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© curated content

SIGGRAPH 2017 offers several events and sessions that are
individually chosen by program chairs to address specific
topics in computer graphics and interactive techniques.

Curated content is not selected through the regular channels
of a comprehensive jury.

Focus Areas

Many SIGGRAPH 2017 programs and events are assigned
to focused areas of interest in computer graphics and
interactive techniques, and some are especially appropriate
for first-time attendees.

ANIMATION & VFX

AR/VR

EDUCATORS
GAMES
MOBILE
PRODUCTION
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Conference Registration Categories
Full Conference Platinum
@ Full Conference

. Select Conference

Exhibits Plus
(®) Exhibitors

Exhibits Only

One Day Registration

Full Conference One Day registration is available. Includes admission
to conference programs and events for the day purchased and
the Exhibition (Tuesday-Thursday). It does NOT include Computer

Animation Festival — Electronic Theater or Reception.
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A TABLE OF CONTENTS

SAT, 29 JUL SUN, 30 JUL
Registration 5-7 pm 8:30 am-6 pm
Merchandise Pickup/  5-7 pm 8:30 am-6 pm
SIGGRAPH Store
ACM SIGGRAPH Award Talks
ACM Student Research
Competition Final Presentation
Appy Hour
Art Gallery 1:30-5:30 pm
Art Papers
Birds of a Feather All week

Computer Animation Festival —
Electronic Theater

Computer Animation Festival —
VR Theater

2-5 pm (FP only)

Courses 9 am-5:15 pm

Educator’s Forum 2-5:15 pm

Emerging Technologies 1:30-5:30 pm

Exhibition/Exhibitor Sessions

Experience Presentations 9 am-5:15 pm

International Center 9 am-6 pm

Job Fair

Keynote Session*

Panels 9 am-12:15 pm
3:45-5:15 pm

Posters 1:30-5:30 pm

Poster Sessions

Production Gallery 9 am-6 pm

Production Sessions

Production Session Movie Screening 9-11 pm

Real-Time Live!

Reception

Studio 1:30-5:30 pm

Talks 9 am-5:15 pm

Technical Papers

Technical Papers Fast Forward 6-8 pm

VR Film Jam 9 am-9 pm

VR Village 1:30-5:30 pm

MON, 31 JUL

8:30 am-6 pm

8:30 am-6 pm

2-3:30 pm

10 am-5:30 pm

6-8 pm

10:30 am-5:30 pm

9 am-5:15 pm
9 am-5:15 pm

10 am-5:30 pm

9 am-6 pm

11 am-12:45 pm

3:45-5:15 pm

9:30 am-6 pm
1-2 pm
9 am-6 pm

2-3:30 pm

8-10 pm
10 am-5:30 pm

9-10:30 am
2-5:15 pm

9-10:30 am
3:45-5:35 pm

9 am-9 pm

10 am-5:30 pm

*The ACM SIGGRAPH Award Presentation immediately precedes the Keynote Session
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TUE, 1 AUG

8:30 am-6 pm

8:30 am-6 pm

10 am-5:30 pm

3:45-5:55 pm

10:30 am-5:30 pm

9 am-5:15 pm
9 am-5:15 pm
10 am-5:30 pm
9:30 am-6 pm
9 am-1:45 pm
9 am-6 pm

9:30 am-6 pm

9-10:30 am
2-3:30 pm

9:30 am-6 pm
12:15-1:15 pm
9 am-6 pm

10:45 am-12:15 pm
2-5:15 pm

6-7:45 pm

10 am-5:30 pm

9 am-5:15 pm

9 am-5:35 pm

9 am-5 pm

10 am-5:30 pm

WED, 2 AUG

8:30 am-6 pm

8:30 am-6 pm

3:45-5:15 pm

5-7 pm

10 am-5:30 pm

8-10 pm

10:30 am-5:30 pm

9 am-5:15 pm

10 am-5:30 pm
9:30 am-6 pm
9 am-5:15 pm
9 am-6 pm

9:30 am-6 pm

9-10:30 am

9:30 am-6 pm
12:15-1:15 pm
9 am-6 pm

10:45 am-12:15 pm
2-7:15 pm

10 am-5:30 pm

9 am-3:30 pm

9 am-5:35 pm

10 am-5:30 pm

THU, 3 AUG

8:30 am-1 pm

8:30 am-3:30 pm

10 am-3:30 pm

10:30 am-3:30 pm

9 am-5:15 pm

10 am-3:30 pm
9:30 am-3:30 pm
10:45 am-3:30 pm
9 am-3:30 pm

9:30 am-3:30 pm

9:30 am-3:30 pm

10:45 am-12:15 pm
2-5:15 pm

10 am-3:30 pm

9 am-12:15 pm
3:45-5:15 pm

9 am-5:15 pm

10 am-3:30 pm
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REASONS TO

ATTEND

Why SIGGRAPH?

While you could add to your skill set in your spare time — studying and navigating
industry trends from your home or office computer — there is nothing quite like
immersing yourself in a world of cutting-edge computer graphics and interactive
techniques. Whether you're in animation, research, product development, or fine arts
and design, SIGGRAPH has you covered. See below to find out how you, and your

employer, can benefit from attending this year’s conference.

“Think of everything that
has ever made you geek out
and feel so passionate about
something in your whole
life and put it into one
feeling..That, my friend,

Is the feeling you get when
being at SIGGRAPH

“An opportunity to meet and
explore the possibilities of
technological advancements
in the industry from around
the world”

“It’s like stepping into
the future. Nothing
is impossible.”

“Besides the fact that you get
to learn, test, and discover
the newest technologies and
software, SIGGRAPH gives
you a huge inspiration boost.
It makes you want to go and
do something amazing.

“It helped me define a
direction in my career.
The opportunity to meet
creators and professionals
and see how they work
was the most effective
way tolearn.”

“Immersing yourself
among such diversity,
united by common ideals,

is an experience that cannot
be replicated or accurately
quantified. Its key benefit

is leaving thinking if they
can, I can!”

