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Conference at a Glance
Conference Registration Categories
■ Full Conference • Conference Select ▲ Exhibits Plus

11 12 13 14 15 16 17

Registration 6 - 8 pm 9 am - 7 pm 8 am - 5 pm 8 am - 5 pm 8 am - 5 pm 8 am - 5 pm 8 - 11 am

Merchandise Pickup 6 - 8 pm 9 am - 7 pm 8 am - 5 pm 8 am - 5 pm 8 am - 5 pm 8 am - 5 pm 8 - 11 am

Merchandise Store 6 - 8 pm 9 am - 7 pm 8 am - 6 pm 8 am - 6 pm 8 am - 6 pm 8 am - 6 pm 8 am - 3 pm

▲ • ■ Exhibition/Startup Park 10 am - 6 pm 10 am - 6 pm 10 am - 5 pm

technical program

■ Courses 10 am - 5 pm 8:30 am - 5 pm 8:30 am - 5 pm 10 am - 6 pm

■ Papers 10:30 am - 6 pm 8:30 am - 6 pm 8:30 am - 6 pm

■ Panels 10:30 am - 6 pm 8:30 am - 6 pm 8:30 am - 4 pm

• ■ Sketches & Applications 10:30 am - 6 pm 8:30 am - 6 pm 8:30 am - 4 pm

• ■ Educators Program 5 - 7 pm 8:30 - 10 am 8:30 - 10 am 10:30 am - 5 pm 8:30 am - 6 pm 8:30 am - 4 pm

conference program & activities
▲ • ■ Art Gallery: N-Space 4 - 7 pm 9 am - 6 pm 9 am - 6 pm 9 am - 6 pm 9 am - 6 pm 9 am - 1 pm

▲ • ■ Birds of a Feather Throughout the week

▲ • ■ Career Center 2 - 7 pm 8 am - 6 pm 8 am - 6 pm 8 am - 6 pm 8 am - 6 pm 8 am - 3 pm

Computer Animation Festival

■ Electronic Theater 7 - 9 pm 7 - 9 pm 7 - 9 pm 7 - 9 pm

• ■ Electronic Theater Matinee 2 - 4 pm 2 - 4 pm

▲ • ■ Animation Theaters 3 - 7 pm 9 am - 6 pm 9 am - 6 pm 9 am - 6 pm 9 am - 6 pm 9 am - 3 pm

• ■ Creative Applications Lab noon - 6 pm 9 am - 6 pm 9 am - 6 pm 9 am - 6 pm 9 am - 6 pm 9 am - 6 pm

▲ • ■ Emerging Technologies 4 - 7 pm 9 am - 6 pm 9 am - 6 pm 9 am - 6 pm 9 am - 6 pm 9 am - 3 pm

▲ • ■ Exhibitor Forums 10 am - 6 pm 10 am - 6 pm 10 am - 3 pm

▲ • ■ Fundamentals Seminar 2 - 5 pm

▲ • ■ Get Involved 5 - 6:30 pm

▲ • ■ International Resources 6 - 8 pm 9 am - 7 pm 8 am - 6 pm 8 am - 6 pm 8 am - 6 pm 8 am - 6 pm 8 am - 5 pm

▲ • ■ Internet Access Centers 9 am - 7 pm 8 am - 6 pm 8 am - 6 pm 8 am - 6 pm 8 am - 6 pm 8 am - 5:30 pm

▲ • ■ Job Fair 8 am - 5 pm

▲ • ■ Keynote Address/Awards 8 - 9:45 am

▲ • ■ Pathfinders 4 - 8 pm 9 am - 7 pm 8 am - 6 pm 8 am - 6 pm 8 am - 5 pm 8 am - 5 pm

▲ • ■ SIGGRAPH TV 11 am - 7 pm 9 am - 6 pm 9 am - 6 pm 9 am - 6 pm 9 am - 6 pm 9 am - 3 pm

Special Sessions

▲ • ■ Virtual Stars 6:30 - 8:30 pm

• ■ Masters of the Game 12:30 - 2 pm

▲ • ■ Web3D RoundUP 7:30 - 9 pm

▲ • ■ Sensapolooza 6 - 8 pm

• ■ 2001 in 2001 12:30 - 2 pm

• ■ The Studio 1 - 7 pm 9 am - 6 pm 9 am - 6 pm 9 am - 6 pm 9 am - 6 pm 9 am - 6 pm

▲ • ■ ACM SIGGRAPH Forum 12:15 - 1:30 pm

receptions
■ Courses Reception 8 - 11 pm

■ Papers/Panels Reception 8 - 11 pm

Conference at a Glance



Welcome to Los Angeles and Your Conference!

Over the past 19 months, the SIGGRAPH 2001 

Committee has evaluated, planned, requested, 

selected, and produced.

Now we’re presenting: the world’s 28th annual 

conference on computer graphics and interactive 

techniques. We hope that it meets and exceeds 

your expectations in every way.

During this amazing week in the Los Angeles 

Convention Center, the Shrine Auditorium, and 

other LA locations, you will hear, meet, see, 

and experience your community’s adventurous 

authors, thought-provoking speakers, awesome 

animations, exceptional exhibits of technologies 

and tools, collaborative breakthroughs, and 

several very surprising applications.

Happy exploring!

SIGGRAPH 2001 Conference Chair 
Lynn Pocock

Welcome



Conference

Keynote Address/Awards
West Hall A
Wednesday, 15 August, 8 - 9:45 am

Danny Hillis, chairman and chief 
technology officer of Applied Minds, Inc. 
and co-chairman of The Long Now 
Foundation, presents the SIGGRAPH 
2001 keynote address:

The Big Picture
As technological change continues to deliver 
new marvels and new possibilities, it is 
easy to lose track of the larger perspective. 
Technological progress, in particular the 
evolution of computer graphics, can best 
be understood as part of the bigger story 
of the evolution of human intelligence and 
its relationship to the natural world.

Immediately before the keynote address, 
ACM SIGGRAPH presents the Significant 
New Researcher Award to Paul E. Debevec, 
USC Institute for Creative Technologies; 
Computer Graphics Achievement Award 
to Andrew Witkin, Pixar Animation 
Studios; and the 2001 Steven Anson 
Coons Award for Outstanding Creative 
Contributions to Computer Graphics to 
Lance J. Williams, Walt Disney Feature 
Animation.

technical program

Courses
SIGGRAPH 2001 Courses provide in­
depth instruction on a variety of topics. 
Courses range from introductory and 
refresher topics to cutting-edge technolo­
gies that combine computer graphics with 
other aspects of computing. See page 15 
for a complete list of Courses.

Papers
West Hall A and Petree Hall C & D

SIGGRAPH 2001 presents technical 
Papers on the latest advances in computer 
graphics, computer animation, computer 
games, geometric modeling, graphics hard­
ware, imaging, haptics, audio, biology, 
visualization, and related topics. For a 
complete list of Papers, see page 45.

Panels
West Hall B and Petree Hall C & D

Activists, theorists, artists, engineers, and 
executives explore the burning issues that 
are defining computer graphics and inter­
active techniques today and tomorrow. 
After their presentations, panelists 
confront questions from the audience. 
For a complete list of Panels, see page 45.

Sketches & Applications
Rooms 403, 404, 406, 408, and West Hall A

Short, informal presentations on advanced 
research, artistic adventures, next year’s 
technologies, production breakthroughs, 
and non-idle speculation. Presenters 
preview the latest in concept, design, and 
implementation in architecture, scientific 
visualization, fine and performing arts, 
and entertainment. For a complete list of 
Sketches & Applications, see page 59.

