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EXECUTIVE SUMMARY

Assessed crane capacity at Novelis using AnyLogic.
Stress-tested performance to confirm production feasibility.
Showed existing crane could meet targets with minor improvements.

Delivered scalable simulation to support business growth.
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WHY ANYLOGIC?

Analyzed crane KPIs using
AnyLogic’s material handling
library.

Flexible parameters allowed
non-developers to run scenarios.

Cloud access removed need for
software or licenses.

Integrated with Omniverse for
clear executive communication.
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ANYLOGIC 3D OMNIVERSE
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ANYLOGIC 3D VIEW
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INPUT DATA OUTPUT DASHBOARD
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NOVELIS IMPACT

 Avoided crane purchase and throughput
losses.

 Resolved bottlenecks, boosting efficiency
and planning.

Delivered scalable AnyLogic Cloud tool for
evolving needs and decisions.

Improved collaboration and confidence with
clear crane insights.



WHY OMNIVERSE?

 Lifelike visuals increased simulation
clarity and engagement.

 Helped leadership grasp insights and
align on decisions.

 Showcased innovation internally and
externally.

 Omniverse renders typically gain strong
traction across organizations.
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RENDER MODEL IN OMNIVERSE
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RENDER MODEL IN OMNIVERSE

File Edit Create Window Tools Layout Help

FPS:33.22 | Frame time: 30.10 ms

NVIDIA RTX 500 Ada Generation Laptop GPU: 2.5 GiB used, 761.2 MiB available
Process Memory: 6.1 GiB used, 10.4 GiB available
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OMNIVERSE CONNECTOR

© Novelis

%2 Projects | [y Palette X =]
- { Presentation oo
.* 7 Line &
D) | ¥ Polyline Vd
| w > Curve &
& [ Rectangle Vd
.___*_ (O Rounded Rectangle &
lm O Oval Vd
E ) Arc

1 Aa Text

'._:3 [@] Image

L__'f—'_ ¥ Canvas

& | 1 Grow

L;\‘ W View Area

| 7 B CAD Drawing

._}{ v 3D

.M' Bl 30D Window

3D Object

T’.; B C.amera

-

Novelis

© omniverseConnector - Omniverse connector

Name: omniverseConnector (JIgnore (@ Visible on upper agent
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Scene path: Y omniverse://localhost/Library/NovelisCrane.usd 7

@ Start connector at model startup
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CONNECT OBJECT TO PRIM - LIBRARY
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CONNECT OBJECT TO PRIM - SCENE

Layout X | &3 Main - o E Properties <

Levels
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IT'T overheadCrane - Overhead Crane

Crane colorn =, |] gold | w

+ Position and size

Level: level v
e 420
NE 240

+ Omniverse

Stage X
Bind to LISD () None
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Creat i
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UsD pathe fWaorld/CraneScene/ovh_crane

[ Attributes and variants: . CraneScene
i

@ Instanceable prim

Eridge prim path: "/crane O0/BRIDGE"

Trolley prim path:

"/crane O/TROLLEY"

Hook prim path: "/crane O0/HOOK"
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LIVE SESSION

Stage
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Live Session

o Join Session . Create Session

AnylLogicLiveSession2025-01-21-09-36-571

Participants:

CANCEL
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OMNIVERSE RENDER
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DYNAMIC AGENT VISUAL UPDATE
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DYNAMIC AGENT VISUAL UPDATE
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DYNAMIC AGENT VISUAL UPDATE

[ Properties X
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O ingotType - Variable
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DYNAMIC AGENT VISUAL UPDATE
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SUMMARY

 Omniverse enabled executive-friendly
iInsights through lifelike visuals.

« Simulation showed one crane is sufficient
with minor improvements.

* Avoided major spend, improved planning,
and delivered scalable tool.

 Next Steps: Expand model scope, identify
other bottlenecks, add features.
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Q&A

Questions?
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