4 TABLE OF CONTENTS $2017.SIGGRAPH.ORG 2 _
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CONFERENCE OVERVIEW
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SIGGRAPH 2017 is a five-day interdisciplinary
educational experience, featuring the world’s

most prestigious forum for computer graphics research, creative
adventures in digital media, immersive realities, emerging
interactive technologies, advanced mobile systems, and hands-on
opportunities for creative collaboration.

Conference Registration Categories
Full Conference Platinum

Full Conference

Select Conference

Exhibits Plus

Exhibits Only

Exhibitors

CO®OOG®

)G

RECEPTION

One-Day Registration

Full Conference One Day registration is
available. This pass includes admission to
conference programs and events for the
day purchased and the Exhibition
(Tuesday-Thursday).

It does NOT include the Computer Animation
Festival — Electronic Theater or Reception.

@00

ACM SIGGRAPH AWARDS
PRESENTATIONS

Monday, 31 July, 8-10 pm
California Science Center

Board buses with your SIGGRAPH friends
as you head to the California Science
Center where you’ll unlock the power

of technology during this very special
reception. Food and drink will be scattered
throughout the venue for you to enjoy as
you explore special exhibitions — including
Mission 26: The Big Endeavour, which
gives you the chance to see the real Space
Shuttle Endeavour! — and permanent
exhibitions like Creative World and
Ecosystems.

A TABLE OF CONTENTS

(Immediately preceding the Keynote Session)
ACM SIGGRAPH 2017 Award Recipients

The Steven Anson Coons Award for
Outstanding Creative Contributions to
Computer Graphics

Jessica Hodgins
Carnegie Mellon University

The Computer Graphics Achievement Award

Ramesh Raskar
Massachusetts Institute of Technology

ACM SIGGRAPH Outstanding Service Award
Alyn Rockwood

The Significant New Researcher Award

Bernd Bickel
IST Austria

The Distinguished Artist Award for Lifetime
Achievement in Digital Art
Ernest A. Edmonds

Institute of Creative Technologies
De Montfort University

The Outstanding Doctoral Dissertation Award

Felix Heide
PhD Advisor: Wolfgang Heidrich
University of British Columbia

$2017.SIGGRAPH.ORG 2
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ACM SIGGRAPH AWARD TALKS

The Steven Anson Coons Award for
Outstanding Creative Contributions
to Computer Graphics

This award, presented during odd-numbered
years, recognizes long-term creative impact to
the field of computer graphics through a personal
commitment over an extended period of time.

The Computer Graphics Achievement Award

The Computer Graphics Achievement award is
given each year to recognize an individual for an
outstanding achievement in computer graphics
and interactive techniques.

ACM SIGGRAPH Outstanding Service Award

This award is given annually to recognize
outstanding service to ACM SIGGRAPH by

a volunteer. It recognizes persons who have
given extraordinary service to ACM SIGGRAPH,
both in the trenches and in positions of more
responsibility or visibility, over a significant period
of time.

The Significant New Researcher Award

The Significant New Researcher Award is

given annually to a researcher who has made

a recent significant contribution to the field of
computer graphics and is new to the field. The
intent is to recognize people who, through early
in their careers, have already made a notable
contribution.
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The Distinguished Artist Award for Lifetime
Achievement in Digital Art

The award is given annually to an artist who has

created a substantial and important body of work

that significantly advances aesthetic content in
the field of digital art.

The Outstanding Doctoral Dissertation Award

Awarded annually to recognize a recent doctoral
candidate who has successfully defended and
completed a dissertation in computer graphics
and interactive techniques.

®00®

ACM STUDENT RESEARCH
COMPETITION FINAL
PRESENTATION

Student posters are selected for judging at
SIGGRAPH 2017. A panel of distinguished judges
selects three semi-finalists in each category
(undergraduate and graduate), who present their
work to SIGGRAPH 2017 attendees.

@0Cee®

APPY HOUR

Meet the next generation of mobile applications
and their creators at Appy Hour. Interact with
developers, and experience tomorrow’s

mobile media.

®0®0G
ART GALLERY

For the first time in SIGGRAPH history, the Art
Gallery is dedicated exclusively to showcase
works by Latin American artists and designers
and presents a selection of speculative artifacts
that apply digital technologies to map
alternative futures.

@00

ART PAPERS

These juried presentations reveal the motivations,

thought processes, inspiration, and methodologies

behind artists” endeavors at the leading edge of
global digital culture.

@0eed

BIRDS OF A FEATHER (BOF)

Informal presentations, discussions, and
demonstrations, designed by and for people
who share interests, goals, technologies,
environments, or backgrounds.

M TABLE OF CONTENTS

COMPUTER ANIMATION
FESTIVAL

Sponsored by Walt Disney Animation Studios

@ Electronic Theater
@ VR Theater

High-tech projection of the finest achievements
in animated feature and short films, games,
advertising, visual effects, real-time effects,
real-time graphics, and scientific visualization.

For SIGGRAPH 2017, the Computer Animation
Festival is moving beyond the flat screen to
present short films and experiences in a new
space, the VR Theater, where attendants will
experience the next generation of storytelling

in virtual reality.

®
COURSES

Instructional sessions in which you will learn
new concepts and skills. Courses range from
an introduction to the foundations of computer

graphics and interactive techniques for those new

to the field to advanced instruction on the most
current techniques and topics.

®00

EDUCATOR’S FORUM

This year’s Educator’s Forum is Cross-Disciplinary
Collaborations. Sessions include panels on
existing and planned cross-disciplinary programs,

and the future of CGEMS, the Computer Graphics

Educational Materials Source, sponsored by the
SIGGRAPH Education Committee. Talk sessions
explore cross-disciplinary collaborations and
courses on current topics like GPU

Hardware Fundamentals.

®@0Cee0®

EMERGING TECHNOLOGIES

Test-dive the latest interactive and graphic
technologies before they transform the way we
live and work. Emerging Technologies presents
hands-on demonstrations of research from a
wide variety of disciplines, including automotive
systems, displays, input devices, and
wearable technology.

®0 ®
EXHIBITION

The largest, most comprehensive exhibition of
hardware systems, software tools, and creative

$2017.SIGGRAPH.ORG 2

services in the computer graphics and interactive
marketplace. Established industry leaders and
emerging challenges display, discuss, and
demonstrate the products, systems, techniques,
ideas, and inspiration that are creating the

digital future.

