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What is ParaView?



ParaView is a Visual Analysis Tool



Example Uses of ParaView

Renato N. Elias, NACAD/COPPE/UFRJ, Rio de Janerio, BrazilSwiss National Supercomputing Centre

Jerry Clarke, US Army Research Laboratory



What is Interactive?

At a minimum, interactive is accessible.



Interactive is Accessible
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Interactive is Accessible



Client-Server Architecture Makes 
Large Data Computation Accessible

LAN/WAN

ParaView GUI
(client)

pvserver



What is Interactive?

Interactive is “fast”



Fast Data Loading

Source: “Parallel Volume Rendering on the IBM Blue Gene/P,” Tom Peterka et al.
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Fast Parallel Rendering



Parallel Rendering



What is Interactive?

Interactivity demands responsiveness
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Rendering Levels of Detail

Original Data Divisions: 50x50x50 Divisions: 10x10x10

Original Data Subsample Rate: 2 pixels Subsample Rate: 4 pixels Subsample Rate: 8 pixels

Geometric

Image
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Summary

• Interactive is Accessible

– Large scale needs HPC.

– Deliver that to your user’s desktop.

– Make it work on small data too.

• Interactive is Fast

– You’re all over this, right?

• Interactive is Responsive

– Know your time constraints.

• They change depending on what you are doing.

– Have a contingency plan.

• Use levels of detail to hit time constraints.


