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Executive Summary

The visual effects and animation industry is in the middle of a fundamental shift. Artificial
intelligence is no longer an experiment confined to R&D labs — it has become production
infrastructure. Studios that integrate Al into their pipelines today are seeing 40—-80% reductions
in rendering time, 30-50% compression of pre-production timelines, and measurable
improvements in resource utilization across their render farms.

This report examines the current state of Al adoption across the full digital video and animation
production pipeline, with particular attention to rendering throughput and render farm
management. It covers the tools that exist today, how studios are actually using them, what the
measurable impacts are, and where the technology is headed.

* The market is large and growing fast. The global animation and VFX market is
roughly $200 billion in 2025, growing at 10-12% annually. The Al sub-segment within
animation alone is growing at nearly 40% CAGR.

* Al denoising is the biggest immediate win. 92% of top-tier VFX studios already use
Al-based denoising in their rendering pipelines. It cuts render times by 60—-80% with no
visible quality loss.

* Render farm management is getting smarter. Tools like AWS Deadline Cloud,
PipelineFX Qube!, and Royal Render are adding intelligent job distribution, but true Al-
driven scheduling (predictive load balancing, adaptive resource allocation) is still
emerging.

« The full pipeline is being touched. Al is now embedded in rotoscoping, compositing,
motion capture, asset generation, texturing, virtual production, and pre-visualization —
not just rendering.

* Neural rendering is the next frontier. NVIDIA's CEO declared “the future is neural
rendering” at CES 2026. DLSS 4.5, OptiX 9.0, and new neural radiance field techniques
are pointing toward a world where Al doesn't just speed up traditional rendering — it
replaces parts of it entirely.

« The workforce question is real. An estimated 21% of film, television, and animation
jobs are at risk of consolidation due to Al by 2026. Studios are reinvesting efficiency
gains into more ambitious work rather than pure headcount reduction.

Bottom Line

Al in VFX and animation production has moved from “nice to have” to “operational necessity.”
Studios that build Al into their pipelines now are protecting their margins and competitive position.
Those that wait risk falling behind on both cost and capability.



1. Market Landscape

1.1 Industry Scale

The numbers tell a clear story about where this industry is headed:

Metric 2025 Value Projected Growth

Global Animation & VFX $197-215 billion $387-443 billion by 2031-2033
Market

VFEX-Only Segment $25.6 billion $58 billion by 2035

Generative Al in Animation $1.8-2.1 billion $13-16 billion by 2030-34
Virtual Production Market $2.1-3.2 billion $8.8-12.3 billion by 2030-33

The standout number: generative Al in animation is growing at roughly 40% per year. That pace
signals this isn’'t incremental improvement — it's a structural change in how content gets made.

1.2 AI Adoption Rates
Adoption is widespread at the top of the market and accelerating everywhere else:

e 92% of top-tier VFX studios use Al-based denoising in their rendering pipelines.
* 60% of AAA game studios have adopted Al for motion capture cleanup.

* 44% of studios are using Al specifically for generating 3D models.

*  39% of VFX studios are testing Al for lip-sync automation.

* 64.7% of the visual effects market share was attributed to the Al technology segment in
2024 — projected to reach 75% by 2035.

The gap between early adopters and the rest of the industry is widening. Studios that integrated
Al tools 18-24 months ago are now operating with fundamentally different cost structures than
those still running traditional pipelines.

1.3 Investment & Spending Patterns

Global spending on Al technologies in the broader media industry is forecast to exceed $13
billion by 2025. Leading VFX studios now allocate 15% of annual net revenue to Al R&D — a
figure that was near zero five years ago.

The investment isn’t just coming from studios. Cloud render providers, DCC software vendors,
and hardware manufacturers are all pouring resources into Al-enabled features. NVIDIA’s entire
product roadmap now centers on neural rendering and Al inference, and every major render
engine (V-Ray, Arnold, Redshift, Karma) has added Al features in its most recent releases.




2. Al in Rendering & Denoising

Rendering is where Al delivers the most immediate, measurable impact on production
throughput. The core innovation: Al denoisers can produce clean, production-quality images
from partially-converged renders, cutting the computational work required by 60-80%.

2.1 How Al Denoising Works

Traditional rendering calculates how light bounces through a scene by tracing millions (or
billions) of ray paths. More rays mean cleaner images, but also longer render times. Al
denoisers short-circuit this process: they train on millions of image pairs (noisy vs. clean) and
learn to predict what the final clean image should look like from a fraction of the usual ray
samples.