Educators Program
Rooms 502B, 503, 504, 505, CAL

Rethink what “education” is. Join 
researchers, practitioners, and educators to 
exchange ideas on innovative and creative 
uses of computer graphics for learning. 
Experience a forum where the edge 
between learning and doing disappears. 
For a complete list of the Educators 
Program, see page 80.

Areas of Interest

sfx
Animation & Special Effects

a Art

g/it Game Development & 
Interactive Techniques

vr Virtual Reality

w Web-related

conference program & activities
Art Gallery: N-Space
Concourse Foyer, Room 153A/B, Room 405

Experience a world-renowned exhibition 
of digitally based and inspired artwork. Via 
N-Space, viewers travel to places where 
ideas and expression are rich, and artistic 
freedom is unconstrained by dimension. 
The art embodies thoughts that go beyond 
labels into an unlimited digital frontier, 
beyond the medium to a place where it acts 
as a conduit for the message. For a com­
plete list of Art Gallery pieces, see page 86.

Birds of a Feather

Attendee-organized sessions on shared 
interests, goals, technologies, environments, 
or backgrounds. For a current listing, see 
page 121. At SIGGRAPH 2001, impromptu 
gatherings can be organized through the 
Birds of a Feather schedule board in the 
South Lobby.

Conference



Conference Registration Categories
■ Full Conference • Conference Select ▲ Exhibits Plus

For information on what is included with each registration category, see page 124.

conference program & activities
Career Center
Kentia Hall

The annual world-class employment event 
for the international computer graphics 
industry. Job seekers post resumes and con­
sult with career mentors. Employers post 
job openings and schedule interviews. See 
page 120.

Computer Animation Festival 
2001: A Digital Odyssey

Animation Theaters
Rooms 409AB, 411 and 501AB

Electronic Theater 
Shrine Auditorium

The world’s most prestigious film and 
video extravaganza, showcasing dazzling 
and innovative imagery in invited and 
submitted works selected by a distin­
guished jury of computer graphics experts 
and specialists. Selections are presented in 
a multiplex format of daily screenings in 
three Animation Theaters, and in the 
Electronic Theater matinee and evening 
shows at the Shrine Auditorium.
See page 95.

Creative Applications Lab
West Hall A

Join SIGGRAPH 2001 speakers and pre­
senters for informal follow-up sessions and 
a series of invited hands-on talks. Share 
critiques and suggestions with other 
attendees. Enhance your skills and insights. 
Post-session CAL activities are available 
for many Courses, Papers, Panels, Sketches 
& Applications, and Educators Program 
presentations. Artists and animators also use 
the CAL to explain and discuss their work. 
See page 12.

Emerging Technologies
Concourse Hall 150, 151, 152

Emerging Technologies features the latest 
developing technologies that enable and 
promote play: design and interactivity, 
robotics and display systems, prototypes 
and collaborative endeavors in innovative 
applications of new technologies, and 
adventurous speculation. See page 103.

Exhibition
South Hall

The latest hardware, software, systems, 
and services from the world’s premier 
suppliers of computer graphics and interac­
tive techniques. In Startup Park, first-time 
exhibitors display the next generation of 
interactive graphics. See page 129.

Exhibitor Forums
South Hall

In seminars and demos, companies present 
essential information on new technologies 
and how to use them. See page 8.

International Resources
West Lobby

The multi-lingual SIGGRAPH 2001 
International Committee delivers informa­
tion, guidance, and translation services 
from its headquarters in the International 
Center. See page 118.

Job Fair
Kentia Hall

Nine hours of non-stop opportunity.
Employers and attendees compare require­
ments and experience, review demo reels, 
and negotiate career options. See page 120.

Pathfinders
South Lobby

Personal guidance to the full range of 
possibilities at SIGGRAPH 2001. If you 
need information, consultation, or expert 
recommendations, talk with a veteran 
SIGGRAPH mentor at Pathfinders.
See page 14.

Receptions
Greet and meet old friends, new acquain­
tances, and future collaborators at informal 
evenings of fun, food, and entertainment in 
some of Los Angeles’ coolest locations.

Courses Reception
Monday, 13 August, 8-11 pm 
Pershing Square
Olive and 6th Street

Papers/Panels Reception
Thursday, 16 August, 8-11 pm 
Universal Studios
100 Universal City Plaza 
Universal City

SIGGRAPH TV
Informative, insightful HDTV summaries 
of SIGGRAPH 2001 delivered to high- 
resolution plasma displays in monoliths 
distributed throughout the Los Angeles 
Convention Center. See page 116.

The Studio
West Hall A

Where SIGGRAPH 2001 attendees 
collaborate with advanced digital systems 
and each other to generate 2D and 3D 
creations. Throughout SIGGRAPH 2001, 
The Studio hosts tutorial sessions in the 
Interactive Classroom. See page 107.

ACM SIGGRAPH Forum
South Lobby - ACM SIGGRAPH Membership Booth
Thursday, 16 August, 12:15 - 1:30 pm

Annually at the conference, ACM SIGGRAPH holds a forum to respond to 
members’ concerns, provide information for people who may be interested 
in volunteering to help the community, answer questions, and report on its 
year-round projects and accomplishments. All SIGGRAPH 2001 attendees 
are invited.

Conference



CONFERENCE PROGRAMS & ACTIVITIES

Special Sessions

Virtual Stars
Monday, 13 August, 6:30 - 8:30 pm West Hall B

Visual Effects Supervisors at Sony Pictures lmageworks and 
Rhythm & Hues discuss creation of photo-realistic digital characters 
for leading roles in films. This session provides a rare look at the 
evolving technical and artistic capability that has dramatically 
expanded filmmakers’ boundaries: the creation of digital characters 
with dynamic personalities and an unparalleled level of realism, 
seamlessly integrated into a live-action environment. Individual 
presentations will be followed by a roundtable discussion.

Moderator
Ken Ralston
Sony Pictures lmageworks Inc.

Panelists
Jerome Chen
Sony Pictures lmageworks Inc.

John Dykstra
Columbia Pictures

Bill Kroyer

Bill Westenhofer
Rhythm & Hues

Rob Legato
Warner Bros.

Masters of the Game
Wednesday, 15 August, 12:30 - 2 pm West Hall B

Winners of Academy of Interactive Arts and Sciences Interactive 
Achievement Awards offer a behind-the-scenes look at some of the 
world’s leading games and the people who created them. The 
award winners speak about the games, their sources of inspiration, 
their multi-disciplinary teams, and how they created the magic that 
earned them awards for excellence in art direction, animation, 
game-play engineering, visual engineering, sound design, musical 
composition, and character and story development.

Host
J.C. Herz
Joystick Nation Inc.

- Outstanding Achievement in Sound Design and Musical 
Composition Medal of Honor
Underground (PlayStation)
DreamWorks Interactive/Electronic Arts
Erik Kraber
Jack Grillo
DreamWorks Interactive

- Outstanding Achievement in Visual Engineering and 
Game-Play Engineering
SSX: Snowboarding Super Cross (PlayStation 2)
Electronic Arts/Electronic Arts
Mike Rayner 
Electronic Arts

- Outstanding Achievement in Game Design
Zelda Majora’s Mask (Nintendo 64)
Nintendo Co. Ltd./Nintendo of America
Ken Lobb 
Nintendo of America Inc.

- Outstanding Achievement in Character or Story Development
Baldur’s Gate II (PC)
Interplay Entertainment
BioWare Corp. 
David Hibbeln 
BioWare Corp.

