Pause Dynmap rendering
during a busy event and
resume deliberately

Map rendering can compete with a large event for server resources. Dynmap provides rendering
controls so you can defer background work without removing the map plugin. Record the paused
state explicitly so yesterday’s emergency pause does not become tomorrow’s unexplained stale

map.

Work through the change

1. Read the current rendering status using the installed Dynmap command documentation.
Record active work, affected worlds and the reason for pausing before the event begins.

2. Use the documented pause control for the intended scope. Confirm the console
acknowledges the change and inspect player response through the server’s existing
monitoring instead of assuming every lag problem came from rendering.

3. Check the public map during the pause and tell staff which updates are deferred. Avoid
adding full-render requests while work is intentionally paused because queued jobs can
create a surprise burst later.

4. After the event, resume through the installed control and monitor a small interval of work.
Compare map freshness, task progress and player response before leaving rendering
unattended.

Check the result

The service should continue normal play during the pause, while deferred rendering resumes at the
planned time. The public page may remain reachable with older imagery; that is different from
proving live updates are working. Include the resumption check in the event’s maintenance notes.

Give the pause an owner and a planned review time. An intentionally stale map should not remain
unexplained once the event and its resource pressure have ended.



Recover or stop safely

Pause again if the resumed work overwhelms available capacity and review the queue before
changing performance settings. Keep existing tiles and world data intact. If staff cannot identify the
current state, collect command output and logs rather than repeatedly restarting the server to
reset rendering.

Related guidance and maintainer
reference

For the broader setup, read Install Dynmap and test a bounded world render. Check the installed

plugin version before applying syntax from the official Dynmap documentation.
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https://help.cloudexa-hosting.com/books/minecraft-plugins/page/install-dynmap-and-test-a-bounded-world-render
https://github.com/webbukkit/dynmap/wiki/Commands

