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H ON THE COVER

Art Director Tony de Moraes captures the diversity and festival-
like atmosphere of SIGGRAPH 2005 using a collage of images
drawn from various entries in this year’s Computer Animation
Festival and Art Gallery. The images used to create this multi-
layered cover image came from the following works: The Zit by
Mike Blum, Venice Beach by Jung-Ho Kim, seri G B 1 by Floyd
Gillis, Drip by Brian Knep, 2004.5 by Kenneth A. Huff, Daughter’s
Rebirth by AnnMarie LeBlanc and My Life in Spam: One Week
(November 1-30, 1998) by Perry Hoberman.
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A BLEND OF ART AND SCIENCE By Ellen Wolff

In soliciting clips to showcase in this year's Computer Animation
Festival, the CAF SIGGRAPH committee made a conscious
effort to reach beyond the Hollywood studio community to solicit
works from students and the scientific world. The result is a
festival that contains a rich blend of animations that range from
the dramatic scenes of the latest Star Wars movie to the compelling
visualizations of tornadoes and fluid dynamics simulations. ‘

>

SEEDS OF EXCITEMENT By Audrey Doyle

As always, the Papers program serves as the heart of the
SIGGRAPH conference, providing an ideal outlet for disseminating
groundbreaking, provocative new work that ultimately serves as
the seeds for future technology and product development. In this
interview, SIGGRAPH 2005 Papers Chair, Markus Gross, provides
a glimpse into some of the highlights of this year’s Papers Program.

SIGGRAPH2005

www.siggraph.org/s2005

GEAR FOR GEARHEADS

SIGGRAPH’s conference is accompanied by one of the most
important trade exhibitions for the computer graphics hardware
and software industry.
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SIGGRAPH SCENE

When James L. Mohler attended his first SIGGRAPH in 1997, he
was immediately struck by the unique quality of the conference. As
a young professor with the Computer Graphics Department at Purdue
University, he had attended other technical conferences. But nothing
compared to SIGGRAPH.

“What really struck me about SIGGRAPH was the diversity of its
attendees and the way those different groups interacted with one
another,” says Mohler. “Even when you go to other interdisciplinary
conferences, the different disciplines seem to tolerate one another,
but they don’t really mesh. Here they really respect one another and
feed off one another’s ideas, energies and creativity. The result is
an atmosphere that is unique to this conference. It’s not something
you can read about. It’s something you just have to experience.”

As Conference Chair for SIGGRAPH 2005, Mohler has been
determined to make this year’s event as exciting and invigorating
as any SIGGRAPH that has come before. To accomplish that, he
and the rest of the SIGGRAPH 2005 Committee have added some
exciting new features, such as a Full-Dome Animation Theater that’ll
be located next to the registration area. Over by the Emerging
Technologies area they’ll be making use of the Access Grid, a kind
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of high-powered teleconferencing system, to deliver live performances
by performers located around the world. And for the keynote address,
they’ve landed none other than film legend and special effects
pioneer George Lucas.

Finally, says Mohler, the SIGGRAPH Committee has made a special
effort to strengthen the participation in SIGGRAPH by the scientific
visualization community. “This is a community that has always been
important to SIGGRAPH, but in recent years it’s prominence has
diminished as special effects and video games have gained more
attention. This year, we’ve worked hard to ensure that scientific
visualization has a strong presence in all the venues, and | think that
helps make the whole show more interesting and exciting.”

But as excited as Mohler is about SIGGRAPH 2005, he is quick to
give credit to the venue chairpersons and others for pulling it all off.

“For me, the biggest joy has been the opportunity to work with this
fantastic group of people. This group has done a masterful job of
really merging as a team and creating complementary content across
the various programs. It’s because of their efforts, and the efforts
of the hundreds of other volunteers who contribute their time to the
show that we’ve been able to put together a conference that | think
is really going to be something to remember.”

Whether you come for the courses, the exhibits, the animations, or
the technology demonstrations, SIGGRAPH 2005 is sure to delight.
Welcome to Los Angeles! Enjoy the conference and exhibition!

SIGGRAPH 2005 COMMITTEE

SIGGRAPH 2005 was made possible by the
dedication of the following individuals and others
who invested their time, expertise, intellectual
curiosity, and enduring faith in CG.

SIGGRAPH 2005 Conference Chair
James L. Mohler, Purdue University

ACM SIGGRAPH
Conference Chief Staff Executive
Dino Schweitzer, Capstone Solutions Inc.

SIGGRAPH 2005 Conference Manager
Ramon Ford, Capstone Solutions Inc.