Web3D RoundUP
Wednesday, 15 August, 7:30 - 9 pm West Hall B
The interactive event for interactive content. Web3D content 
developers and toolmakers demonstrate the latest technology and 
applications in a fast-paced shootout. The audience selects the best 
of the best from over 25 pre-selected presenters.

Organizer
Timothy Childs
RoundUP Productions and Eyematic

Conference



Sensapolooza: Guided Tour of the New Silicon Senses 
Thursday, 16 August, 6-8 pm West Hall B

Sensory explorers describe a future where computing strategies and 
digital devices enhance, heighten, and repair the human sensorium. 
This special session is a combination of talk show and television 
cooking program, with a Greek chorus attached. Six guests (one 
for each of the five senses and one for the sixth sense, mind) 
demonstrate leading-edge technologies that show how the human 
sensorium is being augmented with sophisticated computer chips. 
During and after the demos, members of the Greek chorus 
contribute their own observations and comments.

Organizers
Kathryn Saunders
ThinkTech

James Geary
TIMEeurope.com

Host
James Geary
TIMEeurope.com

Participants
Ferdinando (sandro) Mussa-Ivaldi
Northwestern University

Henri Lustiger-Thaler
Aerome USA

Thomas A. Furness III
University of Washington

Hiroshi Ishii
Massachusetts Institute of Technology

Ellwood Ivey
Trisenx, Inc.

Alex Waibel
Carnegie Mellon University

Commentators
Andrew Glassner
Writer and Consultant
Monika Fleischmann

GMD-Forschungszentrum Informationstechnik GmbH

Rosalind W. Picard
Massachusetts Institute of Technology

2001 in 2001: How a Film Inspired Our Future
Friday, 17 August, 12:30 - 2 pm West Hall B

In 1968, Stanley Kubrick created a motion picture that did much 
more than tell a story. “2001” defined the future and our place in it, 
inspired a generation of artists and filmmakers, and created a new 
perspective of the world. In this very special session, industry veter­
ans, historians, and visionaries explore Kubrick’s “2001: A Space 
Odyssey” and how its influence will extend far into the 21st century.

Moderator
Jacquelyn Ford Morie
USC Institute for Creative Technologies

Panelists
Robert Abel
Robert Abel and Associates
Peter Hyams
Peter Hyams Productions
Syd Mead
Syd Mead Incorporated
Dennis Muren
Industrial Light + Magic

Areas of Interest

Animation & Special Effects

Art

Game Development & 
Interactive Techniques

Virtual Reality

Web-related

Conference

TIMEeurope.com
TIMEeurope.com


TUESDAY, 14 AUGUST

Exhibitor Forums

In Exhibitor Forums, SIGGRAPH 2001 
exhibitors go beyond short demos of their 
products and services to present two-hour 
tutorials, panel discussions, or hands-on 
instruction.

All Exhibitor Forums are presented in a 
theater-style setting on the exhibition floor.

10 am - noon
IGDA and Game Developer Magazine

Gaming Nation
Game industry veterans and visionaries survey the state of the 
industry. The International Game Developers Association, in 
conjunction with Game Developer Magazine, hosts this lively 
panel discussion. Game developers are especially encouraged to 
attend and provide their input.

Jason Della Rocca

International Game Developers Association
600 Harrison Street
San Francisco, California 94107 USA
+1.415.947.6235
+1.415.947.6090 fax 
info@igda.org

1 - 3 pm
Screamline Rendering Services

The Changing Face of Rendering
Learn how computer graphics rendering is changing for the 
better, today and tomorrow. Discover how outsourced rendering 
service solutions may be the answer you are looking for, in con­
trol, cost, and timing. In this session, leading industry animators 
from Kleiser-Walczak, Xulu Entertainment, and Wild Brain, 
Inc., share real-world experiences with the latest rendering 
resources and explain how they remain focused on what matters 
most: hot digital content!

Kelley Oliver

Screamline Rendering Services
5193 Northeast Elam Yount Parkway
Hillsboro, Oregon 97124 USA
kelley.b.oliver@intel.com

4 - 6 pm
Discreet

Making the Most of 2D and 3D Integration
Discreet presents methods and techniques for optimizing 2D-3D 
integration. This session reviews new compositing techniques 
using 3D data, new “single-pass” rendering, and advanced paint 
and animation using combustion and 3ds max.

Sylva Batmanian

Discreet
10 Duke Street
Montreal, Quebec H3C 2L7 CANADA 
sylva.batmanian@discreet.com

Exhibitor Forums

mailto:info@igda.org
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WEDNESDAY, 15 AUGUST

10 am - noon
Raindrop Geomagic, Inc.

Geomagic Studio: Powering 3D Photography
Communicate, differentiate, and customize with Geomagic 
Studio and 3D photography. Raindrop Geomagic application 
experts demonstrate how Geomagic Studio 4.0 automates the 3D 
photography process: taking output from 3D cameras; capturing 
the color, texture, and shape of real-world objects; and trans­
forming them into usable models for diverse applications.

Nico Cheng

Raindrop Geomagic, Inc. 
617 Davis Drive, Suite 300 
Durham, North Carolina 27713 USA 
nico@geomagic.com

1 - 3 pm
Visviva Software, Inc.

Interactive Media Production
How to create an interactive, animated multimedia project 
within two hours with Visviva Authoring Studio (VAS). VAS 
completely integrates distinct elements such as object design, ani­
mation composition, 3D modeling, image painting, vector drawing, 
and hypertext editing to create a unified, object-oriented develop­
ment environment.

Yuting Tu

Visviva Software, Inc.
2200 Ogden Avenue, Suite 350
Lisle, Illinois 60532 USA 
tu@visviva.com

4 - 6 pm
Toon Boom Technologies, Inc.

Productivity, Efficiency, and Creativity: Discover 
USAnimation, the Second Animation Software 
Solution
This session highlights the features and benefits of Toon Boom 
Technologies’ new release of USAnimation V5.3, and its high- 
performance Toonshader and Color Vectorization stand-alone 
modules. USAnimation V5.3’s new features include support of 
Linux and Windows 2000, a camera effect plug-in to create 
anamorphic effects, XsheetTemplates, and FlashRender improve­
ments. Understand how to take a 3D model created with Maya 
and convert it to 2D for use in USAnimation. With the new 
color-vectorization feature, you can import toonshaded animation 
created with software other than Maya.

Karina Bessoudo

Toon Boom Technologies, Inc. 
7 Laurier East
Montreal, Quebec H2T 1E4 CANADA 
karina@toonboom.com

THURSDAY, 16 AUGUST

10 am - noon
Vancouver Film School

Careers in 3D Animation
Interested in a career in 3D animation? This session includes 
a screening of outstanding student work, a comprehensive 
overview of the Vancouver Film School’s 3D animation 
programs and admissions requirements, discussion of career 
opportunities, and a question-and-answer period.

Janet Cacchiono

Vancouver Film School
200-198 West Hastings Street
Vancouver, British Columbia V6B 1H2
CANADA
registrar@vfs.com

1 - 3 pm
3D-Online

Converting Your 3D Models and Scenes to
Interactive Web 3D
How 3D modelers can add interactivity to their 3D scenes and 
publish their content to the Web, simply by naming objects in 
their scene. Users can then navigate to pre-defined viewpoints, 
turn lights on and off, open and close doors and windows, con­
trol colors and textures, and stop and start animations. Software 
that enables this interactivity is available during the presentation 
and at the 3D-Online booth.