The practical result: a frame that would take 20 minutes to render cleanly using brute-force path
tracing can be rendered with acceptable noise in 4-6 minutes, then denoised by Al in seconds.
The output is visually indistinguishable from the fully-converged render in most cases.

2.2 Major Al Denoising Technologies

Technology Developer Key Details

OptiX Al Denoiser NVIDIA Deep learning denoiser optimized for RTX GPUs with
Tensor Cores. Integrated into most major render engines.
The industry standard for GPU-based denoising.

Intel Open Image Intel CPU-based Al denoiser that works across hardware.

Denoise (OIDN) Open-source. Used as a fallback in studios without
NVIDIA GPUs.

DLSS (4.5) NVIDIA Renders at lower resolution, uses Al to reconstruct full-

resolution output. DLSS 4.5 (CES 2026) adds 2nd-gen
transformer model and 6X dynamic frame generation.

V-Ray Al Denoiser Chaos Integrates both NVIDIA OptiX and Intel OIDN. V-Ray 7
Update 2 adds per-device GPU control for simultaneous
rendering and denoising.

Weta FX ML Weta FX Proprietary machine learning denoiser built for feature
Denoiser film production. Preserves fine detail in CGI elements.
Disney Denoiser Disney Research | Research-grade Al denoiser focused on animated feature
film quality. Pushes the boundary on preserving artistic
intent.
DeNoise ML Boris FX (Optics | New ML-based denoiser for compositing pipelines. Part
2026) of a suite that includes Al depth maps and upscaling.

2.3 Al Upscaling: Render Less, Get More

Al upscaling is the logical companion to denoising. The workflow: render at a lower resolution
(saving significant compute time), then use Al to reconstruct high-frequency detail as a post-



process. This shifts the computational burden from physically-based light simulation to neural
network inference, which is dramatically cheaper on modern GPUs with Tensor Cores.

Topaz Video Al has become a go-to tool for this. Studios use it to upscale 2K VFX comps to 4K
when re-rendering isn't feasible under deadline, and it's been used on theatrical and IMAX
releases to integrate older stock footage with new 4K material.

2.4 Neural Rendering: The Next Step

Neural rendering goes beyond denoising and upscaling. Instead of using Al to clean up
traditionally-rendered images, neural rendering uses Al models to generate parts of the image
directly — handling lighting, geometry, and texture reconstruction without traditional ray tracing.

NVIDIA’s OptiX 9.0 introduced a Cooperative Vectors API that allows small Al networks to run
inside ray tracing shader programs, accelerated by Tensor Cores. Their RTX Kit suite brings
neural textures, neural radiance caching, and mega geometry handling into production pipelines
via Unreal Engine 5.

Jensen Huang's statement at CES 2026 that “the future is neural rendering” isn’t just marketing.
The RTX 5090 may represent the pinnacle of traditional rasterization — after that, the rendering
pipeline itself starts getting replaced by neural networks.

2.5 Render Engine Al Features: Current State

Engine Type Al Features (2025-2026)
V-Ray 7 Hybrid NVIDIA + Intel denoising, Al Enhancer (Stable Diffusion-
(CPU+GPU) based), 3D Gaussian Splatting on GPU, 3x faster render
starts, per-device GPU control
Arnold 7.4.x CPU + GPU NVIDIA OptiX denoiser integration, continued active

development for film VFX pipelines

Redshift GPU-only Al denoiser, procedural clouds, volume rendering
improvements. Fastest option for motion graphics and
animation under tight deadlines

Karma (Houdini) | CPU + GPU Integrated into SideFX Houdini. Supports Al denoising. Used
heavily in simulation-heavy VFX work

Unreal Engine 5 Real-time DLSS 4.5, Lumen (dynamic Gl), Nanite (virtualized geometry),
RTX Mega Geometry, Al ray tracing. Central to virtual
production




3. Render Farm Management

Render farm management is the operational backbone of any VFX or animation studio. It's
where all the creative work meets compute reality: distributing jobs across machines, managing
queues, handling errors, balancing priorities, and keeping costs under control. Al is starting to
make this smarter, but the adoption curve here lags behind what we see in denoising and

compositing.

