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Introduction

Topics in this chapter:

About this Guide on page 1

Intended Audience on page 2

About Cleaner XL on page 2

About the Backburner Distributed Queueing System on page 2
System Components on page 3

Notation Conventions on page 4

Related Documentation on page 4

Contacting Customer Support on page 4

About this Guide

This guide explains how to set up and use Autodesk® Cleaner® XL with Autodesk Visual Effects and Finishing
applications (Autodesk® Inferno®, Autodesk® Flame®, Autodesk® Flint®, Autodesk® Smoke®, or Autodesk®
Backdraft® Conform) in a networked environment. This networked environment, whether a simple connection
to a Windows® PC, or a facility-sized Autodesk® Backburner™ Distributed Queueing System, allows you to
use Cleaner XL to batch-process multiple encoding jobs in various formats.

This guide also includes troubleshooting information for the most common problems faced by Backburner
users, and troubleshooting strategies that can help you diagnose and fix problems with Cleaner XL running
on a Backburner Distributed Queueing System.

This guide does not provide information on sending jobs to Cleaner XL from your Autodesk application.
Refer to your application User Guide.

If you are installing Cleaner XL in an existing Backburner Distributed Queueing System, this guide assumes
that you have completed the installation and configuration of all relevant Backburner components, as
described in the Autodesk Backburner Installation Guide.

For help using Backburner, refer to the Autodesk Backburner User Guide.



NOTE Refer to the Readme file that comes with Autodesk Cleaner XL for late-breaking information.

Intended Audience

This guide is designed for users who are required to set up, manage, and maintain Autodesk Cleaner XL
running on an Autodesk Backburner Distributed Queueing System for the purposes of network encoding
with Autodesk Visual Effects and Finishing applications.

You should have some basic understanding of the following before using this guide:
B Autodesk Cleaner XL

Autodesk Backburner

The Linux® and Windows operating systems

Any Autodesk Visual Effects and Finishing applications

Computer hardware and networking, specifically TCP/IP

Contact Autodesk Media and Entertainment Customer Support should you require further assistance.

NOTE Most procedures described in this guide require root or super-user privileges.

About Cleaner XL

Autodesk Cleaner XL is a powerful application for encoding digital media from various source file types to
different kinds of output.

Cleaner XL affords control over the different codecs you can use, as well as video and pre-processing options.
Cleaner XL works equally well performing simple jobs, for example, encoding a file from one format into
another on a stand-alone PC, to being used as the hub in a robust network environment where batch jobs
are encoded in high volume and to multiple formats.

Cleaner XL accepts encoding jobs from any Autodesk Visual Effects and Finishing products, including Inferno,
Flame, Flint, Smoke, or Backdraft Conform.

About the Backburner Distributed Queueing System

The Autodesk Backburner Distributed Queueing System is a background rendering network system that
allows multiple jobs, such as composites or animation scenes, to be rendered by many computers working
collectively on the same network.

Autodesk Backburner is a set of applications used to manage and monitor the Autodesk Backburner Distributed
Queueing System.

Use the Backburner Monitor or the Backburner Web Monitor to monitor and manage render jobs and Render
Nodes in the Autodesk Backburner Distributed Queueing System.

The following diagram illustrates the components and their relationships in an Autodesk Backburner
Distributed Queueing System.
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System Components

The Autodesk Backburner Distributed Queueing System consists of the following components.

Render Client This is the Autodesk creative application, such as Inferno, Flame, Flint, Smoke, Backdraft
Conform, Autodesk® 3ds Max®, Autodesk® Combustion®, Autodesk® Lustre®, and Autodesk® Toxik™,
running on a Linux or Windows workstation. From here, you create and submit rendering jobs (such as
Cleaner XL encoding, a Flame Batch setup, or a 3ds Max scene) to be processed by the Distributed Queueing
System.

Backburner Manager This is the hub of the Distributed Queueing System, running on a Windows or Linux
workstation. Jobs that are submitted from the Render Client to the Backburner Manager are distributed to
the Render Nodes on the network. To view the progress of a job, use the Backburner Monitor or the Backburner
Web Monitor.

Backburner Manager runs as either a service on Windows or a daemon on Linux. On Linux systems,
Backburner Manager starts automatically when the system is booted and runs continuously until either the
workstation is shut down or the service/daemon is stopped. On Windows systems, you need to start
Backburner Manager manually as an application from the Windows Start menu.