Mitch Williams

3D-Online
820 Manhattan Avenue, #104
Manhattan Beach, California 90266 USA
mwilliams@3D-Online.com

Exhibitor Forums
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mailto:registrar@vfs.com
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Areas of Interest

Areas of Interest SIGGRAPH 2001 programs capture five broad 
areas of interest.

Areas of Interest Courses

sfx

Animation & Special Effects
Producing and using computer graphics techniques 
for animation, special effects, and other entertainment 
applications.

2
5
6
10
13
17
19
20
21
23
24
25
29
32
33
38
40
42
45
47
48
49
51

Obtaining 3D Models With a Hand-Held Camera
Visualizing Quaternions
Object Space Visibility
State of the Art in Modeling and Measuring of Surface Reflection
Interactive Ray-Tracing
Geometric Signal Processing on Large Polygonal Meshes
“Shrek”: The Story Behind the Screen
Advanced Global Illumination
Seeing is Believing: Reality Perception in Modeling, Rendering, and Animation
Motion Dynamics Animation Workshop
Real-Time Shading
Physically Based Modeling
State of the Art in Monte Carlo Ray Tracing for Realistic Image Synthesis
Nonphotorealistic Rendering in Scientific Visualization
New Directions in Shape Representations
A Practical Guide to Global Illumination Using Photon Mapping
Practical Parallel Processing for Today’s Rendering Challenges
Seeing in 3D
Advanced Issues in Level of Detail
Simulating Nature: Realistic and Interactive Techniques
Advanced RenderMan 3
Image Processing for Volume Graphics
Making Motion Capture Useful

a

Art
New technologies and techniques for art and 
examples of artistic expression using computer 
graphics.

4
32
35
36

42
47

A Survey of Color for Computer Graphics
Nonphotorealistic Rendering in Scientific Visualization
The Technology and Practice of Digital Cinema (D-Cinema)
From Ivory Tower to Silver Screen: Visual Effects Companies Reveal
How Research and Development Finds its Way Into Production
Seeing in 3D
Simulating Nature: Realistic and Interactive Techniques

g/it

Game Development &
Interactive Techniques
Design, implementation, and application 
of game development and intuitive human-computer 
communication.

2
3
9
11
12
16
24
27
30
44
45
50
52
54

Obtaining 3D Models With a Hand-Held Camera 
Performance OpenGL: Platform-Independent Techniques 
Media-Rich Programming With OpenML
Tracking: Beyond 15 Minutes of Thought
Developing Efficient Graphics Software
Gaming Techniques for Designing Compelling Virtual Worlds
Real-Time Shading
Augmented-Reality: The Interface is Everywhere
Visibility: Problems, Techniques, and Applications
Advanced Topics in 3D User Interface Design
Advanced Issues in Level of Detail
Digital Geometry Processing
DirectX 8 Graphics
An Interactive Introduction to OpenGL Programming

vr

Virtual Reality
Creation of and immersive interaction with virtual 
environments.

12
15
27
30
31
39
43
44

Developing Efficient Graphics Software
Visualizing Relativity
Augmented-Reality: The Interface is Everywhere 
Visibility: Problems, Techniques, and Applications 
Computer Graphics for Large-Scale Immersive Theaters 
3D Hardcopy: Converting Virtual Reality to Physical Models 
Aggressive Performance Optimizations for 3D Graphics 
Advanced Topics in 3D User Interface Design

w

Web-related
Technologies for designing and delivering content 
over the Web.

1
9
22
26

34
50

The Impact of Public Policy on Computer Graphics
Media-Rich Programming With OpenML
Intro to SMIL
Internetworked 3D Computer Graphics: Overcoming Bottlenecks, Supporting
Collaboration, and Stepping up to Wireless Connectivity
User-Interface Design for Work, Home, and on the Way
Digital Geometry Processing



In this publication, symbols identify which Courses, Panels, Sketches & Applications and 
Educators Program sessions are associated with these areas of interest. Other programs 
also include area of interest content.

Panels
• The Future of Color: Creativity and Technology
• Newton’s Nightmare: Reality Meets Faux Physics
• Non-Linear Animation for Production
• Size Matters: Digital Cinema Distribution
• Special Session: 2001 in 2001: How a Film Inspired 

Our Future
• Special Session: Virtual Stars
• Traditional Skills, New Tools
• Video Gameplay and Design: Procedural Directions
• VIPs: Virtually Invented People

• Art in Space: What For?
• The CAVE and Beyond: VR Art in Museums 

and Galleries
• The Future of Color: Creativity and Technology
• Cultural Mediation in New Media Spaces
• Game-Stories: Simulation, Narrative, Addiction
• Traditional Skills, New Tools
• Visualization, Semantics, and Aesthetics

• :-o A Conversation About Interactive Entertainment 
Experiences on Instant Messaging Devices

• Computer Games and Viz: If You Can’t Beat Them, 
Join Them

• Cultural Mediation in New Media Spaces
• Designing, Understanding, and Operating Complex 

Human-Machine Systems
• Game-Stories: Simulation, Narrative, Addiction
• Special Session: Sensapolooza: Guided Tour of the 

New Silicon Senses
• Special Session: Masters of the Game
• Video Gameplay and Design: Procedural Directions

• The CAVE and Beyond: VR Art in Museums 
and Galleries

• Computer Games and Viz: If You Can’t Beat Them, 
Join Them

• Cultural Mediation in New Media Spaces
• Designing, Understanding, and Operating Complex 

Human-Machine Systems
• Immersed in Anxiety or a Process to Healing?

VR Meets Mental Health
• Special Session: Sensapolooza: Guided Tour of 

the New Silicon Senses
• Visualization, Semantics, and Aesthetics

• :-o A Conversation About Interactive Entertainment 
Experiences on Instant Messaging Devices

• Beyond Copyright: The Brave New World of 
Digital Rights Management

• The CAVE and Beyond: VR Art in Museums 
and Galleries

• Cultural Mediation in New Media Spaces
• Game-Stories: Simulation, Narrative, Addiction
• Internet Appliances: New Horizons for the Web
• Special Session: Sensapolooza: Guided Tour of the 

New Silicon Senses
• Special Session: Web3D RoundUP
• VIPs: Virtually Invented People
• Visualization, Semantics, and Aesthetics

Sketches & Applications
• Animation Techniques
• Death and Destruction
• Feature FX
• Fun for TDs
• Fuzzy Creatures
• The Magic Behind the Magic: “Pearl 

Harbor” (single session)
• Merging 2D and 3D Production Methods
• On-Set CG
• Production Overviews
• “Summer Breeze:” Creating a High-End 

3D Moving Using Limited Resources 
(single session)

• genieBottles: An Interactive Narrative 
in Bottles (single session)

• Interactive Art
• A Multipurpose Array of Tactile Rods for 

Interactive eXpression (single session)
• Open Processes Create Open Products: 

“Interface Ecology” as a Metadisciplinary 
Base for CollageMachine (single session)

• Sketching Space: Virtual to Real (single session)

• Interaction Mechanisms
• Mayhem: A New Trend for Virtual 

Environments (and Online Games) 
(single session)

• Enhanced Reality: A New Frontier for 
Computer Entertainment (single session)

• Life-Sized Projector-Based Dioramas: Spatially 
Real and Visually Virtual (single session)

• Manipulate the Unreachable: Through- 
the-Lens Remote Object Manipulation in 
Virtual Environments (single session)

• Simulation Fidelity Metrics for Virtual Environments 
Based on Memory Semantics (single session)

• Sketching Space: Virtual to Real (single session)
• Solving a 3D Cube Puzzle in a Collaborative

Virtual Environment: As Good as Really 
Being There Together? (single session)

• Virtual Landscapes

• CONTRIGA: A High-Level XML-Based 
Declarative Approach to Interactive 3D 
Components (single session)

• X3D Content Examples, Editing, 
Conformance Suite, and Software 
Development Kit (SDK) CDs

Educators Program
• Hands-On Classical Animation Workshop
• The Process Behind “Rupert,” a 

Student-Produced 3D Animation
• Resumes and Demo Reels: If Yours 

Aren’t Working, Neither Are You!
• Studio Views on Demo Tapes
• Teaching Computer Animation for Results!

