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Overview 
 
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 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? Can all 
models work together? 
 
Position Statement: Gil Irizarry 
 
I work in two software development worlds.  I manage the 
development of a web-based, back office application system.  I 
also develop proprietary, commercial graphics applications.  I 
have seen how the web-based software world has embraced 
open source software with great enthusiasm.  The combination 
of Linux and Apache, along with many smaller, open source 
components, power the back ends of many web sites. I have 
also seen how graphics applications, both commercial and 
research, are still developed and distributed in more 
traditional ways. Can the open source development model 
work for graphics software development?  My own experience 
is inconclusive.  Graphics programming is still, in many ways, 
a "black art," with the best proprietary graphics software often 
far ahead of its open source equivalent.  Many graphics 
programmers often reivent solutions to the same problems. 
While some notable open source graphics applications exist, 
such as Blender and GIMP, the market as a whole has yet to 
truly embrace open source applications.  I'd like to have a 
good discussion on whether this can be changed, and if it 
should be changed at all. 
 
Biographical Sketch: Gil Irizarry 
 
I manage development teams who utilize free, open source 
components to build web-based, back office applications.  I 
also founded Conoa, Inc. in order to produce high-quality 
rendering software for video-based visual effects.  Through 
these experiences, I have seen both sides of software 
development, open source and proprietary. 
 

I have attended every SIGGRAPH since 1991.  I contributed 
images to the 1992 Technical and Stereographic Slide Sets 
and the 1994 Application Slide Set.  I was a course reviewer for 
SIGGRAPH 1998 and 1999 and participated in Emerging 
Technologies/Digital Bayou in SIGGRAPH 1996.  I earned my 
Bachelors Degree in Computer Science from Cornell 
University in 1989. 
 
Position Statement: Florian Kainz 
 
Open source has clearly had an effect on the visual effects 
industry. Industrial Light & Magic uses both open-source and 
proprietary software. We rely on GNU/Linux, mozilla and 
other general-purpose open-source products, but most 
computer-graphics software we use is proprietary because few 
open-source graphics programs fit our needs. 
 
ILM has developed a fairly large body of in-house software, 
covering a wide range of applications, such as asset 
management, batch process scheduling or large interactive 
computer-graphics systems. 
 
So far ILM has published one open-source product: the 
OpenEXR image file format, which consists of a C/C++ library 
and several programming examples.  The rest of our in-house 
software is proprietary. 
 
Publishing open-source software must make sense from a 
business standpoint: the benefits should exceed the costs of 
starting and maintaining an open-source project, and we do 
not distribute software that we see as giving us a competitive 
advantage. 
 
For OpenEXR, the benefit — for ILM and others — is the 
availability of a practical high-quality image file format for 
the visual effects industry.  Other effects houses are using 
OpenEXR, and because this has increased the demand for 
software supporting OpenEXR, more and more graphics 
software packages can read and write OpenEXR files right out 
of the box. 
 
The costs of turning our in-house image file format into an 
open-source project were significant: the code had to be 
brought into a form that allowed it to be compiled outside 
ILM, on Linux, Windows and OSX. A suitable license had to 
be found; most users would not have accepted the GPL.  We 
had to prepare press releases and give presentations at 
conferences to let people know that OpenEXR exists.  Users 
require ongoing support.  We answer questions, fix bugs and 



add new features. Even though users don't pay us, we are 
maintaining a real software product. 
 
 
Biographical Sketch: Florian Kainz 
 
Florian Kainz joined Industrial Light & Magic in 1995 as a 
member of the research and development group.  In his current 
role of computer graphics principal engineer, he has worked 
on the development of rendering and batch scheduling 
software, as well as the core architecture of ILM's in-house 
animation system.  He is one of the authors of OpenEXR, 
ILM's open-source image file format. 
 
Position Statement: Daniel Maskit  
 
For developing general-purpose tools, the open-source model 
works very well. Digital Domain makes extensive use of 
packages such as linux, mySQL, OpenEXR, mplayer, perl, gcc, 
boost, etc. For developing tools specifically for visual effects 
production, however, there are significant weaknesses in the 
open source model. If we want tools that are built for 
producing visual effects, we feel our only options are 
commercial or proprietary solutions. 
 
Open-source projects work best when the contributors to the 
project are also users. For tools geared to visual effects 
production these users are most likely to be either our 
employees, or the employees of our direct competitors. We 
could live with that, if it were not also the case that this 
community of expert users is unlikely to contain very many 
people who are skilled programmers. Artists are far more likely 
to suggest changes than to code them. A software company, or 
a team working on internal projects, will be happy to gather 
artist input and do the heavy lifting. Open source projects 
tend to be less responsive to user requests, and more steered 
by the developers. Finally, the open-source community can 
not be relied on to meet the hard deadlines imposed by 
production schedules. 
 
If we invest the time and effort in creating a proprietary 
solution to a visual effects problem, we have done so because 
we perceive a competitive advantage in having a specific tool. 
Giving it away for free to our competition is not in our best 
interest. This problem is compounded by the differences that 
have arisen over control and direction of graphics projects 
that have been open-sourced. Both fltk and GIMP have 
resulted in one version being created by the open-source 
community, and a different version being created by a visual 
effects house. 
 
