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How V-Ray RT and 
NVIDIA GPUs Are 
Defining a New 
Filmmaking Paradigm 



• A Brief History of Chaos Group 

• Why GPU Rendering 

• Lighthouse Project 

• CONSTRUCT 

• The Future 



• 2002- V-Ray for Max 

• 2007- GPU research begins 

• 2009- V-Ray RT 

• 2010- V-Ray for Maya 

• 2011- V-Ray for Rhino 

• 2011- V-Ray for SketchUp  

• 2012- V-Ray for Softimage 

• 2014- Stay tuned 



• Chaos Group Today 





Film 





   Design 



Best Visualizations of 2013  



Gizmodo  





• V-Ray Production 

• V-Ray Progressive 

• V-Ray RT [CPU] 

• V-Ray RT [GPU] 



   The Roundtable 



   The Roundtable 

The Cast of Characters 



   Mike Romey 

 Head of Pipeline 

 ZOIC Studios 



   Kevin Margo 

 VFX/CG Supervisor 

 Blur Studio 



   Christopher Nichols 

 Creative Director 

 Chaos Group LAbs 



   Vlado Koylazov 

 Chaos Group 

 Co-Founder and 
 CTO 



Why GPU Rendering 



   Why GPU Rendering 



Lighthouse Project 



   Project Lighthouse 



GPU Breakthroughs 



   GPU Challenges 





• CG animated short film 

• Tell a personal story 

• EXPLORE and DEFINE new filmmaking techniques 



• Designed with the GPU in mind 

• Small team 

• Massive computational power 

• Small footprint 























• HD Final Frame Rendering 5-7 minutes 

• 1 K6000, 2 K40s 

• Rendered on 3 machines 





Rendering During 

Production 



   Rendering During Production 



   V-Ray App SDK 



   From the motion capture stage video 



• HD Final Frame Rendering 5-7 minutes 

• 1 K6000, 2 K40s 

• Rendered in 5 days on 3 machines 

• Real world light and surface simulation 

• Physically accurate materials 

• Physically accurate lights 



The Future of  

Filmmaking 



   The Future of Filmmaking 



Democratizing 

the Creative Process 



   Democratizing the Creative Process 



Coming to V-Ray RT 



• Displacement 

• Subsurface Scattering  

• Hair 

• Volumetrics 

Coming to V-Ray RT 