• Designing Experience: Modeling 
On-Line Collaborative Learning in 
Art & Design

• Life Drawing and 3D Figure 
Modeling with Maya

• Seeing Drawing
• The Teaching of Computer Graphics 

in an Art & Design Curriculum

• Curricular Modules: 3D and
Immersive Visualization Tools for Learning

• Designing and Developing interactive
Entertainment at Bell h@bitat, Canadian
Film Centre

• Games and Education
• Speeder Reader: An Experiment in 

the Future of Reading

• CyberMath: Exploring Open Issues in 
VR-Based Education

• Designing Experience: Modeling 
On-Line Collaborative Learning in 
Art & Design

• Graphics in a Flash: An Introduction 
to Vector-Based Web Graphics

• Internet Studios: Teaching Architectural 
Design Online in the United States and 
Latin America

• Internet2 Applications and Infrastructure
• The Promise of the Web for Learning
• Webtanks: Tools for Learning by Design

Areas of Interest



Creative Applications Lab

Share critiques and suggestions with other attendees. Enhance your skills and insights. Post­
session CAL activities are available for many Courses, Papers, Panels, Sketches & Applications, 
and Educators Program presentations. Artists and animators also use the CAL to explain and 
discuss their work.

When the Creative Applications Lab is scheduled for specific technical sessions, it may not 
be available for use by other attendees.

Throughout the Program & Buyer’s Guide, this symbol designates presentations that include 
CAL activities: 

Check signage in the Creative Applications Lab for a current list of activities and times.

Location
West Hall A

Days & Hours
Sunday, 12 August 
noon - 6 pm
Monday, 13 August 
9 am - 6 pm
Tuesday, 14 August
9 am - 6 pm
Wednesday, 15 August 
9 am - 6 pm
Thursday, 16 August
9 am - 6 pm
Friday, 17 August 
9 am - 6 pm

Note: Some Courses held 
in the Creative Applications 
Lab may have an 8:30 am 
starting time.

Chair
Stuart Anderson
Metro Link Incorporated

Committee
Tony Baylis
SIGGRAPH 2002 Creative
Applications Lab Chair 
National Center for
Supercomputing

Robin Cutshaw
XFree86

Kevin Glueck
Texas A&M University

Rob Lembree
Metro Link, Inc.

David A. Long
Metro Link, Inc.

Paul Lussier
Mission Critical Linux

Michael Miller
The Ohio State University

Jeff Sass
Adobe Systems

Dave Shreiner
SGI

Creative Applications Lab



Art Gallery: N-Space

Beyond Manzanar

Community of People with No Time:
Identity and Collaboration

Curving Spirolaterals 13, 14, 18, 19

Intercere #11, Intercere #17

Old House in the Shadow of the Castle

Transport II, III, IV

Computer Animation Festival 
2001: A Digital Odyssey

Early Light

Perestroika

Courses

7 A Primer on Shapes: Curves, Surfaces

22 Intro to SMIL

23 Motion Dynamics Animation 
Workshop

24 Real-time Shading

34 An Interactive Introduction to 
OpenGL Programming

38 A Practical Guide to Global 
Illumination Using Photon Mapping

43 Aggressive Performance
Optimizations For 3D Graphics

47 Simulating Nature: Realistic and 
Interactive Techniques

52 DirectX 8 Graphics

53 Geometric Algebra

Educators Program

Adventures in Modeling: Building Systems 
with StarLogo

Graphics in a Flash: An Introduction to
Vector-Based Web Graphics

Life Drawing and 3D Figure Modeling 
with Maya

Emerging Technologies

Micro Archiving

Panels

Addiction Theory: What Makes a
Game Work

Cultural Mediation in New Media Spaces

Papers

An Efficient Representation for 
Environment Irradiance Maps

An Image-Based Editing System

Constrained Texture Mapping for
Polygonal Meshes

Homomorphic Factorization of BRDFs for 
High-Performance Rendering

Polynomial Texture Maps

Reliable Graphing Methods for Two- 
Dimensional Implicit Relations

Sketches & Applications

Death Valley Flyby: A Simulation 
Comparing Fault-Controlled Alluvial Fans 
Along the Black Mountain Range

Digital Stupa: Interactive Animations

Open Processes Create Open Products: 
“Interface Ecology” As A
Metadisciplinary Base For CollageMachine

RitSens - Computer Aided System for 
Studying Rhythmic Abilities in Bimanual 
Coordination

Sketching Space: Virtual to Real

The Mouthesizer: A Facial Gesture
Musical Interface

Using Color-Changing Textiles as a 
Computer Graphics Display

Creative Applications Lab



Pathfinders

Do you have questions about what to see, how to make the best use of your time at the confer­
ence, or what best fits your career path? Ask the Pathfinders mentors to help you design a 
schedule that suits your needs. Whether it is your first SIGGRAPH conference or your 28th, 
Pathfinders is here to help you get the most out of your conference experience.

Pathfinders was created to help new attendees navigate the massive expanse of activities that 
each conference presents and provide a connection to the SIGGRAPH community. The hope was 
to add a sense of belonging to a community, rather than looking at the conference as an iso­
lated event. Now it’s clear that Pathfinders is a valuable service for all conference attendees, 
and the Pathfinders mentors are waiting and willing to help plan your week whether you’re a 
first-timer or a seasoned veteran.

Pathfinders is staffed by mentors who generously volunteer their time to offer one-on-one 
counseling to attendees. Pathfinders staff and volunteers are long-time attendees who haven’t 
forgotten their first SIGGRAPH conference experiences. They want to pass along their wisdom to 
help you make the most of an exciting, jam-packed week.

Location
South Lobby

Days & Hours 
Saturday, 11 August 
4-8 pm
Sunday, 12 August 
9 am - 7 pm
Monday, 13 August 
8 am - 6 pm
Tuesday, 14 August 
8 am - 6 pm
Wednesday, 15 August 
8 am - 5 pm
Thursday, 16 August 
8 am - 5 pm

Chair
Barb Helfer
The Ohio State University

Committee
Ann Eakes
SIGGRAPH 2002 Pathfinders Chair
University of Texas Health Science Center

Jesse Helton
High Voltage Software

Ruedy W. Leeman
Alpine View Images

Theresa-Marie Rhyne
North Carolina State University

Pathfinders



Courses

"Teachers open the door, but you must enter by yourself.” — Chinese Proverb

Full-day, half-day, and tutorial sessions on how to create computer graphics and interactive 
techniques, improve their application, and use them to achieve practical results in the real 
world. Full Conference registration allows attendees access to all SIGGRAPH 2001 Courses.

Seating in courses is on a first-come, first-served basis. Seating is very limited for courses 
scheduled in the Creative Applications Lab.

NEW! Some SIGGRAPH 2001 Courses begin at 10 am on Sunday, 12 August.