Biographical Sketch: Daniel Maskit 
 
Daniel Maskit is the team lead for the Digital Domain 
production support and infrastructure software teams. He is 
also the lead production support developer. He has nearly 
twenty years experience in software development, including 
managing geographically diverse development teams. He has 
been a visual effects software developer for six years. 
Educational background includes M.S. and Ph.D. degrees from 
Caltech, and a B.A. from Sarah Lawrence College.  
 
 
 
 
 

Position Statement: Ton Roosendaal 
 
The true spirit of SIGGRAPH 
 
The key of any successful Open Source application is in its 
very own nature. Even when OS projects tend to duplicate or 
even compete with proprietary applications, the real added 
value is in its community of developers and users, in the 
openness of applied technology and development methods, 
and in providing an accessible level of participation in areas 
which are typically restricted by commercial/economical 
factors. 
 
OS graphics projects already provide an undeniable added 
value for individual education, and for institutes ranging from 
high school art classes to university graduation. 
 
On a professionals level, for people working in the graphics 
industry, OS projects can offer an instant in-house software 
solution for small and medium sized studios. It's "your own 
software." In this area graphics based OS projects still have 
work to do, especially in creating a network of professionals 
for servicing and contracting work, something non-graphics 
OS projects succesfully do for many years. 
 
The worldwide graphics community, with SIGGRAPH as a key 
visual exponent, started as a buzzing and inspiring mindshare 
based movement. There was so much to discover, so much to 
work on, and everyone was welcome to join, willing to share 
and to contribute. However, over the past 10 years SIGGRAPH 
increasingly became a platform of the happy few working in 
the movie industry, a show-off of proprietary or even patented 
development. 
 
However cool and inspiring this might be, it still is only the 
little top of the pyramid. We should not forget about the need 
to support and cherish the vast foundation of artists and 
developers who make up this entire community. OS projects 
can play a role here, not only to attract and support new people 
who want to be involved, but also to help them in their way to 
the top. 
 
Biographical Sketch: Ton Roosendaal 
 
I am chairman of the Blender Foundation, responsible for 
mainting and organizing development of the open source 
Blender projecs. Over the past years Blender has been widely 
recognized as one of the largest and most successful open 
source graphics projects. 
 
Position Statement: William Schroeder 
 
There are compelling reasons for open-source software.  Open-
source is part of the broader movement known as open-
science, which is based on a principle feature of the scientific 
method: the results of experiments must be repeatable by 
others. Open-source, combined with open data and 
publications, is a natural extension to the computational 
sciences because it fully reveals the methods used to achieve a 
result. Further, research is frequently carried out with public 
funds, suggesting that the public should have unhindered 
access to such work. 
 
Conversely, companies expend significant effort to create 
commercial software. Because software can be copied and 
reproduced easily, this has led companies to erect barriers to 



indiscriminate copying, such as IP protections and closing the 
code base. 
 
However, software products consist of more than just code. 
Training, integration, maintenance, marketing, sales, and 
services go into a successful product. As software developers 
we often forget this; it is easy to overlook the many 
commercial opportunities that exist. Further, erecting barriers 
to technology often has the effect of smothering development. 
Such constraints on technology can backfire, motivating 
others to seek alternative paths to achieve technical 
capabilities that eventually outflank the original. 
 
Our approach to this issue is captured by the guideline "share 
ideas, sell implementations." We view the open-source 
toolkits that we develop (e.g. VTK and ITK) to be part of a 
world-wide computational infrastructure. These toolkits serve 
as platforms that enable us to partner with academic and 
research institutions, obtaining research funding to further 
expand the infrastructure. This approach also lends itself to a 
consulting revenue stream as we help others adopt these 
technologies. In addition, we package selected technologies to 
provide commercial solutions. This hybrid model has been 
proven over the seven years of Kitware's existence since we 
continue to grow and have been profitable every year. 
 
Biographical Sketch: William Schroeder 
 
I am President of Kitware, Inc., a small company that creates 
and maintains open-source software such as VTK (The 
Visualization Toolkit), ITK (The Insight Segmentation and 
Registration Toolkit), and CMake (a Cross-platform Make 
tool). These tools are widely used around the world with a user 
base estimated between 50,000-100,000 users. We also create 
proprietary products based on these open-source tools. We 
incorporated in 1998 and have been profitable every year 
since then. Our business model directly addresses the 
relationship between open-source and proprietary software on 
a daily basis. Since the company's survival depends on 
getting this right, we spend a lot of time balancing the issues. 
 
I am also an experienced speaker, having presented a 
SIGGRAPH paper (Decimation of Triangle Meshes Siggraph 
'92), a panel, and several Siggraph courses. I also participate in 
IEEE Visualization and many other research conferences. 
Currently I actively lead the development of several open-
source and proprietary systems, often in the context of a 
distributed development community. For example, I am a  
leader (Core 4 Principle Investigator) in the NAMIC (National 
Alliance of Medical Image Computing) project, a prestigious 
five-year, $20 million NIH grant to create open-source, cutting 
edge software tools for the medical imaging community. 
 
http://www.kitware.com/profile/team/schroeder.html 
 
 