Art Gallery
Linda Lauro-Lazin, Pratt Institute

Computer Animation Festival
Samuel Lord Black, Penguin Flight Dynamics

Courses
John M. Fuijii, Hewlett-Packard Company

Educators Program
Patricia Beckmann-Wells, Bunsella Films

Emerging Technologies
Donna J. Cox, NCSA/University of lllinois at
Urbana-Champaign

GraphicsNet
Joseph M. Cychosz, Purdue University

Guerilla Studio
Peter Braccio, Monterey Bay Aquarium
Research Institute

International Resources
Rejane Spitz, Pontificia Universidade Catélica
do Rio de Janeiro

Panels and Special Sessions
Jill Smolin, The Gnomon Workshop

Papers
Markus Gross, Swiss Federal Institute of
Technology (ETH) in Ztirich

Sketches and Posters
Juan Buhler

Web Program
Nishant Bharat Kothary, Amazon.com

Student Volunteers
Ronald J. Glotzbach, Purdue University

Publications
Stephen N. Spencer, The University of
Washington
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IN THE GALLERY
Chair: Linda Lauro-Lazin, Pratt Institute

ART GALLERY SPECIAL FEATURES

In addition to the exhibits, the Art Gallery will
offer these special features:

Art Papers: Six in-depth presentations on a
variety of topics ranging from “Memory Rich
Garments” to “Beings Paintings”

Art Panels: Three panels offer attendees a
chance to hear and share opinions on cutting-
edge topics

Storyboards: A display of storyboards from
such Electronic Theater animations as Star
Wars Episode lll: Revenge of the Sith and Fallen
Art

Access Grid: Performers located around the
world use the Access Grid to join together in
three, real-time, distributed performances

06 SIGGRAPH 2005

External Measures Untitled V by Camille Utterback
This interactive art installation creates imagery that is painterly,
organic, and evocative while also remaining completely algorithmic.
While the specific rules of the system are never explicitly revealed
to participants, the internal structure and composition of the piece
can be discovered through a process of kinesthetic exploration.
Engaging with this work creates a visceral sense of unfolding or
revelation, as well as a feeling of immediacy and loss. The effect is
at once sensual and contemplative.

Oral Fixations by Jessica Hodgins et al

This single-channel video installation evolves over a seven-hour time
period. The project is a darkly humorous look at a habit of endless
consumption and the resulting accumulation of waste. A narrative
gradually emerges from the on-screen action. An interdisciplinary
team of artists, actors, and computer scientists produced this project.

Watchful Portrait (Caroline) by John Gerrard

This work presents two virtual portraits that track the position of the
sun and the moon at all times. This is achieved by inputting the
precise scientific information as to the movement of these elements
and designing the portraits so they follow these coordinates with
their eyes and head at all times. The portrait on the left tracks the
sun, while the one on the right tracks the moon. If either element is
not visible, Caroline closes her eyes and sleeps.

Arrival by Paul Kaiser and Shelley Eshkar

In this multimedia installation, viewers peer down onto small figures
moving through the ambiguous spaces of office, mall, apartment
and video game. The piece presents viewers with not only a spatial,
but also a temporal puzzle. A portion of the figures moves forward
in time, the others move in reverse; and since the piece loops perfectly,
it has no beginning or end.
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COURSES
Chair: John M. Fujii, Hewlett-Packard Company

¢ Debra Miller of The Art Institute of California ¢ Tim MclLaughlin of Industrial Light + Magic will discuss the process
offers valuable advice to those just starting out of creating digital creatures in the session “Taxonomy of Digital
in computer graphics in her session “Anyone Creatures: Interpreting Character Designs as Computer Graphics
Can Make Quality Animated Films! (The Eight Techniques”: Mon., Aug. 1, 3:45 - 5:30 p.m.
Basic Steps to Success)”: Sun., July 31, 8:30
a.m. - 12:15 p.m. * Rob Bredow will lead a team of presenters from Sony Pictures
Imageworks in a discussion of innovative motion capture techniques
¢ Sunil Hadap of PDI/Dreamworks and Vangelis in the session “From Mocap to Movie: The Making of The Polar
Kokkevis of Sony Computer Entertainment Express”: Tues., Aug. 2, 8:30 am. — 12:15 p.m.
pull examples from film and video games in their
session “Introduction to Articulated Rigid Body
Dynamics”: Sun., July 31, 8:30 a.m. — 12:15 p.m.

Philippe Gluckman and Denise Minter head a
team of presenters from DreamWorks
Animation in the session “Madagascar: Bringing
a New Visual Style to the Screen”: Sun., July 31,
1:45-5:30 p.m.