3.1 The Current Landscape

Render farm managers don't create images — they orchestrate the process. They distribute
rendering tasks across multiple computers, queue jobs, monitor progress, handle errors, and try
to use resources efficiently. The major players:

Tool Developer Key Strengths

AWS Deadline Amazon Web Fully managed cloud service. Scales from zero to

Cloud Services thousands of instances. Hybrid on-prem/cloud support.
Integrates with Maya, Nuke, Houdini. Cost tracking
dashboard. Replaced Thinkbox Deadline 10 (now
maintenance mode).

PipelineFX Qube! PipelineFX Widely used in broadcast and education. Solid job
scheduling and monitoring. Good for studios that need
reliable, proven render management.

Royal Render Holger Popular in Europe. Known for stability and a

Schoénberger straightforward interface. Strong cross-platform support.

Accessible entry point for mid-size studios.

Muster Virtual Vertex Supports 72+ render engines. Custom Python scripting
inside templates. Production automation handled by the
dispatcher. Windows, Linux, macOS.

Squidnet Squidnet Software Purpose-built for TV, film, and VFX. Highly modular and

customizable. Scripting interface and CLI for automation.
Distributed computing beyond just rendering.

3.2 Cloud Render Services

For studios that don’t want to manage their own hardware (or need to burst beyond their on-
premise capacity), cloud render services offer pay-as-you-go GPU and CPU time:

Service

GarageFarm.NET

Pricing Model

Per GHz-hour, from
2.4¢

Notable Features

Direct DCC plugin integration. Fully automated job
submission from within your application.

RebusFarm

Per GHz-hour, from
1.39¢

Farminizer plugin for in-app rendering.
Transparent pricing. Free trial with €25 in credits.

Fox Renderfarm

Per GHz-hour, from
~1.3¢

One of the largest 24/7 commercial farms. TPN-
accredited. CPU and GPU rendering.




Service

iRender

Pricing Model
Per-hour GPU rental

Notable Features

RTX 4090 powered. Supports Al frameworks.
Volume discounts up to 30%.

Ranch Computing

Per GHz-hour

European-based. 24 CPU nodes, 40 GPU cards.
Good for studios needing EU data residency.

3.3 Where Al Fits in Farm Management

This is where the honest assessment matters: Al in render farm management is still early. Most
of the “Al” in this space today is better described as “smarter automation” rather than true
machine learning. Here’s what's real versus what's emerging:

* Intelligent job distribution: Modern farm managers monitor per-job performance in real
time and redistribute workloads across available nodes. RenderStack.io, for example,
uses a custom allocation algorithm that tracks every job’s performance and dynamically
adjusts capacity.

e Cloud burst automation: AWS Deadline Cloud can automatically spin up cloud
instances when local farm capacity is saturated, then scale back down when jobs

complete. The cost tracking is built in.

* Error detection and retry logic: Farm managers now handle common failure modes
(out-of-memory crashes, license timeouts, corrupt frames) automatically, re-queuing
failed frames on different nodes.

* Al denoising integration: V-Ray 7 can assign denoising to a different GPU than the
one doing the primary render, effectively doubling interactive performance. This GPU-
level task splitting is a form of intelligent resource allocation.

* Predictive scheduling: Using historical data to predict render times and optimize queue
ordering. Some cloud services are starting to do this, but it's not widely available as a
standalone feature.

« Adaptive resource allocation: Al that learns a studio’s usage patterns and pre-
provisions resources before demand spikes. AWS Deadline Cloud’s hybrid fleet

management is a step in this direction.

« Cost optimization Al: Automatically choosing between spot instances, reserved
capacity, and on-demand pricing based on job urgency and budget constraints. AWS
Cost Explorer provides data, but the Al decision-making layer is still manual.

The Gap

There’s a real opportunity for tools that bring true Al-driven scheduling and resource optimization to
render farms. The technology exists (reinforcement learning, time-series prediction, constraint
optimization), but no vendor has fully productized it yet. Studios doing this today are building custom




solutions on top of existing farm managers.

3.4 Hybrid Cloud Architecture

The dominant trend in render farm architecture is hybrid: studios maintain on-premise render
nodes for baseline workloads and burst to cloud when demand exceeds capacity. AWS
Deadline Cloud is purpose-built for this, supporting Customer-Managed Fleets where
scheduling happens in the cloud but processing runs on the studio’s hardware.

