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Distributed Vega Tutorial

INITIALIZE DISTRIBUTED VEGA IN YOUR APPLICATION

1) Add vgdv.h to the include portion of your app for the Distributed Vega header file
2) AddvglnitDv(argv, argc, NULL) before the call to vglnitSys( )

Your source code should look similar to this;

#include <stdio.h> /* definition of printf */
#include <stdlib.h> /* definition of exit */
#include <string.h> /* definition of stremp */
#include <vg.h> /* main includefilefor Vega  */

#include <vgdv.h>

void main (int argc, char *argv[] )
{
if (argc<2){
printf (" syntax : %s<config file>\n" , argv[0Q] );
exit (-1);

vglnitDv(argc, argv, NULL);

vglnitSys();

/* init, define, and config the system */
vgDefineSys(argv[1]);
vgConfigSys();

/* the real-timeloop */

while (1) {
vgSyncFrame ();
vgFrame ();



CREATE APPLICATION DEFINITION FILE

Invoke lynx
Create a new object.
Add the object to the scene

Rename the Default window ‘ Right Window’

Create a new window and name it ‘L eft Window’
Rename the Default channel ‘ Right Channel’

Create anew channel. Name it ‘Left Channdl’.
Associate the ‘ Left Channel’ with the ‘ Left Window’
Add the ‘Left Channel’ to the ‘ Default’ observer.

Run Active preview to check your work. You should see two windows on the same screen, each
duplicating the same scene.
Close Active Preview.

CONFIGURE MASTER AND SLAVES

On the master machine
Map adrive on your Master system to point to the directory of your application:
Share the directory that houses your distributed vega application i.e. distVega.exe.
Under the Tools pull down menu, click on Map Network Drive.
Chose any drive letter not currently in use, ie) X:
Use the browse button to map X to the shared directory that contains your distributed Vega
application.

Because we want the left window to appear on the master machine’s monitor, thereisno
need to fill in the ‘Hostname' text edit field.
Set the * Path to Slave Application on Host' to the mapped drive letter i.e. * X

Because we want theright window to appear on the slave machine's monitor, we must fill in
the ‘“Hostname' text edit field with the slave machines name!
Missthis step and you will experience undesired effects!
On the Windows Panel for ‘Right window’
Set the Hostname to the name of the slave machine
Set the * Path to Slave Application on Host’ to mapped drive you set up earlier.



Walk over to the slave machine
Map adrive from the slave to the master machine’s directory, which has the distributed Vega
application.

TO RUN YOUR DISTRIBUTED VEGA APPLICATION

In order to execute the application, open a console window on both the master and slave
On the master machine type the executable name followed by the adf name,

ie) distVega myadf.adf (assuming your adf isin the same directory as your executable).

On the slave machine, type into the console window
distVega myadf.adf vg_slave (the third parameter indicates this is a slave and not a master)

The slave machine will wait for input from the master machine prior to executing. Onceit is
ready, you will see awindow on each machine, showing the exact same scene.

Optional data

If you application is suffering from a performance hit due to the network transfer rate, copy the
data to the slave machine(s) and execute the program locally on both the slave and master
machines.

The slave machine will still need the vg_dave to be added to the execution of the application. The
downside of this method isif you make any changes to the application or adf on the master
machine, you must duplicate these changes on the slave machine (since the data is coming from
two different locations).

Licensing: only the master machine needs to be licensed (either adev or an rtl depending on
whether you are developing or deploying the application). All other slave machines will run the
application without checking for alicense.

Known Bugs
The master and slave machines must have static | P addr esses!
Our engineering staff is currently investigating this problem.

To set up static IP addresses :
Verify and record the | P addresses of all machinesin the Distributed Vega cluster.
Open a Command Prompt Window
Type ‘ping’ on the command line. Thiswill return the IP address of that machine.
i.e.

ping <yourhosthame>

Pinging <yourhostname> [999.999.99.999] with 32 bytes of data:
Reply from 999.999.99.999: bytes=32 time<10ms TTL=128



Add the IP address and hosts name to the c:\winnt\system32\driver\etc\hosts file

Open the hosts file via notepad.
# Copyright (c) 1993-1999 Microsoft Corp.
#
# Thisisasample HOST S file used by Microsoft TCP/IP for Windows.
#
# Thisfile contains the mappings of |P addresses to host names. Each
# entry should be kept on an individual line. The | P address should
# be placed in the first column followed by the corresponding host name.
# The | P address and the host name should be separated by at least one
# space.
#
# Additionally, comments (such as these) may beinserted on individual
# lines or following the machine name denoted by a '# symboal.

#

# For example:

#

# 102.54.94.97 rhino.acme.com # source server
# 38.25.63.10 x.acme.com # X client host

1270011 locahost
999 999 99 999 <your host master>
999 999 99 1000 <your host slave 1>
999 999 99 999 <your host slave 2>

Right click on network neighborhood

Right click on local area connection

In the list of components select ‘ Internet protocol TCP/IP
Select properties

Select ‘Use the following IP address’ fill in the IP address.

The subnet will default to 255.255.0.0
OR
Call your system administrator configure the distributed vega cluster with static | P addresses.
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