Chair
Lou Harrison
North Carolina State University

Committee
Rick Barry

Pratt Institute

Steve Hwan

Walt Disney Feature Animation

Alyce Kaprow

The New Studio

Anselmo Lastra

SIGGRAPH 2000 Courses Chair 
University of North Carolina at 
Chapel Hill

Val Miller

SIGGRAPH 2002 Courses Chair 
Georgia State University

Nick Orlans

MITRE Corporation

Nan Schaller

Rochester Institute of Technology

Harry Smith

University of North Carolina at 
Wilmington

Program Coordinator
Katie Rylander

Capstone Solutions, Inc.

Location
See Pages 16-43

Days & Hours

Half Day AM
Tuesday, 14 August 
8:30 am - noon

Half Day PM
Sunday, 12 August
1:30 - 5 pm
Monday, 13 August
1:30 - 5 pm
Tuesday, 14 August
1:30 - 5 pm

Full Day
Monday, 13 August
8:30 am - 5 pm
Tuesday, 14 August 
8:30 am - 5 pm
Wednesday, 15 August
10 am - 6 pm

Tutorial
Sunday, 12 August
10 am - noon
Monday, 13 August
10 am - noon

Courses



SUNDAY, 12 AUGUST
Room 515A 2 - 5 pm

Fundamentals Seminar

Computer graphics jargon, concepts, 
techniques, and technologies 
explained by the experts, in plain 
English. The best starting point for 
attendees who are new to computer 
graphics and interactive techniques.

Mike Bailey
San Diego Supercomputer Center 
and University of California at 
San Diego

Wayne Carlson

Barb Helfer
The Ohio State University

Jackie White
California State University, 
Los Angeles

Conference Registration Categories
■ Full Conference • Conference Select  ▲ Exhibits Plus

Courses 1-54 are only open to attendees with 
Full Conference registration.

Tutorial
Room 502A 10 am - noon

1
The Impact of Public Policy on Computer Graphics

As personal computers proliferate 
and access to the Internet increases 
use of and access to computer graphics, 
researchers, developers, and practi­
tioners confront policy and legal 
issues that increasingly affect their 
professional activities. This course 
explores the technical and policy 
issues associated with intellectual 
property, digital copy protection, 
digital and high-definition video, 
support for computer graphics 
research, deployment of broadband 
telecommunications, and the role of 
technical societies such as SIGGRAPH, 
ACM, and IEEE.

Prerequisites
Interest in and understanding of 
the general-public’s use of computer 
graphics and related policy issues 
are useful. Low-level knowledge of 
computer graphics technology is not 
required.

Topics
Computing and public policy, 
deployment of broadband telecom­
munications, use and protection of 
intellectual property, digital copy 
protection, convergence of computing 
and television, research support, and 
public policy activities.

Organizers/Lecturers
Robert Ellis
ACM SIGGRAPH Public Policy 
Program Chair
Barbara Simons
ACM Past President and USACM (ACM 
U.S. Public Policy Committee) Co-Chair

Schedule

10 Introduction and 
Overview to Public 
Policy
Ellis and Simons

10:15 Deployment of 
Broadband
Telecommunications 
Ellis

10:35 Use and Protection of 
Intellectual Property 
(IP)
Simons

11:05 Digital Copy 
Protection 
Ellis

11:15 Convergence of 
Computing and 
Television 
Ellis

11:25 Research Support
Ellis

11:35 Public Policy
Ellis and Simons

11:45 Summary and
General Discussion
Ellis and Simons

Areas of Interest

Animation & Special Effects

Art

Game Development & 
Interactive Techniques

Virtual Reality

Web-related

Courses



Tutorial
Room 408 10 am - noon

2
Obtaining 3D Models With a Hand-Held Camera

How 3D models can be obtained 
from images acquired with a hand­
held camera. The approach is based 
on advanced automatic techniques 
that avoid camera calibration and 
a prior scene knowledge, which 
gradually retrieve more and more 
information about the image, the 
cameras, and the scene. Applications 
range from archaeology to planetary 
exploration.

Prerequisites
This tutorial is accessible to a wide 
audience with diverse backgrounds. 
It requires basic understanding of 
3D geometry and perspective projec­
tion. A full appreciation of the 
course requires some knowledge 
of projective geometry, computer 
vision, and image-processing 
techniques.

Topics
Feature point extraction and match­
ing, multi-view relations, robust 
matching, projective structure and 
motion recovery, self-calibration, 
bundle adjustment, image-pair 
rectification, dense stereo matching, 
multi-view matching, 3D surface 
modeling, and applications.

Organizer/Lecturer 
Marc Pollefeys 
Katholieke Universiteit Leuven

Schedule

10 Introduction
POLLEFEYS

10:15 Structure and Motion 
Recovery
• Feature Point 

Extraction and 
Matching

• Relating Images
• Projective Structure 

and Motion
• Self-Calibration
POLLEFEYS

11:15 Dense Model 
Reconstruction
• Dense Depth 

Estimation
• Modeling 
POLLEFEYS

11:45 Examples, 
Applications and 
Questions 
POLLEFEYS

Tutorial
Petree Hall C 10 am - noon

3
Performance OpenGL:
Platform-Independent Techniques

For many novice users of OpenGL, 
the intricacies of how to achieve 
optimum performance have never 
been clearly revealed. This course 
analyzes some of the inner work­
ings of the OpenGL programming 
library and discusses how they 
affect an application’s performance. 
Specific considerations for rendering 
geometry, specifying image and 
texture formats, and keeping 
OpenGL’s mechanisms for internal 
state machine consistent are 
discussed and demonstrated.

Prerequisites
Ability to program with the OpenGL 
interface and an understanding of 
how to render geometry and images, 
and control rendering by manipulat­
ing OpenGL’s state.

Topics
Methods for rendering geometry. 
How to determine which approach 
is the best for your hardware.
Analysis of state changes and how to 
minimize their impact on perform­
ance. Performance considerations 
for saving and restoring state when 
creating a library, as compared to an 
application. Techniques for deter­
mining the cause of a performance 
bottleneck. Considerations for 
managing images and textures for 
maximum performance.

Organizer/Lecturer 
Dave Shreiner 
SGI

Schedule

10 Rendering Geometry
• Different Methods to

Render Geometry
• Work Per Specified 

Vertex
• Which Vertex Array 

Type?
Shreiner

10:30 State Management
• Validation: Keeping 

OpenGL’s State 
Consistent

• State Sorting for 
Minimizing State 
Changes

• Managing OpenGL 
State in Application 
Libraries

• Managing Pixel and 
Texture Data

Shreiner

11:30 Bottleneck 
Determination 
Techniques 
• Fill Limited 

Applications
• Geometry Limited 

Applications
• Host Limited 

Applications
Shreiner

Courses



SUNDAY, 12 AUGUST
Tutorial

Room 515B 10 am - noon

4
A Survey of Color for Computer Graphics

A survey of color specifically for 
computer graphics: color vision and 
perception, color models and repre­
sentations, algorithms for rendering 
colored objects and images, tools for 
design and selection of color, color 
characteristics of monitors, scanners, 
and printers. For attendees who 
want an introduction to color in 
computer graphics or for those 
knowledgeable in some aspects 
of color who want a broader view 
of the field.

Prerequisites
Understanding of basic scientific 
and mathematical presentation 
(simple graphs, diagrams, and 
equations).

Topics
Color vision and perception, physical 
and symbolic models for represent­
ing color, algorithms for rendering 
colored objects and images, tools 
for design and selection of color, 
monitors, scanners, and printers.