® ®
EXHIBITOR SESSIONS

SIGGRAPH 2017 exhibitors demonstrate
software, hardware, and systems; answer
questions; and host one-on-one conversations
about how their applications improve professional
and technical performance.

®@CO0e0®

EXPERIENCE PRESENTATIONS

Informal presentations on new ideas that

are applicable to techniques, concepts, and
strategies related to the Experience Hall
programs: Art Gallery, Emerging Technologies,
Studio, and VR Village.

@006

INTERNATIONAL RESOURCES

Learn how the industry is evolving worldwide and
collaborative with attendees from five continents.
The International Center offers informal translation
services and space for meetings, talks, and
demonstrations.

®O0®®OE
JOBFAIR

Looking for an opportunity? Interested in meeting
with some inspiring companies? Discover your
future at SIGGRAPH 2017. In the Job Fair,
attendees connect with employers before, during,
and after the conference via the CreativeHeads.
net job board and candidate profiling system.

@00

KEYNOTE SESSION

Monday, 31 July, 11 am-12:45 pm

SIGGRAPH 2017 is honored to have

Floyd Norman, the first African-American
animator to work for Walt Disney Animation
Studios, as its keynote speaker. This
keynote session will be in an interview
format, allowing you to come and hear
about the life and career of this

Disney legend.
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PANELS

®@Ce®0®

STUDIO

Expert panelists share experiences, opinions,
insights, speculation, disagreement, and
controversy with each other and the audience.

@00

POSTERS

In-progress research, student projects, and
late-breaking work ranging from applications
of computer graphics to in-depth analysis of a
specific subject. During Poster Presentations,
authors discuss their work with attendees.

@06

PRODUCTION SESSIONS

Hear how the most elite and talented computer
graphic experts and creative geniuses explain
their processes and techniques for creating
compelling content.

@00

REAL-TIMELIVE!

An interactive extravaganza that celebrates
real-time achievements at the intersection of
ingenious technical skills and creative beauty,
Real-Time Live! showcases the latest trends
and techniques for pushing the boundaries of
interactive visuals.

A TABLE OF CONTENTS

Explore new tools, applications, and methods
to create, craft, build, and share. New this
year: “Cyborg Self”, a broad range of concepts
related to the convergence of the physical body
and evolving technologies with an emphasis on
wearables, e-texibles, bio-tech, and sensory

extensions across physical and virtual platforms.

Attend Studio Workshops that educate
attendees on state-of-the-art processes
and workflow pipelines.

@G

TALKS

Explore the latest in-progress developments
and how they will be implemented in graphics
production or other fields.

| ]G]

TECHNICAL PAPERS

These prestigious juried presentations are the
most influential international scientific events in
computer graphics and interactive techniques.

COMING IN JULY

)0,

TECHNICAL PAPERS FAST
FORWARD

The world’s leading experts in computer graphics
and interactive techniques preview the Technical
Papers in provocative, sometimes hilarious
summaries of the field’s evolution.

@C0®0®

VR FILM JAM SPECIAL EVENT

New for SIGGRAPH 2017: VR Fim Jam, where
teams convert their animated shorts to interactive
VR experiences. The goal is to demonstrate how
great linear content can be turned into great
interactive VR content.

®C0®0®

VR VILLAGE

Explore real-time immersion in tomorrow’s virtual
and augmented realities for exploring new modes
of communication, interaction, and powering
real-world applications in health, education,
design, and gaming.

SIGGRAPH 2017

MOBILE APP

$2017.SIGGRAPH.ORG 2
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CONFERENCE SCHEDULE

Registration/Merchandise Pickup Center/SIGGRAPH Store

Saturday, 29 July 5-7 pm

Sunday, 30 July 8:30 am-6 pm
Monday, 31 July 8:30 am-6 pm
Tuesday, 1 August 8:30 am-6 pm
Wednesday, 2 August 8:30 am-6 pm

Thursday, 3 August

SUNDAY, 30 JULY

9-10:30 am

Experience Presentation: VR/AR & Optics
Panel: Mobile GPU’s What’s Next?

Panel: State and Future of Hair in Feature Film
and Visual Effects

Talks: The Art of Production

9 am-12:15 pm
Course: Production-Volume Rendering

Course: Applications of Visual Perception to
Virtual Reality Rendering

9 am-6 pm

International Center

Exhibitor Session: NVIDIA Spotlights: Best of
GTC and NVIDIA Research

Production Gallery

9 am-9 pm
VR Film Jam

10-11 am

ACM SIGGRAPH Theater Event:

BOF: The International Collegiate Virtual Reality
Contest (IVRC)

10:45 am-12:15 pm

Course: An Introduction to Laplacian Spectral
Distances and Kernels: Theory, Computation,
and Applications

Course: Computational Narrative

Experience Presentations: Experimental
Realities

Talks: Industrial Light & Magic’s Visual
Development and Effects Simulation for Marvel
Studio’s “Doctor Strange”

Talks: It's Complicated

11:30 am-12:30 pm

ACM SIGGRAPH Theater Event:

CG in Australasia - Developing Links Between
Industry and Higher Education in CG

1:30-5:30 pm

Art Gallery

Emerging Technologies
Posters

Studio

VR Village

M TABLE OF CONTENTS

2-3 pm

ACM SIGGRAPH Theater Event:
SIGGRAPH in Japanese + Japan
CG Showcase

2-3:30 pm

Course: Material Capture and Representation
With Applications in Virtual Reality

Educator’s Forum: Education Committee
Open Forum

Experience Presentations: Body & Mind in VR
Talks: Effects Omelette

Talks: Game On

2-5 pm
Computer Animation Festival - VR Theater

2-5:15 pm

Course: Computing and Processing
Correspondences with Functional Maps
Course: Physically Based Shading in Theory
and Practice

Studio Workshop: Hands-on: Rapid Interactive
Application Prototyping for Media Arts and
Stage Performance

3-4:30 pm

ACM SIGGRAPH Theater Event:

Open Forum of the ACM SIGGRAPH Digital Arts
Community

3:45-5:15 pm
Educator’s Forum: Educators Meet and Greet

Experience Presentations: Explorations in
E-Textiles and Circuit Constructing Methods

Panel: Emotion & Affect in VR

Panel: The Academy’s Science and
Technology Council Presents “Hidden Figures”
in Collaboration with NASA

Talks: Catching Light

Talks: | Like to Move It, Move It
4:30-5:30 pm

ACM SIGGRAPH Theater Event:
SIGGRAPH for Beginners - General View

6-8 pm
Technical Papers Fast Forward

9-11 pm
Production Session Movie Screening

$2017.SIGGRAPH.ORG 2

A Schedule is subject to change.