¢ Existing techniques and remaining challenges
are the topics for discussion in the session
entitled “Digital Face Cloning.” Among those
Speakers are David Bennett of Sony Pictures Madagascar Image Courtesy DreamWorks Animation
ImageWorks, George Borshukov of Electronic
Arts, Christophe Hery and Steve Sullivan of Ewan Johnson and Denise Minter of DreamWorks Animation will
Industrial Light + Magic, and Lance Williams ¢ pull examples from Madagascar in their examination of the role of
of Applied Minds. Sun., July 31, 8:30 a.m.— staging and composition in computer-animated films in the session
5:30 p.m. “The Invisible Actor” Tues., Aug. 2, 1:45 - 5:30 p.m.

¢ Daniel Thalmann of EPFL VRIab and Laurent Peter Shirley of the University of Utah and Philipp Slusallek of the
Kermel and William Opdyke of e Universitat des Saarlandes lead a team of speakers in the session
PDI/DreamWorks are among the speakers  “Introduction to Real-Time Ray Tracing.” The course gives attendees
who’ll present state-of-the-art techniques used the background and insight required to build their own fast ray tracers
to generate animated crowds in such films as while also discussing advanced applications. Wed., Aug. 3, 8:30 a.m.

Shrek2, Lord of the Rings, and Madagascar in -5:30 p.m.
the session “Crowd and Group Animation”: Mon.,
Aug. 1, 8:30a.m. - 12:15 p.m. For more info on Courses, go to www.siggraph.org/s2005

SIGGRAPH 2005 KEYNOTE ADDRESS Monday, August 1,

GEORGE LUCAS A Keynote Q&A with the Father of Digital Cinema  1:15-3:15 p.m.

While the keynote address is always one of the Lucas is most widely known as the creator, writer and director of the Star
highlights of SIGGRAPH, this year’s keynote has to Wars movies, the last installment of which was released this year. Star Wars:
be considered an extra special event, given that it Episode Il Revenge of the Sith marks the end of a saga that, when it was

will be delivered by one of the most innovative, first launched in 1977, became an international phenomenon and helped

successful and visionary film directors of all time— change the movie industry forever by ushering in a new era of computer-
George Lucas. generated special effects.

“Lucas’ remarkable storytelling and cinematic technical In addition to the Star Wars movies, Lucas also directed or produced such
achievements have awed and inspired the computer other film classics as American Graffiti, Willow, Tucker: The Man and His
graphics community for more than 30 years,” says Dream, and the Indiana Jones series of films.

James L. Mohler, SIGGRAPH 2005 Conference Chair.

“His insights promise to intrigue and engage Over the years, Lucas has played a key role in advancing the state-of-the-
conference attendees across all industries and art of both computer graphics technology and high-definition digital production
interests. It is quite fitting that one of the foremost technologies. In addition to founding Industrial Light + Magic, Lucas is also
storytellers and technological innovators of our time chairman of Lucasfilm Ltd., a fully integrated entertainment company that,
speaks at the conference for innovators not only in in addition to its motion-picture production activities, includes ILM, LucasArts,
film but also in art, science, and technology.” and Lucas Licensing and Skywalker Sound.

08 SIGGRAPH 2005 Magazine presented by Millimeter and Video Systems
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Chair: Nishant Bharat Kothary, Amazon.com

As the Web Program enters its fourth year at SIGGRAPH, it's undergoing a bit of a make-over. The change, says
Web Program Chairperson, Nishant Kothary, was prompted by a desire to reach out to the academic community.

This year’s program has been divided into three
separate tracks—Application, Paradigm, and
Technical. The Application Track showcases
short presentations about cutting-edge
applications on the Web. The Paradigm Track
showcases presentations about cutting-edge
advances in such areas as Web standards,
usability, user experience, and design. The
Technical Track consists of the presentation of
peer-reviewed papers. The review process for
this track was roughly modeled after the review
process for SIGGRAPH’s Papers program.

In total, the Web Program program will consist
of 19 presentations—four Technical Track
presentations, five Paradigm Track presentations,
and nine Application Track presentations. There
will also be one panel discussion. The speakers
in this year’s program will include:

—Online performance artist and humorist, Ze Frank is
best known for his hilarious video How To Dance Properly. Ze’s
talk, titled The Creative Act, will delve into the importance of the
creative process as it applies to the web. www.zefrank.com

—A world-renowned information architecture guru,
Peter will be speaking about user experience design.
www.semanticstudios.com

—The co-creator of the fantastic java-based graphical
programming language, Processing, Casey will be speaking about
the same. www.processing.org

—Research and Development Director at Soda Creative
Ltd., a British design group formed in 1996, which combines art
and research with a broad range of commercial activities. Ed will
speak about his latest innovation, Moovl. www.moovl.com

For a full list of sessions, go to www.siggraph.org/s2005 and click

on the Web Program link.