Organizer/Lecturer 
Maureen Stone 
StoneSoup Consulting

Schedule

10 Color Vision and 
Appearance 
Stone

10:30 Color Reproduction 
and Management 
Stone

11 Color in Rendered
Graphics
Stone

11:30 Color Selection and
Design
Stone

Tutorial
Room 403 10 am - noon

5
Visualizing Quaternions

An intuitive connection between 
quaternion lore and many standard 
problems in representation, interpo­
lation, and exploitation of orientation 
frames in graphics and visualization. 
The tutorial presents a range of 
visualization methods, including 
images of individual quaternion 
rotations, the action of rotations in 
quaternion space, and visual proper­
ties of quaternion splines and related 
animation optimization procedures. 
It also examines natural applications 
of quaternions beyond animation 
splines, such as the study of quater­
nion frames attached to curves and 
surfaces.

Prerequisites
Comfort with and appreciation 
for conventional mathematical 
methods of 3D computer graphics 
and geometry used in geometric 
transformations and polygon 
rendering.

Topics
Basic methods of orientation frames 
and orientation interpolation, 
novel quaternion visualizations 
that provide alternative intuitions, 
advanced applications of these 
quaternion techniques to coordinate 
frames and animation splines, and 
interactive visualization tools for 
quaternion curves relevant to proper 
construction and understanding of 
coordinate frame interpolation.

Organizer/Lecturer 
Andrew Hanson 
Indiana University

Schedule

10 Introduction to
Quaternion Rotation 
Representations 
Hanson

10:15 2D Rotations
Hanson

10:45 3D Rotations
Hanson

11:15 Visualizing
Orientation Splines
Hanson

Courses



Tutorial
Room 406 10 am - noon

6
Object Space Visibility

A survey of object space since the 
first algorithm was introduced in 
1963. In recent years, object-space 
computation has been considered 
an esoteric topic of only theoretical 
interest. But object-space algorithms 
solve problems, such as the ability to 
arbitrarily magnify output images, 
that otherwise require esoteric 
knowledge using raster-based 
techniques. By showing a number 
of problems and their relevance 
to mainstream and fundamental 
problems in computer graphics this 
tutorial stimulates revived interest 
in object-space computation.

Prerequisites
Familiarity with standard visibility 
techniques in computer graphics 
such as scanline rendering and binary 
space partitioning. Completion of 
the equivalent of a third-year course 
on analysis of algorithms in a stan­
dard computer science curriculum. 
Also helpful: a basic foundation in 
object-oriented terminology and
concepts.

Topics
Definition of and the need of object­
space computation. Visibility in 
flatland (in 2D). Visibility in space 
compared with visibility in the 
plane. Lines, conics, and quadrics in 
Euclidean space. Survey of algo­
rithms for visible line determination, 
visible surface determination, and 
computation of the visibility map. 
Performance gap between practical 
and theoretical visibility algorithms. 
Research relevance: meshing for 
radiosity.

Organizer/Lecturer 
Sherif Ghali 
Max-Planck-Institut fur Informatik

Schedule

10 Introduction and 
Motivation 
Ghali

10:15 Visibility in the Plane
Ghali

10:30 Visible Lines, 
Surfaces, and the 
Visibility Map 
Ghali

10:50 Taxonomy of Object 
Space Algorithms 
Ghali

11:50 Conclusion
Ghali

Tutorial
Room 502B 10 am - noon

7
A Primer on Shapes: Curves and Surfaces

Shape representations employed for 
design should enable easy shape 
specification and modification, while 
those used for recovery should readi­
ly accommodate unstructured shape 
data. This tutorial investigates curve 
and surface representations that are 
effective for shape design and shape 
recovery. Attendees learn how to 
choose the representation most 
appropriate for a given design or 
recovery task and dataset.

Prerequisites
Some knowledge of parametric 
curves and surfaces. Familiarity with 
range and/or tomographic data.

Topics
Parametric curves and surfaces for 
design. Bezier, B-spline, rational 
Bezier, NURBS, and dynamic 
NURBS representations. Design 
issues. Grouping and parametrizing 
scattered points for curve and 
surface fitting. Thin-plate splines. 
Rational Gaussian curves and 
surfaces.

Organizers/Lecturers 
Ardeshir Goshtasby 
Wright State University 
Alyn Rockwood 
Colorado School of Mines
Demetri Terzopoulos 
New York University

Schedule

10 Introduction
Rockwood

Curves and Surfaces 
for Shape Design

10:05 Bezier
Rockwood

10:15 B-spline
Rockwood

10:25 NURBS
Rockwood

10:45 D-NURBS
Terzopoulos

10:55 Triangular 
D-NURBS 
Terzopoulos

Curves and Surfaces 
for Shape Recovery

11:10 Thin-Plate Splines
Terzopoulos

11:25 Rational Gaussian 
Representation 
Goshtasby

11:40 Grouping and 
Parametrizing 
Scattered Points 
Goshtasby

11:55 Summary
Goshtasby

Courses



SUNDAY, 12 AUGUST

Tutorial
Room 404 10 am - noon

8
An Introduction to the Kalman Filter

The 40-year-old Kalman filter and 
related optimal estimators continue 
to appear in a wide variety of com­
puter graphics applications, such as 
simulating musical instruments in 
virtual reality, head tracking and 
motion capture, extracting lip 
motion from video sequences of 
speakers, and fitting spline surfaces 
over collections of points. The 
Kalman filter is an optimal estima­
tor for a large class of problems and 
a very effective and useful estimator 
for an even larger class. In its most 
basic form it is also relatively simple 
to use and understand. This tutorial 
presents an intuitive approach that 
enables developers to approach the 
extensive literature with confidence.

Prerequisites
Basic linear algebra. A basic mathe­
matical background sufficient to 
understand explanations that involve 
introductory statistics and random 
signals.

Topics
An intuitive explanation of the filter. 
The origins and formulations of the 
filter equations. Practical use of the 
filter. Approaches for non-linear 
systems. A brief introduction of 
advanced topics such as sensor, 
information, and data fusion; 
sensitivity and stability concerns; 
system identification (tuning); 
multi-modal (multiple-model) 
approaches; and optimal 
smoothing.

Organizers/Lecturers 
Gregory Welch 
Gary Bishop
University of North Carolina at
Chapel Hill

Schedule

10 Welcome, 
Introduction, 
Intuition 
Bishop

10:30 Concrete Examples
Welch

11 Non-Linear 
Estimation 
Bishop

11:15 System Identification 
and Multi-Modal 
Filters
Welch

11:45 Conclusions 
(Summary, 
Resources, etc.) 
Welch

Tutorial
Room 511 10 am - noon

9
Media-Rich Programming With OpenML

OpenML is a new industry effort to 
develop a standard cross-platform 
environment that supports creation 
and display of digital media, includ­
ing audio, video, and graphics. A 
key OpenML goal is to define stan­
dard synchronization primitives 
that can ensure efficient, accurate, 
and synchronized delivery of inde­
pendent digital media streams. This 
overview of the OpenML effort 
covers the participants, the charter, 
deliverables, and ongoing efforts.

Prerequisites
Programming experience in C 
or C+ + . Basic knowledge of com­
puter graphics and video hardware. 
Also helpful: working knowledge of 
OpenGL and familiarity with video 
standards and terminology.

Topics
Overview of the Khronos Group 
SIG and its activities. Architectural 
overview of the OpenML program­
ming environment. Synchronization 
primitives and their use: UST, MSC, 
and SBC. Video back-end control 
using Wdc/Xdc. OpenGL extensions 
required for OpenML. Overview of 
the OpenML API. Application 
programming considerations.