8:30 am-1 pm [Note: The Merchandise Pickup Center and SIGGRAPH Store closes at 3:30 pm.]

MONDAY, 31 JULY

9-10 am
ACM SIGGRAPH Theater Event:
BOF: Undergraduate Research Alliance

9-10:30 am
Educator’s Forum Panel: Industry
Perspectives: Preparing Students for Careers

Talks: Hair It Is!
Talks: The Art of Visual Journey
Technical Papers: Imaginative Imaging

Technical Papers: Mappings and
Deformations

Technical Papers: Learning to Move

9-10:45 am
Screening: An Animated Life Screening with
Floyd Norman

9 am-12:15 pm
Special Session: Advances in Real-Time
Rendering, Part |

9 am-6 pm
International Center

Exhibitor Session: NVIDIA Spotlights: Best of
GTC and NVIDIA Research

Production Gallery

9 am-9 pm
VR Film Jam

9:30 am-6 pm
Posters

10-11 am
ACM SIGGRAPH Theater Event:
CG in Asia - Inside the Asian CG Industry

10 am-5:30 pm

Art Gallery

Emerging Technologies
Studio

VR Village

10:30 am-5:30 pm
Computer Animation Festival - VR Theater

11 am-12:45 pm
Keynote Session
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1-2 pm
Poster Sessions

1:30-3 pm

ACM SIGGRAPH Theater Event:
BOF: ACM SIGGRAPH Cartographic
Visualization

2-3:30 pm
ACM SIGGRAPH Award Talks

Course: Communicating Science Through
Visualization in the Age of Alternative Facts

Panel: AR and VR Futures

Panel: CGEMS: Computer Graphics Education
Material

Production Session: The Making of Disney’s
“Beauty and the Beast”

Studio Workshop: A Processing Primer
for Artists

Talks: Wet and Wild

2-5:15 pm
Course: Multithreading for Visual Effects

Special Session: Advances in Real-Time
Rendering, Part Il

3:30-4:30 pm
ACM SIGGRAPH Theater Event:
Recapturing our Past: Archiving
SIGGRAPH’s History

3:45-5:15 pm

Educator’s Forum Discussion: CGEMS
Working Group

Panel: CGIStudio: Thirty Years, One Renderer

Studio Workshop: Troubleshooting and
Cleanup Techniques for 3D Printing

Talks: Lite Brite

3:45-5:35 pm
Technical Papers: Get More Out of Your Photo
Technical Papers: People Power

Technical Papers: Comparing 3D Shapes
and Parts

4:30-6 pm

ACM SIGGRAPH Theater Event:
BOF: Shenzhen & Los Angeles
Chapters Meetup

6-8 pm
Computer Animation Festival -
Electronic Theater

8-10 pm
SIGGRAPH 2017 Reception

9 pm-2 am
ACM SIGGRAPH Chapters Party
(Location: Exchange LA)

M TABLE OF CONTENTS

TUESDAY, 1 AUGUST

9-10 am

Exhibitor Session: Microsoft - Driving Machine
Learning and Computer Vision Algorithm
Through Synthetic Data

9-10:30 am
Course: Rethinking Texture Mapping

Educator’s Forum Panel: Curriculum Matters:
Melding Art + Computer Science

Experience Presentations: Augmented Reality

Panel: History of the JPL Computer
Graphics Lab

Talks: It's a Material World
Technical Papers: Clever Solids

Technical Papers: Being Discrete About
Geometry Processing

9-11 am

ACM SIGGRAPH Theater Event:

BOF: Immersive Visualization for Science,
Research and Art - International

9 am-Noon
Studio Workshop: Animal Drawing With Gary
Geraths and “Tiny”

9 am-12:15 pm
Course: Applying Color Theory to Digital Media
and Visualization

9 am-5 pm
VR Film Jam

9 am-6 pm
International Center

Production Gallery

9:30 am-6 pm
Exhibition
Exhibitor Sessions
Job Fair

Posters

10-11:30 am
Exhibitor Session: Pixar - Women of Pixar
Panel

10 am-5:30 pm

Art Gallery

Emerging Technologies
Studio

VR Village

10:30-11:30 am
Exhibitor Session: Microsoft - Future of
Studios & VFXin the Cloud

10:30 am-5:30 pm
Computer Animation Festival - VR Theater

$2017.SIGGRAPH.ORG 2

10:45 am-12:15 pm

Educator’s Forum Talks: SIGCSE Reprise
Experience Presentation: Immersive

VR Production

Production Session: Stories the Ocean Tells
Us: The Making of “Moana”

Studio Workshop: WebAR: Creating
Augmented Reality Experiences on Smart
Glasses and Mobile Device Browsers
Talks: Making Waves

Talks: UIST Reprise at SIGGRAPH 2017

Technical Papers: Reflectance & Scattering

10:45 am-12:35 pm
Technical Papers: Color & Compositing

Technical Papers: Fabricating Curves,
Surfaces & Volumes

11 am-12:30 pm

ACM SIGGRAPH Theater Event:

Special Session of the ACM SIGGRAPH Digital
Arts Community — “Immersive Expressions:
Virtual Reality on the Web”

12:15-1:15 pm
Poster Sessions

12:15-1:45 pm
Experience Presentations:
Artist Talks: Counter-Artifacts

12:30-1:30 pm

Exhibitor Session: Qualcomm - Profiling
VR Games and Applications for Optimum
Performance

1-2 pm
ACM SIGGRAPH Theater Event:
Women in CG

Exhibitor Session: Pixar - How to Create a
Compelling Demo Reel

2-3 pm

ACM SIGGRAPH Theater Event:
Fantastic Student Portfolio Showcase
Exhibitor Session: Panasas, Inc. - Parallel
Storage Scaling for Emerging Render
Challenges