POSTERS
Chair: Juan Buhler

After a successful introduction last year, the Posters
program is once again returning to SIGGRAPH. The
Posters program is a presentation forum modeled after
those used in scientific research conferences.

With a focus on research projects, the Posters format
calls for participants to mount physical posters that
summarize their work on a wall. The Posters are displayed
throughout the conference week, allowing conference
attendees to browse through them to quickly get an idea
of some of the newest or lesser known projects underway
in the research world. If something of particular interest
catches their eye, they can return to the poster area to
chat with the poster’s author during the one or more
scheduled meeting times allotted to each author.

The value of the Posters program is that it provides a
useful, alternative forum to the SIGGRAPH Papers
program for communicating important research
information. Newly developing projects, smaller works,
incremental or partial results, and late-breaking research
are all good candidates for Posters even though they
might not qualify for a formal paper or be able to meet
the early submission deadlines required of papers.

In addition, because the Posters format can accommodate
hundreds of posters if necessary, the program is able to
be a more inclusive venue, expanding the number of
people able to participate in the computer graphics and
interactive techniques research community.

SKETCHES
Chair: Juan Buhler

This year’s Sketches program consists of 149 talks—

or sketches—that have been grouped into 37

sessions by topic. Each sketch consists of a 20-
minute presentation followed by a five-minute Q&A

session. Open to virtually any topic in computer

graphics, Sketches provides an ideal forum for

quickly sharing information on everything from behind-
the-scenes information on commercial and artistic

works to new developments in research.

Sketches presentations are different from the
presentations in the Papers program in that the
presentations are informal. Many times they focus
on a work in progress that is not yet ready to be
published as a formal paper. However, this year, for
the first time, paper authors have been invited to
submit “Implementation Sketches.”

The concept of Implementation Sketches is being
introduced because the constraints of the Papers
venue often require that paper authors must leave
important implementation details out of their
presentations in favor of thoroughness in the science
presented. The Implementation Sketches attempt
to provide a solution to that problem by providing
paper authors with a forum where they can discuss
the practical details of their ideas.

For a full list of Sketches, go to
www.siggraph.org/s2005

Magazine presented by Millimeter and Video Systems
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EMERGING TECHNOLOGIES
Chair: Donna J. Cox, NCSA/University of lllinois at Urbana-Champaign

The Interactive Fog Screen

Ismo Rakkolainen, University of California, Santa Barbara
The popular walkthrough fogscreen shown at SIGGRAPH 2003 has
been enhanced with the addition of interactivity. This represents a
major technical improvement with important implications for a variety
of applications, ranging from entertainment to advertising to training.
The screen can be combined with various tracking technologies, such
as unobtrusive finger tracking, which will be demonstrated at this
year’s show. Also, actor Markku Laitinen will present short, entertaining
performances that illustrate some of the medium’s artistic possibilities.

Straw-Like User Interface

Yuki Hashimoto, The University of Elecro-Communications
This evolutionary interface system allows users to virtually experience
the sensations of drinking. The sensations are created by referencing
sample data of actual pressures, vibrations, and sounds produced
by drinking from an ordinary straw attached to the system. Eventually
the interface will be extended to provide wider varieties of information
to the mouth and lips. The technology holds the promise of providing
distance communication via touch and augmenting sense perception
among the elderly and physically challenged.

MotionSPHERE
Hiroki Mori, ViewPLUS o
This demonstration highlights an image-processing technology that )
stabilizes the trembling in images that are captured by a rotating
camera in real-time while also providing the ability to track objects e
no matter how fast they are moving. Currently stabilization and object
tracking work fine separately, but not together. The goal of this project
is to combine them in real time, interactively. Eventually this technology v
could lead to the development of cameras that can be embedded
in unique places such as a spinning basketball, providing a clear,
steady image from the ball’s point of view.

ACCESS GRID

DEMONSTRATIONS Panel: Consciousness and Connectivity
Live Performance

The Access Grid is an emerging, scalable . Live Performance

teleconferencing technology currently being used in

the scientific, research and academic communities for

worldwide, interactive events. Its ability to support high-

quality audio and video makes for a compelling, real-

time user experience.