This matters because rendering workloads are spiky. A studio might need 50 nodes for weeks
at a time, then 500 nodes for a three-day crunch. Owning 500 nodes year-round makes no
financial sense. Cloud bursting solves this, and Al-driven cost management (choosing the
cheapest available instances that meet performance requirements) is the next logical step.



4, Al Across the Production Pipeline

Rendering and farm management don't exist in isolation. Al is reshaping every stage of the VFX
and animation pipeline. Understanding the full picture matters because improvements upstream
(faster asset creation, automated rotoscoping) directly reduce the volume and complexity of
work that hits the render farm.

4.1 Pre-Production

Netflix has launched in-house Al tools for generating storyboards and scene breakdowns,
reporting 30-50% reductions in pre-production time. The bigger shift: when generative Al pre-
vis uses the same asset pipeline that feeds the LED volume on set, studios avoid the traditional
throw-away-and-rebuild workflow that eats weeks of production time.

Runway ML'’s text-to-video capabilities let artists generate conceptual shots and style
references before committing to full production. ComfyUl (open-source, node-based) gives
studios full control over generative Al workflows, running locally or in the cloud. FLUX models
(FLUX1.1 Pro Ultra, FLUX.1 Kontext Max) are emerging as top choices for high-resolution VFX
concept generation.

4.2 Asset Creation

What previously took weeks of specialized 3D artist work can now be generated in minutes.

Tripo Al converts text or image prompts into high-fidelity 3D models with PBR texture maps.

Meshy Al streamlines asset creation, texturing, and rigging. Kaedim converts 2D concept art
into 3D meshes. The catch: topology quality and art direction consistency still require human
oversight.

Adobe Firefly’s text-to-texture generation allows rapid iteration — 20 texture variations in 10
minutes, where manual painting would take half a day per variation. Tripo Studio integrates Al
texturing with global material application and a “Magic Brush” for localized adjustments. All
export standard PBR maps (base color, normal, roughness, metallic).

4.3 Animation & Motion Capture

DeepMotion and Move.ai provide markerless Al motion capture — film someone performing an
action with a standard camera, and the Al extracts mocap data to drive CG characters.



DreamWorks used Al for crowd simulations and character retargeting on Kung Fu Panda 4,
reusing movement data from previous films across thousands of background characters.

4.4 Compositing & Rotoscoping

This is where Al saves the most artist-hours per dollar spent:

Tool Key Al Features

Mocha Pro 2026 (Boris FX) Matte Refine ML for hair/fur/motion blur edges. Object Brush ML,
Matte Assist ML, Face ML. Works in Nuke, After Effects, Flame, and
others. $325/year.

Nuke CopyCat (Foundry) Machine learning node that learns an effect and replicates it across a
sequence. Automates matte generation, beauty cleanups, deblurring.

After Effects Roto Brush 2 ML-powered semi-automatic rotoscoping. Draw rough strokes, Al

(Adobe) propagates matte through the clip. Content-Aware Fill for temporal
object removal.

Runway ML Automated rotoscoping and background removal. Fast matte
generation for compositing. Improving consistency across shots.

Beeble Al relighting and compositing. Turns ordinary video into relightable
2.5D scenes with full PBR pass extraction.

Wonder Studio (Autodesk) Automates character animation and compositing. Low-cost
alternatives for mocap, tracking, and comp. Exports to Nuke, Maya,
Unreal.

Current limitations are worth noting: hair and fur still confuse Al models, fast motion with heavy
blur requires human cleanup, and shadows/reflections throw off edge detection. These tools
give artists a 70-90% starting point rather than a finished result.

4.5 Virtual Production

The virtual production market is projected to grow from roughly $2—3 billion in 2025 to $8-12
billion by 2030-33. LED volume stages are the core growth driver, enabling in-camera VFX that
reduces post-production cycles and eliminates location dependencies.