2-3:30 pm

Reception: Leonardo, Art Papers and

Art Gallery

Educators Forum: Concerning Collaboration

Panel: The Academy’s Scientific and Technical
Awards: The Technology, the Awardees, and the
Process

Production Session: Crazy Eight: The Making
of a Race Sequence in Disney/Pixar’s “Cars 3”

Studio Workshop: Comparing Screen Printing
and Direct-to- Garment Technologis using Digital
Workflows

Talks: IEEE TVCG Session on Advances in
Virtual and Augmented Reality

Talks: Interdisciplinary Circus
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2-3:30 pm (continued)
Technical Papers: Fluid Control & Synthesis

Technical Papers: Learning & Analysis
for Geometry

Technical Papers: Rendering in Path Space

2-5:15 pm

Course: Directional-Field Synthesis, Design,
and Processing

Special Session: Open Problems in Real-Time
Rendering

3-3:45 pm

Exhibitor Session: Pixar - Open Source at
Pixar: OpenTimelinelO

Exhibitor Session: Intel - Steal Our Secrets:
Pixar’s Journey to Take Renderman to New
Levels of Performance

3:30-4:30 pm

ACM SIGGRAPH Theater Event:

CG in Latin America: “Encontro dos brasileiros” -
Brazilian Meeting

Exhibitor Session: Qumulo - Resolving
Storage Plan

3:45-5:15 pm

Educator’s Forum Course: GPU Hardware
Fundamentals

Exhibitor Session: Intel - Steal our Secrets:
Pixar’s Journey to Take Renderman to New
Levels of Performance

Production Session: Industrial Light & Magic
Presents: Behind the Magic, The Visual Effects
of Rogue One: A Star Wars Story

Studio Workshop: Pursuing Perfect Color

Talks: [EEE TVCG Session on Advance in Data
Visualization

Talks: VR/AR To Go

3:45-5:35 pm
Technical Papers: Reconstructing 3D
Surfaces From Points, Lines, Images & Water

Technical Papers: Dynamic Fabrication

3:45-5:55 pm
Art Papers Session

4-6 pm
Exhibitor Session: Pixar - Open Source at
Pixar: USD and OpenSubdiv

4:30-5:30 pm
ACM SIGGRAPH Theater Event:
CG in Latin America

Exhibitor Session: Intel - Slashing Open
Shading Language Render Times with a SIMD
Scalable Architecture

5-6 pm
Exhibitor Session: Microsoft - Secure Burst
Rendering to the Microsoft Cloud

6-7:45 pm
Real-Time Live!
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6-8 pm
Pioneer Reception (For Pioneer
members only)

WEDNESDAY, 2 AUGUST

9-10 am
ACM SIGGRAPH Theater Event:
BOF: Massive Collaborative Animation Project

Exhibitor Session: Intel - Slashing Open
Shading Language Render Times with a SIMD
Scalable Architecture

9-10:30 am
Experience Presentations: It's All (VR)
Fun & Games

Talks: Alt. Workflows
Technical Papers: Time to Focus
Technical Papers: Global Parameterization

Technical Papers: Speech and Facial
Animation

9 am-Noon
Studio Workshop: Animal Drawing With Gary
Geraths and “Tiny”

9 am-12:15 pm
Course: Path Tracing in Production - Part 1:
Production Renderers

9 am-6 pm
International Center

Production Gallery

9:30-10:30 am
Exhibitor Session: Pixar - A Collaboration
Between Pixar’s Creative and Technical Worlds

9:30 am-6 pm
Exhibition
Exhibitor Sessions
Job Fair

Posters

10-11 am
ACM SIGGRAPH Theater Event:
ACM SIGGRAPH Chapters Business Meeting

10 am-5:30 pm

Art Gallery

Emerging Technologies
Studio

VR Village

10:30 am-5:30 pm
Computer Animation Festival - VR Theater

10:45-11:45 am

Exhibitor Session: Intel - Steal our Secrets:
Pixar’s Journey to Take Renderman to New
Levels of Performance

Exhibitor Session: Pixar - Reel Reviews
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10:45 am-12:15 pm

Production Session: Behind the Headset:
The Making of Google Spotlight Stories’ “Son of
Jaguar,” “Sonaria,” and Oculus Story Studios’
“Dear Angelica”

Studio Workshop: Real-Time Cinematics

& Storytelling

Talks: Make Me a Design
Talks: Procedural With Caution

10:45 am-12:35 pm

Experience Presentations: Touching
Holograms, Several Approaches
Technical Papers: Rendering Systems
Technical Papers: Fluids Il

Technical Papers: Image Texture & Completion

11 am-12 pm
ACM SIGGRAPH Theater Event: Professional
and Student Chapters Startup Meeting

12:15-1:15 pm
Poster Sessions

12:30-1:30 pm

Exhibitor Session: Intel - Intel® RealSense™
Technology in Virtual Reality

Exhibitor Session: Qualcomm - Developing
AR Applications for ODG'’s AR Glasses

12:30-2 pm
ACM SIGGRAPH Theater Event:
BOF: ISEA International - Open Forum

2-2:40 pm
Computer Animation Festival: Electronic
Theater Director Q&A

2-3 pm

ACM SIGGRAPH Theater Event:

BOF: DCAJ Presentation “Industrial Application
of Content Technology in Japan”

Exhibitor Session: Intel - StudioCloud: VFX
Render with Intel® Performance Tuning
Exhibitor Session: The Qt Company - Behind
the Scenes and Beyond Your Imagination

With Qt

2-3:30 pm
Experience Presentations: Artist Talks:
Biocybernetic Speculations

Production Session: Valerian and the City of
Thousand Planets

Talks: It’s Alive! Alternative Immersions
Technical Papers: Rendering Volumes
Technical Papers: Meshing
Technical Papers: Sound & Elastics

2-5:15 pm
Course: Path Tracing in Production - Part 2:
Making Movies

Course: Build Your Own VR Display: An
Introduction to VR Display Systems for
Hobbyists and Educators

Studio Workshop: Knitted Finger Sensors
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2:50-3:30 pm
Computer Animation Festival: VR Theater
Director Q&A

