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In interactive multi-screen visualization environments, every output device has to
be constantly supplied with video information. Such visualization environments
often use large projection screens, which require high resolution visualization data.
An efficient approach to master this challenge is to distribute the workload to mul-
tiple low-cost computer systems. Nowadays' game consoles are very powerful and
specialized for interactive graphics applications; therefore they are well suited to
be applied for computational expensive rendering purposes in real-time applica-
tions. The proposed solution (dAXNA) has been developed on Microsoft's XNA
Game Studio. It supports interactive distributed rendering on multiple Xbox 360
and PC setups. Application logic synchronization and network session manage-
ment are completely handled by dXNA. The interface of dXNA is similar to XNA
Game Studio's interface, which allows for efficient porting of existing projects. It
has been proven that dXNA is an efficient and lightweight solution for distributed
rendering for interactive multi-screen visualization environments.
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