Panel 2: Extensions of Embodiment
Presentation: Telematic Mind

in the Domain of Moistmedia

Live Performance

. . Live Performan
To demonstrate the power of this collaborative Ive Ferformance

communications medium, the Emerging Technologies
and Art Gallery committees have worked together to . Live Performance
set up a schedule of panels, presentations, and artistic . Live Performance
performances that will be delivered via the Access Grid
by participants located around the world. The events
will be displayed on three large screens in a dedicated . Live Performance
Access Grid area at the following dates and times. . Live Performance
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Chair: Jill Smolin, The Gnomon Workshop

Here’s your opportunity to agree, disagree or simply listen to outspoken advocates on every side of controversies
that affect our digital future. Panelists discuss, confer with, and debate each other in a free-flowing format that
generates consensus, controversy, confusion, and clarity--sometimes simultaneously. Seating is on a first-come,
first-served basis, so be sure to arrive early!

Tuesaday, Aug. 2, 1:45 - 3:30 pm

In recent years, the open-source movement has increased dramatically.

Harnessing the power of thousands of developers and testers has

proven successful, to varying degrees, in developing operating systems, ‘

graphics applications, and web tools, including Linux, POV-Ray, Blender,

Gimp, and Apache. In this session, developers of open-source software,

in-house proprietary software, and commercial software, and practitioners

SIGGRAPH2005

e ; ¢ M
A\ 2 SPECIAL SESSIONS
; + “ \ Chair: Jill Smolin, The Gnomon Workshop
/.Jﬁ"" 7 _ This year’s slate of Special Sessions offers
nES. a glimpse into the past, present, and future
The Polar Express Image Courtesy Sony Pictures Imageworks of digital technologies. Industry experts offer

enlightening insights into the art, science,
trends, and breakthrough concepts of the
current and future state of computer graphics
and interactive techniques.

who encounter all kinds of software discuss whether the open-source
model is relevant and useful to the graphics community. Does the model
of proprietary application research, development, and usage serve the
industry better? Or will commercial facilities continue to primarily choose

off-the-shelf solutions? Moderator— Gil Irizarry, Conoa, Inc. Jump! Shout! Dance! Sing! An Interactive

Conversation about Games, Game Art, and
Play that Goes Way Beyond the Joystick

Wednesday, Aug. 3, 10:30 am - 12:15 pm Monday, Aug. 1, 6:00—8:00 pm

Where are we (and our characters) going with artificial intelligence?

How is interactive entertainment changing in games for Playstation3, From the Earth to Infinity: Scientists from
Xbox2, and massive multiplayer, online role-playing environments? Caltech’s Jet Propulsion Laboratory Reveal
How does Al affect development of emotionally believable characters? Secrets of the Universe Through Remarkable
What are the subliminal tip-offs that spoil the illusion of credible Images of Mars, Saturn, Earth, and the
characters? Industry experts, artists, character animators, and Deepest Reaches of Space

programmers share their insights and help us answer some fundamental Tuesday, Aug. 2, 3:45—5:45 pm
questions. Moderator— Stephen Gray, Electronic Arts
A Star Wars Retrospective from Industrial
Light + Magic: Environments, Space Battles,
and the Characters Who Fought Them From
Wednesday, Aug. 3, 3:45 - 5:30 pm 1977 o 2005
How and when do academic research ideas make their way into feature Tuesday, Aug. 2, 6:00—8:00 pm
animation and visual effects production facilities? What kinds of graphics
research ideas have made good production tools, and how are they
transformed by practical experience and needs? What pressing
production issues should be considered in academic circles? How
could academia and industry work together more closely to bridge the
gaps? Panelists from academia and production explore these and other
issues in this vital relationship. Moderator— Daniel Goldman, University
of Washington

The Legacy of Disney Animation: A Journey
to the Past, Present and Future Through the
Eyes of Disney Animators, Directors,
Designers, and Storytellers

Wednesday, Aug. 3, 10:30 am—12:30 pm

Extreme Fashion: Designers, Artists, and
Technologists Present a Glimpse into the
Place Where High Fashion Collides with High

Thursday, Aug. 4, 8:30 - 10:15 am Technology

This panel examines future trends in display technology, ranging from Wednesday, Aug. 3, 5:30—7:30 pm
stereoscopic and autostereoscopic techniques, holography, and 3DTV

to projector-based concepts. Leading experts from science and industry The Polar Express: Artists and Technicians
discuss possibilities, developments, and limitations of tomorrow’s Reveal How They Transformed a 3D Train
displays; fundamental facts; and emerging trends and applications. Ride into a 3D Stereoscopic Adventure
Moderator— Oliver Bimber, Bauhaus-Universitédt Weimar Thursday, Aug. 4, 11:30 am—1:15 pm

For more info on Panels, go to www.siggraph.org/s2005
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