3-4 pm
ACM SIGGRAPH Theater Event:
VR in Europe + Russia

3:15-4:15 pm

Exhibitor Session: Intel - Embree Ray Tracing
Kernels - Recent Improvements and New
Features

3:30-4:30 pm
Exhibitor Session: Microsoft - Past and Future:
The Journey From Static to Elastic Infrastructure

3:45-5:15 pm
ACM Student Research Competition Final
Presentation

Experience Presentations: The Art & Science
of VR

Experience Presentations: Artist Talks:
Unsettled Machinery

Production Session: Games of Thrones:
Building and Destroying Meereen

3:45-5:35 pm
Technical Papers: Deep Image Processing

Technical Papers: Fabricating Look & Feel
Technical Papers: Sketching & Curves

4-5 pm
ACM SIGGRAPH Theater Event:
CG in Africa + Middle East

4:30-5:30 pm

Exhibitor Session:

Intel - OSPRay - A Ray Tracing Based Rendering
Engine for High Fidelity Rendering and
Visualization

5-6 pm

ACM SIGGRAPH Theater Event:
Silicon Valley Kids: Get-Together for Young
Entrepreneurs

5-7 pm
Appy Hour

5:45-7:15 pm
Production Session: Sony Pictures Imageworks
Celebrating 25 Years of Innovation, Imagination,
and Creativity

8-10 pm
Computer Animation Festival -
Electronic Theater
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THURSDA AUGUST

9-10 am
ACM SIGGRAPH Theater Event:
Join the IRC in 2017!

Exhibitor Session:

Intel - Introduction to Artificial Intelligence - The
Next Evolution for Usage Opportunities in
Graphics and VR

9-10:30 am
Course: OpenVDB

Talks: Pipe Dreams
Talks: Realities of VR Production
Technical Papers: Video

Technical Papers: Simulation for
Virtual Worlds

Technical Papers: Random Sampling

9 am-12:15 pm
Course: Video for Virtual Reality

9 am-3:30 pm
International Center

9:30 am-3:30 pm
Exhibition
Exhibitor Sessions
Job Fair

Posters

10 am-3:30 pm

Art Gallery

Emerging Technologies
Studio

VR Village

10:30 am-3:30 pm
Computer Animation Festival - VR Theater

10:45-11:45 am

Exhibitor Session: Intel - OSPRay - A Ray
Tracing Based Rendering Engine for High Fidelity
Rendering and Visualization

10:45-11:55 am
Technical Papers: Human Motion

10:45 am-12:15 pm
Experience Presentations: Materialization of
Motion, Levitation, and Magnetics

Production Session: Blizzard Entertainment
Presents: the Making of the “Overwatch Animated
Shorts”

Talks: Partly Crowdy
Talks: Tools of the Trade

10:45 am-12:35 pm
Technical Papers: Fluids lll

Technical Papers: Image and Light Field
Manipulation
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12:30-2 pm
ACM SIGGRAPH Theater Event:
CG in Canada

1-2 pm
Exhibitor Session: Intel - Intel® RealSense™
Technology in Virtual Reality

2-3:30 pm

Experience Presentations: Augmented Self,
New Interaction

Production Session: The Making of Marvel
Studio’s Spider-Man Homecoming

Studio Workshop: Getting Your Monitor

and Inkjet Print to Match — Color Management
and Printing

Technical Papers: Computational Cameras
& Displays

Technical Papers: Let’s Get in Contact
Technical Papers: Faces & Hair

2-5:15 pm

Course: VR Interactions

Course: An Interactive Introduction to WebGL
and three.js

Course: Business 101 for CG and HCI
Professionals

2:30-3:30 pm

Exhibitor Session: Intel - Embree Ray Tracing
Kernels - Recent Improvements and New
Features

3:45-5:15 pm
Production Session: The Making of Marvel
Studio’s “Guardians of the Galaxy Vol. 2”

Talks: Don’'t Be Scared — It's Only Math
Talks: Physical Exe Stuff

Technical Papers: Work It, Make It
Better, Stronger

4-5 pm

Exhibitor Session: Introduction to Artificial
Intelligence - The Next Evolution for Usage
Opportunities in Graphics and VR
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APPY HOUR
©0000

Appy Hour celebrates innovation, creativity, and know-how, where attendees interact
with the developers and experience the next generation of mobile media.

Visit

Expresii Watercolor

Expresii combines state-of-the-art watercolor
simulation and hybrid vector-raster rendering to
provide the most natural water-based painting
experience.

Nelson Chu

FlexR - Control Technology With Your
Muscle

FlexR is an open-API wearable neuromuscular
sensor, which detects even the slightest muscle

activity during a movement in real-world context.

Li “Ricky” Ge
Fox Cheng
Joseph Miao
Healer Tech, Inc.

infltr: Infinite Filters

infltr is a new type of photo app with an infinite
number of filters to make mobile photography
more intuitive. There are over seven million filters
to explore.

Philippe Levieux
Nick Pelling
infltr
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Mobile Image Stylization Combining
Neural Style Transfer and Filtering

This mobile app combines neural-style transfers
with user-controlled state-of-the-art image filter-
ing to interactively transform photos into artistic
renditions. The results feature characteristics of
famous artworks, simulate the appeal of tradi-
tional media such as oil paint and watercolor, and
can be exported at full image resolution.

Amir Semmo
Universitdt Potsdam

Mandy Klingbeil

Universitdt Potsdam, Digital Masterpieces GmbH
Jurgen Doliner

Matthias Trapp

Universitat Potsdam

Oblique: A New Way to Photograph

Obligue is a real-time camera app that allows
users to apply creative filters and adjustments to
live camera views. The powerful interactive filters
allow users to touch and manipulate the camera’s
view directly and in creative new ways. With
Oblique, there is no post-production.

Masood Kamandy
Pasadena City College
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Pete and The Orange Fox

With hand-crafted, digitized images and an
original story, this app uses the mobile space to
arouse children’s curiosity, imagination, and love
of language and narrative, and encourage active,
engaged readers.