Al's role in virtual production:; generating and managing complex environments in real time,
automating lighting adjustments, and connecting generative pre-vis directly to the LED wall
pipeline. Studios getting the best ROI from virtual production in 2026 are the ones where the Al
pre-vis work feeds directly into the on-set asset pipeline — no rebuild required.
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5. Cost Impact & ROI

The cost picture is more nuanced than “Al makes everything cheaper.” What the data actually
shows:

5.1 Where AI Delivers Measurable Savings

Pipeline Stage Efficiency Gain What This Means in Practice
Rendering (Al 60-80% time A 20-minute frame renders in 4—6 minutes plus
denoising) reduction seconds of denoising. Directly reduces cloud
compute costs or frees on-prem nodes for other jobs.
Rotoscoping & 40-70% cost Junior artist work that took days now takes hours.
Cleanup reduction Artists focus on refinement, not building mattes from
scratch.
Pre-Visualization 30-50% timeline Al-generated storyboards and scene breakdowns cut
compression weeks off pre-production.
Asset Generation Varies (50-90% for First-pass 3D models in minutes instead of days. But
initial pass) human refinement still required for production quality.
Environment 30-60% timeline Al-assisted worldbuilding speeds up virtual
Generation compression production setup and reduces artist workload.
Motion Capture ~60% cost reduction Markerless Al mocap eliminates the need for
(vs. traditional expensive capture stages and suits for many use
mocap) cases.

5.2 The Reinvestment Pattern

Here’s the important caveat: total VFX budgets don’t always decrease when studios adopt Al.
What typically happens is producers reinvest the efficiency savings into more ambitious visual
work. A show that could afford 200 VFX shots with a traditional pipeline can now deliver 300
shots at the same budget. The per-shot cost drops, but total spending stays flat or increases
because the creative ambition grows.

This is actually good news for studios. It means Al adoption protects margins (you can bid more
competitively) while also raising the quality bar (you can deliver more ambitious work). Studios
that don’'t adopt Al face a squeeze from both directions.

5.3 Cloud Rendering Economics

Current cloud render pricing ranges from roughly 1.3¢ to 2.4¢ per GHz-hour for CPU rendering.
GPU instances (RTX 4090-class) run higher but deliver faster results, especially for Al-
accelerated engines like Redshift. Volume discounts of 20-30% are standard, and burst pricing
during crunch periods can be managed with spot instances at significant savings.

The key economic insight: the combination of Al denoising (fewer samples needed) plus cloud
burst rendering (pay only for what you use) plus intelligent scheduling (minimize wasted
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capacity) creates a cost structure that's fundamentally different from the traditional model of
maintaining a large on-premise farm running 24/7.
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6. Studio Adoption Examples

These are not testimonials — they’re publicly reported adoption patterns from major studios,
included to illustrate how the technology is being deployed at scale:

Netflix has deployed Al-assisted rendering and background generation to scale feature-film
visual quality to series format, reporting a 10x speed improvement compared to traditional CGI
pipelines for certain shot types. They’ve also launched in-house Al tools for storyboard and
scene breakdown generation.

DreamWorks used Al for massive crowd simulations and character retargeting, reusing complex
movement data from previous films and applying it to thousands of background characters with
high visual diversity. This approach lets them amortize expensive mocap and animation work
across multiple productions.

Ubisoft uses Al to generate modular NPC visuals using tagged prompts aligned with art
direction guidelines. This streamlines character diversity without increasing headcount — a
direct throughput improvement.

Weta FX's proprietary ML denoiser is now a standard part of their rendering pipeline, preserving
fine detail in CGI elements while significantly reducing per-frame render times. Their approach
demonstrates that the most demanding productions in the world have already validated Al
denoising as production-ready.
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7. Risks & Limitations

No honest analysis of Al in production should skip the problems. Here's what's real:

* Al denoising isn’t perfect: It can smooth over fine geometric detail or introduce subtle
artifacts, especially in areas with complex specular highlights or hair/fur. QC processes
need to account for this.

» Al-generated assets need cleanup: 3D models from text prompts have topology
issues, UV problems, and inconsistent art direction. Human artists still do the last 20—
40% of the work.

« Consistency across shots: Generative Al tools are improving at maintaining subject
consistency across frames, but it’s still not reliable enough for hero character work
without heavy supervision.

* Render farm Al scheduling is immature: True predictive scheduling and adaptive
resource allocation aren’t productized yet. Studios building this are writing custom code.

« Vendor lock-in: AWS Deadline Cloud is powerful, but it ties your farm management to
Amazon’s ecosystem. Studios need to evaluate exit strategies.

e Training data and IP concerns: Al models trained on copyrighted material create legal
gray areas. Chaos’s Al Enhancer, for example, uses a model trained on LAION-5B, a
dataset scraped from the web. Studios working on IP-sensitive projects need to
understand what's in their Al pipeline.

