-

N

Provisioned Access

- Tied to a specific provider (e.g. Smart Contracts) Exhibitor Z

- Instantly revocable

- Time & Location Bound

- Optional file processing during ‘publish’ /




4. Archiving
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Archiving as a library service

o

Indexed Library
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Archiving

- No difference in access speed, just less accesses
- Indexed as a usable library

- Monetizable immediately

~




5. Non Linear Disruption

File Sizes & GPUs
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File Size Growth — Uncompressed files and render fimes

Ultra HD 8k Video
10Ghbit/s bandwidth
400 hours render time

Ultra HD 4k Video

2.5Gbit/s bandwidth

100 hours render time, per frame of video, per eye

per frame, per eye
High Definition 1080p Video
740Mbit/s bandwidth
20 hours render time, per frame of video, per eye

On-Site Render Farm

20,000 CPU Cores
Running at 80% Utilization




Video innovation could infroduce a non-linear disruption

_ .
180Ghit/s bandwidth

Ultra HD 8k Video * 96 x 2K cameras
. 10Gbit/s bandwidth « Capturing light, color and angle of light

400 hours render time

Ultra HD 4k Video
2.5Gbit/s bandwidth

100 hours render time, per frame of video

High Definition 1080p Video

740Mbit/s bandwidth
20 hours render time, per frame of video







VFX Processing

Artist

Submission

Revisions

CPU Render
Farm

Review &
Approval

12 hours
later




GPU Based Future Workflow??

Real Time
Iteration &
Approvals
& ‘ ‘ Final Render
Artist Review &
GPU & Game Approval

Engine / \

Real Time VFX Workflow

- Ray Traced instant response renders

- Lighting, Textures, Composition can be approved
- Final scenes rendered just once

- Render farms all cloud based as only needed once /

L
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THANK YOU

Mark Turner

+1 310 795 1241

mark@reallyme.me

www.linkedin.com/in/mkturner