C.A. MacFinn
CGMuse

Snaptric: Perfect Group Selfie and Group
Shot

Snaptric uses a new high-tech seam technique
enabling users to effortlessly replace faces in their
group photos. It does not simply replace the face.
It makes a nice seam through the original and
replacement photos so that the new face blends
seamlessly with the background.

Sarita Dev
Maurits Kelder
DEVART, the Netherlands
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ART GALLERY
UNSETTLED ARTIFACTS: TECHNOLOGICAL SPECULATIONS FROM LATIN AMERICA
0000

For the first time in SIGGRAPH history, the Art Gallery is dedicated
exclusively to works by Latin American artists and designers. The Art
Gallery emphasizes the power of the poetics of technological speculation and
shares new insights on how Latin American artists create, adapt, and use
technology to critically engage our present and to map alternative futures

and imagine new possible worlds.

Art Gallery Hours

Sunday, 30July .......... 1:30-5:30 pm

Monday, 31 July ......... 10 am-5:30 pm

Tuesday, 1 August ........ 10 am-5:30 pm

Wednesday, 2 August . .. .. 10 am-5:30 pm

Thursday, 3 August ....... 10 am-3:30 pm
ART

@000

RECEPTION: LEONARDO, ART
PAPERS, AND ART GALLERY

Tuesday, 1 August, 2-3:30 pm

Mix and mingle with artists, researchers,
and authors whose works were
selected for SIGGRAPH 2017. Meet the
Leonardo team and members of the
SIGGRAPH 2017 committee who
organized this year’s Art Gallery.

Sponsored by Leonardo/ISAST and
The MIT Press

The MIT Prass
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Leonardo

A special issue of Leonardo, The Journal

of the International Society of the Arts,
Sciences and Technology includes visual
documentation of the works exhibited in the
Art Gallery. Publication of this special issue
coincides with SIGGRAPH 2017.

ART

@006

EXPERIENCE PRESENTATIONS

Tuesday, 1 August, 12:15-1:45 pm

Artist Talks: Counter-Artifacts
Moderator: Nao Bustamante, University of
Southern California

Artists: Astrovandalistas; Marcela Armas
and Arcangelo Constantini; Gisela Motta

Wednesday, 2 August, 2-3:30 pm

Artist Talks: Biocybernetic
Speculations

Moderator: Maria Fernandez, Cornell
University

Artists: Gilberto Esparza; Paul Rosero
Contreras; Hamilton Mestizo

Wednesday, 2 August, 3:45-5:15 pm

Artist Talks: Unsettled Machinery
Moderator: Andres Burbano, Universidad
de los Andes

Artists: Leo Nufiez; Mariela Yeregui;
Christian Oyarzun; Rodolfo Peraza
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Image Credit: Dispersiones © 2017 Leo Nufez

BioSoNot 1.2

BioSoNot 1.2 is a hybrid bio-sound instrument
that translates biological activity into sound as it
cleans contaminated water samples. It generates
music and noise from the biological activity of
living microorganisms inhabiting the LA River.

A series of custom-made microbial fuel cells
(biosensors) captures and harvests electrons
produced by the metabolic processes of bacteria
and is fired as energy into an oscillator that
expresses the information as sound, generating
an organic symphony of bacterial life.

Gilberto Esparza (Mexico)

Milpa Polimera

Inspired by the conflicting relationship between
the market-driven economy of maize and its deep
symbolic and cultural values in Mexico, Milpa
Polimera is a 3D printer modified to function

as a tractor that plants infertile seeds made

of polylactic acid, a thermoplastic biopolymer
produced from a patented strain of corn. The
machine is trapped in an absurd and perverse
cycle that contradicts the very origins of corn: a
plant domesticated about 10,000 years ago by
a collective civilization whose cosmogony and
culture saw it as a shared source of life.

Marcela Armas and Arcangelo Constantini (Mexico)
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Echolocalizator

Echolocalizator is a cybernetic helmet that
recreates physical reality within a biofeedback
system, translating sensory stimuli into a new
language for human interpretation. It proposes
a “virtualized reality” where visible phenomena
are reinterpreted into synthesized sounds

that generate new cognitive associations and
perceptive experiences. By simulating the
echolocation sonar used by animals like bats
and dolphins, it highlights the essential role of
technology in the co-evolution of humans and
animals, and creates a perception-bending,
environment-transforming portal to a world that
simultaneously exists and does not exist.

Hamilton Mestizo (Colombia)

The Andean Pavilion

The Andean Pavilion is a series of 3D-printed
sculptures based on recordings of seismic
waves at four active volcanoes in the highlands
of Ecuador and the Galapagos Islands.

Sound devices recorded the volcanic activity,

and custom software converted the data to
computational 3D models. The result is a series
of hybrid objects and a fictional video that reenact
a momentary encounter among a volcano, a
human, and a machine in settings where human-
environmental dynamics are constantly redefined.

Paul Rosero Contreras (Ecuador)

Imaginario Inverso (Reverse Imaginary)

Astrovandalistas is a translocal collective that
applies creative intervention, technological
activism, urban hacking, and open-source
knowledge to explore the industrialization of
our social imagination. At SIGGRAPH 2017
they will open a new office where they will be
using their ‘future-glyphic’ alphabet and laser
communication system to engrave predictions
and micro-narratives onto rocks and city debris
collected from the greater Los Angeles area.
Using conceptual prototyping, futurecasting,
and technology reappropriation, Imaginario
Inverso proposes different frameworks for
reflecting on the geopoalitics of technology
development and the reinterpretation of
technologies for more personal uses.

Astrovandalistas (Mexico, Brazil)
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JailHead.com

Rodolfo Peraza explores the interiors of
abandoned historical spaces designed for
social engineering. JailHead.com uses internet
surveillance technology to recreate one of the
best panopticon buildings in the world: el Presidio
Modelo, an abandoned prison in Isla de la
Juventud, Cuba. As participants in this multi-
player virtual-reality “game” become “inmates”
identified by their IP addresses, they realize
that we are all prisoners of the 21st century’s
international system of observation and control.