»  Workforce disruption: An estimated 21% of entertainment jobs face Al-related
consolidation by 2026. Studios need transition plans, not just deployment plans.

 Homogenized aesthetics: Over-reliance on Al generation risks a convergence in visual
style. The “Al look” is becoming recognizable, and audiences may tire of it.

« LED volume operators: Shortage of trained personnel is one of the biggest constraints
on virtual production growth.

* Al pipeline engineers: Studios need people who understand both production workflows
and machine learning. This skillset is rare and expensive.

e Standards are fragmented: OpenUSD, SMPTE metadata schemas, and vendor-
specific formats create interoperability headaches. Until standards mature, engineering
overhead remains high.
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8. Where This Is Headed

Based on current trajectories and announced product roadmaps, here’s what the next 12—-24
months look like:

« Al denoising becomes fully standard across all major render engines. Studios not using
it are leaving money on the table.

» DLSS 4.5 and neural rendering techniques begin displacing traditional rasterization for
real-time workflows.

* Cloud render services add more intelligent scheduling and cost optimization features,
closing the gap with custom solutions.

» Virtual production LED volumes become accessible to mid-tier studios as costs continue
to decline.

* Rotoscoping and compositing Al tools mature to handle 80—90% of routine shots without
human intervention.

* Neural rendering starts replacing significant portions of the traditional ray tracing pipeline
for specific use cases (environments, backgrounds, non-hero elements).

» Al-driven render farm management becomes a standard feature, not a custom build.
Predictive scheduling, cost optimization, and adaptive resource allocation are built into
major farm managers.

* Asset generation Al produces production-quality models that require minimal human
cleanup for non-hero assets.

e The hybrid cloud render farm becomes the default architecture. Studios that haven't
adopted it face significant competitive disadvantage.

e Standards convergence (OpenUSD, standardized Al model formats) begins reducing
interoperability friction.

The industry is moving toward what some are calling “neural production” — workflows where
machine learning models make operational decisions across multiple pipeline stages
simultaneously. The studios that will thrive are the ones building the infrastructure for this now:
hybrid cloud farms, Al-integrated pipelines, and teams that know how to work alongside these
tools.
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9. Practical Recommendations

For a VFX or animation studio evaluating Al integration today, here’s where to start — ordered
by impact and ease of implementation:

1. Enable Al denoising in your existing render engine. If you're running V-Ray, Arnold,
Redshift, or Karma, the feature is already there. Turn it on. Benchmark your render times
before and after. This alone can cut render costs by 60—80%.

2. Evaluate Al compositing tools. Mocha Pro 2026 at $325/year is a low-risk entry point
for Al-assisted rotoscoping and matte generation. Nuke's CopyCat is included in NukeX.
These save the most artist-hours per dollar.

3. Set up hybrid cloud rendering. If you’re running an on-premise farm, evaluate AWS
Deadline Cloud for burst capacity. The pay-as-you-go model means you only absorb
costs when you actually need the capacity.

4. Integrate Al into your asset pipeline. Start using Al-generated assets for non-hero
elements (backgrounds, props, crowd characters). Establish a human QC step in the
workflow so quality stays controlled.

5. Invest in Al motion capture. If you're spending significant money on traditional mocap,
evaluate DeepMotion or Move.ai for use cases where markerless Al capture is sufficient.

6. Upgrade to RTX-class GPUs. Every Al rendering feature (DLSS, OptiX denoising,
Tensor Core acceleration) requires NVIDIA RTX hardware. If your farm is still running
older GPUs, the ROI on upgrading is now very clear.

* Neural rendering as a replacement (not just accelerator) for traditional ray tracing. Follow
NVIDIA’'s RTX Kit and Unreal Engine 5 developments.

e Al-driven render farm scheduling. No one has fully productized this yet, but it's coming.
Don’t build custom solutions unless you have the engineering resources to maintain
them.

e OpenUSD and SMPTE standards development. Interoperability is the single biggest
friction point in modern pipelines. Standards maturity will unlock significant efficiency
gains.
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This analysis was prepared by AEstruct, Inc. for prospective client review. All data points are

sourced from publicly available industry reports, vendor documentation, and trade publications
as of February 2026.

Questions? Reach out to discuss how these findings apply to your specific production
environment.
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