Render Node This is a Windows or Linux workstation on the Distributed Queueing System that hosts one
or more Rendering Engines. Jobs received from the Render Client via Backburner Manager are assigned to
the Rendering Engine on the Render Node via Backburner Server. Render nodes use common network
protocols like TCP/IP and/or Autodesk® Wire® to receive source frames and to return rendered frames back
to the Render Client.

Backburner Monitor or Backburner Web Monitor This is the user interface for the Distributed Queueing
System. Backburner Monitor runs as an application on a Windows workstation. Backburner Web Monitor
runs in a Web browser from any workstation on the network. Either version allows you to view and control
jobs currently being processed. Jobs in the Distributed Queueing System can be stopped, restarted, reordered,
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archived, or removed. You can also monitor the overall health of the Distributed Queueing System and
identify any Render Nodes that are not working.

Backburner Server This is an application that runs on each Render Node in the Distributed Queueing
System and allows it to communicate with Backburner Manager. Backburner Server accepts commands from
Backburner Manager to start and stop the Rendering Engine for the assigned rendering tasks on the Render
Node.

Rendering Engine This is the Windows or Linux process that renders frames from jobs submitted from
Render Clients. Some Autodesk applications, such as 3ds Max, have their own Rendering Engine. Inferno,
Flame, Flint, Smoke, and Backdraft Conform share a single rendering engine called Burn®. Cleaner is both
its own Rendering Engine and a Rendering Engine for jobs from Inferno, Flame, Flint, Smoke, and Backdraft
Conform, requiring transcoding between video formats.

The Rendering Engine is installed on each Render Node. By installing multiple Rendering Engines on a
Render Node, the Render Node is able to render jobs from different Render Clients.

Notation Conventions

A number of style conventions are used throughout your documentation. These conventions and examples
of their use are shown as follows.

Convention Example

Text that you enter in a command line or shell appears install rpm -ga
in Courier bold. Press the Enter key after each com-
mand.

Variable names appear in Courier, enclosed in angle <filename>
brackets.

Feedback from the command line or shell appearsin  1imit coredumpsize
Courier.

Directory names, filenames, URLs, and command line  /usr/discreet
utilities appear in italics.

Related Documentation

Documentation for this release is installed with the product as PDF files and as an HTML help system, and
is also available on the Autodesk web site at http://www.autodesk.com/me-documentation. From this page you
can access the complete documentation library.

You should also refer to the product release notes for all late-breaking release information.

Contacting Customer Support

For Autodesk® Media and Entertainment Customer Support, visit http://www.autodesk.com/support.

Customer support is also available through your Autodesk reseller. To find a reseller near you, consult the
reseller look-up database at http://www.autodesk.com/resellers.
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NOTE You can also open Cleaner XL to see which errors occurred in your job by checking the log in the
application. Click on the diamond-shaped button at the bottom of the job window. The log section is on the
right.

Re-encoding Jobs

There are two methods for re-encoding jobs already processed by Cleaner XL.

You can restart the job from Backburner by right-clicking it in the Backburner Monitor and selecting Restart
job.

Alternatively, in the Backburner Web Monitor, click the Jobs tab, locate the job to be restarted in the Job
list, and click its Restart button.

Autodesk

See the Autodesk Backburner User Guide.

When a Cleaner XL job is restarted in Backburner, the clip is retrieved from the ExportIO library on the
Autodesk Visual Effects and Finishing workstation where the clip was exported from.

A copy of the metadata of the clip is made to the ExportIO library when you export a clip to Cleaner XL.
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The original clip can be deleted from the project library as it is the clip in the ExportlO library that is used
to re-encode jobs.

NOTE To delete the clip and its frames, which will free up space, the clip has to be deleted from both the project
library and the ExportlO library.

You may want to periodically delete the clips from the ExportIO library after exporting many clips to Cleaner
XL. This will free up space and improve the time it takes to export clips, since this library is referenced
whenever a clip is exported to Cleaner XL, as well as to other formats. However, if you erase the clip from
the Export library, you will not be able to resubmit it from the Backburner Monitor.

You can use a second method to export a clip, using a different output profile, even if you erased the original
clip from the project's clip library. Export the clip from the ExportIO library and select the output profile
you want to use.
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