Rodolfo Peraza (Cuba)

Sisyphean Octopods

Octépodos Sisificos (Sisyphean Octopods) is a
group of six mobile robots that carry LCD screens
displaying endoscopic videos with images that
resemble internal body organs. The robots move
erratically, without any purpose except to reveal
their own technological animality; they display a
corporeal behavior that is artificial and organic,
material and phenomenological, exposing

their own absurd existence as “living” artificial
objects. Like Sisyphus, condemned to perform

a laborious and futile task ad eternum, these
mytho-technological beings were created to carry
an image of themselves, and with that to define
their own fate and identity.

Mariela Yeregui and Miguel Grassi (Argentina)

Developed by the Artes Electrénicas Group and
supported by UNTREF, Universidad Nacional de Tres de
Febrero.

Anti-Horario (CounterClockwise)

Anti-Horario is a video installation and “wall
clock” that addresses the cyclical movement of
human existence, and the poetics of duration and
perception. It combines several layered elements
(the earth, a child, an adult couple, and the sky)
moving at distinct cadences, registered from the
same point of view, resulting in a disorienting
analog clock that uncannily proceeds at a unified
pace representing the passage of time as well as
the cycle of life.

Gisela Motta and Leandro Lima (Brazil)
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drumCircle[]

drumCircle[] is an autonomous instrument
composed of eight connected den-den

drums mounted to LED spotlights to create

a temporal and spatial network of machine-
viewer interactions. Arranged in a circle pointing
inward toward the center of the installation,
these modules project light and sound

patterns bidirectionally to create an immersive
and ritualistic technological experience that
illuminates how space and time are shaped

by technology. They create relationships of
dominance and meaning between subjects and
objects, modifying our cognitive processes and
the symbolic relationships we create with our
environment.

Christian Oyarzun (Chile)

Dispersiones

Dispersiones is a physical network comprised
of a series of interconnected relays that produce
an artificial and interactive soundscape. The
work appears to be a messy web of hundreds
of tangled wires through which sounds travel,
following an algorithm of artificial life. Using
only the metallic clicking sound of the relays,
the network behaves as a complex system

of electromagnetic actuators that interact

with the viewer. Each individual relay acts as

a “living” agent that activates the space and
the architecture. Once a viewer’s movement is
detected, the system unleashes an infinite flow
of sound and light.

Leo Nufez (Argentina)
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ART PAPERS
©0

Art Papers investigate the roles of artists and the methods of art-making
in an increasingly global, networked, and technologically mediated world.
Art Papers contribute to our understanding of the history of art, inform
contemporary artistic and critical practices, and anticipate and stimulate

future trajectories.

Best Art Paper Award

New for SIGGRAPH 2017 the Best Art Paper Award recognizes excellence in contributions
to the literature on digital arts, computer graphics, and/or interactive techniques.

The winner will be announced during the Art Papers Session, Tuesday, 1 August, 3:45 pm.

Leonardo

In collaboration with Leonardo/ISAST,
the papers are published in a special
issue of Leonardo, The Journal of the
International Society of the Arts,
Sciences and Technology.

ART

@000

RECEPTION: LEONARDO, ART
PAPERS, AND ART GALLERY

Tuesday, 1 August, 2-3:30 pm

Mix and mingle with artists, researchers,
and authors whose works were
selected for SIGGRAPH 2017. Meet the
Leonardo team and members of the
SIGGRAPH 2017 committee who
organized this year’s Art Gallery.

Sponsored by Leonardo/ISAST and
The MIT Press

The MIT Press

ART PAPERS SESSION

Tuesday, 1 August, 3:45-5:55 pm
Lenticular Waterwheels: Simultaneous
Kinetic and Embedded Animation

In a remote mountain river in France, a kinetic
sculpture powered by natural energy played
custom animation on printed lenticulars and
struggled through violent storms, lightning strikes,
and torrential hail to become one of the medium’s
largest displays and a lesson in metal fabrication,
site dynamics, and multilayered animation.

Scott Hessels
City University of Hong Kong
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The issue also includes visual

documentation of the works exhibited
in the Art Gallery. Publications of this

special issue coincide with

SIGGRAPH 2017.

The Interactive Image: A Media
Archaeology Approach

This paper examines the history of the influential

Interactive Image computer graphics showcase,

which took place at museums and conferences
throughout 1987 and 1988. It explores the

historical contexts that led to the creation of this
exhibition, which included the integrated efforts of
artists and computer scientists.

Esteban Garcia Bravo

Purdue University

Andres Burbano

Universidad de los Andes

Vetria Byrd
Purdue University

Angus Forbes

University of lllinois at Chicago

Transforming the Commonplace
Through Machine Perception: Light-Field

Synthesis and Audio-Feature Extraction
in the Rover Project

Rover is a mechatronic imaging device and real-

time audio/visual installation that employs light-
field synthesis and machine listening to create

a generative hybrid between photography and
cinema. This paper describes the mechatronic,
machine perception, audio/visual synthesis,

and compositional techniques developed
for the piece.

Robert Twomey
Youngstown State University

Michael McCrea

University of Washington
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Image Credit: Creature Interactions: A Social Mixed
Reality Playspace © 2017 Andrew Bluff, Andrew
Johnston, University of Technology Sydney

Autoencoding Blade Runner:
Reconstructing Films With Artificial
Neural Networks

“Blade Runner—Autoencoded” is a film made by
training a neural network to watch the fim “Blade
Runner” several times and then reinterpret it. The
film is the first of this kind, and it has since been
exhibited in art galleries and museums around
the world.

Terence Broad
Mick Grierson
Goldsmiths, University of London

Avoid Setup: Insights and Implications
of Generative Cinema

This paper explores generative cinema by
presenting the thought-provoking projects

that exemplify approaches toward cinema in
generative art. In a discussion of the aspects

of the artists’ creative thinking, it shows that
cognitive tensions between film and generative
art have significant expressive, intellectual, and
ethical implications that could benefit both fields.

Dejan Grba
University of Arts in Belgrade

Creature Interactions: A Social Mixed-
Reality Playspace

Creature:Interactions is a large-scale immersive
and interactive artwork based on the ecologically
driven children’s book Dot and the Kangaroo.

It features full-bodied expressive interaction

in a social mixed-reality environment presented
in stereoscopic 3D. The immersive visuals
have elicited a phantom sensory effect in
certain participants.

Andrew Bluff

Andrew Johnston

University of Technology Sydney
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