Organizer 
Randi Rost 
3Dlabs, Inc.

Lecturers
Benoit Belley 
Discreet
Frank Bernard 
SGI
William Clifford 
Intel Corporation 
Randi Rost 
3Dlabs, Inc.

Schedule

10 Introduction and
Agenda
Rost

10:05 Khronos Group 
SIG Overview 
Rost

10:10 OpenML Overview
Rost

10:20 Synchronization
Clifford

10:25 Display Control
Clifford

10:35 OpenGL 
Requirements 
Rost

10:55 ML Overview
Bernard

11:15 Application 
Programming 
Considerations 
Belley

11:35 Embedded API
Initiative
Rost

11:45 Wrap-Up and 
Questions and 
Answers 
Clifford

Courses



Half Day
Room 511 1:30 - 5 pm

10
State of the Art in Modeling and Measuring of
Surface Reflection

Surface appearance is at the heart 
of computer graphics. At the lowest 
level, it is controlled by the surface 
bi-directional reflectance distribu­
tion function (BRDF), which 
describes how much light incident 
from a given direction is being 
scattered in another direction. Both 
measuring and modeling of this 
function have a long history, and 
active research is continuing. 
The main goal of the course is to 
provide a snapshot of the most 
recent results from the computer 
graphics community.

Prerequisites
Familiarity with BRDF formalism 
and currently used reflection mod­
els. Good understanding of the basic 
physics of light-surface interaction 
and the fundamental principles of 
both geometric and wave optics.

Topics
Fundamentals and different types of 
simple reflectance measurements. 
Traditional and image-based BRDF 
measurement techniques. Reflection 
models based on the wave theory of 
light. Models that account for sub­
surface scattering. The microfacet 
theory of surface reflectance. Recent 
empirical models.

Organizer
Michael Ashikhmin 
University of Utah

Lecturers
Michael Ashikhmin 
Peter Shirley 
University of Utah 
Steve Marschner 
Stanford University 

Jos Stam 
Alias|Wavefront

Schedule

1:30 Introduction
Ashikhmin

1:35 Background and 
Overview
• Intuition for Light 

Reflection
• Definitions
• Types of Materials
• Sources of Data
• Practical Issues for 

Rendering
Shirley

2:20 BRDF Measurement
• Measurement of 

Reflectance
• Traditional BRDF 

Measurement
• Image-Based BRDF 

Measurement
Marschner

3 Break
3:15 Physics Based 

Reflection Models
I. Wave Based 

Reflection Models 
for Computer 
Graphics

• Basics
• Derivation
• Examples
• Future Work

IL Reflection Models 
Accounting for 
Subsurface 
Scattering

• Formulation of 
the Problem

• Mathematical 
Formulation

• Discretization
• General Solution 

Using Eigenanalysis
• Examples
• Future Work

Stam

4:10 Empirical Reflection 
Models and Microfacets
• Classical Empirical 

Models
• Microfacet Theory
• BRDF Generation 

From a Microfacet 
Distribution

• Simple Anisotropic 
Phong Model

Ashikhmin

4:55 Summary, Questions 
and Answers
All

Half Day
Room 404 1:30 - 5 pm

11
Tracking: Beyond 15 Minutes of Thought

Every year, dozens of vendors dis­
play different systems for tracking 
motion capture at the SIGGRAPH 
exhibition. Why are there so many 
different approaches to this seeming­
ly simple problem? How do the 
systems differ and what are the 
strengths and limitations of each 
approach? How can you decide 
which is appropriate for your appli­
cation? This course provides a basic 
understanding of the available tech­
nologies and approaches, their fun­
damental limitations, and how those 
limitations can become problems. 
Attendees peek “under the hood” 
of a few systems so they might better 
understand system performance (or 
lack thereof) and improve their 
results by adjusting set-ups 
to better match the technology.

Prerequisites
A basic mathematical background, 
sufficient to understand explanations 
that involve beginning statistics, 
random signals, and geometric 
transformations.

Topics
Basic mathematical foundations 
(statistics, random signals, and trans­
forms). Sensor and system informa­
tion and uncertainty. Technologies 
and sensing mediums for tracking. 
Geometric configurations and 
related sensitivity. Examples of 
algorithms for magnetic, inertial, 
and optical systems. Hybrid technol­
ogy approaches. Motion prediction 
(world and body-centric). Sources 
and propagation of error.

Organizers
Gary Bishop
Gregory Welch
University of North Carolina at
Chapel Hill

Lecturers
B. Danette Allen
Gary Bishop
Gregory Welch
University of North Carolina at
Chapel Hill

Schedule

1:30 Welcome and 
Introduction 
Bishop

1:45 Tracking 
Technologies 
Allen

2:10 Source/Sensor 
Configurations 
Bishop

2:30 User and Sensor 
Uncertainty/ 
Information 
Welch

3 Break

3:15 Traditional 
Approaches 
Bishop

3:35 Stochastic 
Approaches 
Welch

4 Error Sources 
(Spatial and 
Temporal) 
Welch

4:25 Motion Prediction
Bishop

4:45 Conclusions 
(Summary, 
Resources, etc.) 
Bishop

Courses



SUNDAY, 12 AUGUST
Half Day

Room 515B 1:30 - 5 pm

12
Developing Efficient Graphics Software

Architectural considerations and 
methods for creating high-perform­
ance interactive graphics software 
and analysis techniques for measur­
ing and tuning overall application 
performance. Analysis methods used 
to characterize graphics and system 
performance, and to detect and 
remove bottlenecks, are explained. 
The course is designed for software 
developers who want to optimize 
graphics and system performance.

Prerequisites
A working knowledge of software 
development, computer graphics 
techniques, and overall computer 
system architecture.

Topics
Interaction among CPUs, bus, 
memory, and graphics subsystems. 
General C and C+ + optimization 
techniques. Methods used to 
measure performance.

Organizer
Keith Cok 
SGI

Lecturers
Keith Cok 
Thomas True 
SGI

Schedule

1:30 Introduction
Cok

1:35 Software and System 
Performance
a. System Design & 

Architecture
b. System Performance 

Analysis
True

3 Break

3:15 Code and Language 
Optimizations 
a. Methods of Measuring 

Code Performance
b. C/C+ + Language 

Optimizations
Cok

4:45 Questions and Answers
Cok and True

Half Day

Petree Hall D 1:30 - 5 pm

13
Interactive Ray-Tracing

Interactive ray tracing is becoming 
practical, and it offers a number of 
benefits over the traditional rasteriza­
tion pipeline. This course describes 
implementation and optimization 
issues for ray tracing on hardware 
ranging from single PCs to networked 
clusters and supercomputers. It also 
reviews recent work to implement ray 
tracing in hardware as an alternative 
to current graphics chips.

Prerequisites
This course is designed for anyone 
who is interested in the future of high­
ly realistic interactive graphics. For 
best results, attendees should have a 
decent understanding of the ray-trac­
ing algorithm and the triangle rasteri­
zation pipeline of current graphics 
hardware. Knowledge of distributed, 
parallel, and SIMD processing is 
helpful but not required.

Topics
Brief review of the ray-tracing basics. 
Comparison of ray tracing with the 
triangle rasterization pipeline. Highly 
parallel ray tracing on supercomput­
ers. Interactive ray tracing on a PC. 
Optimizing ray shooting through 
image-based rendering. Data struc­
tures and algorithms for dynamic 
scenes. Different approaches to design­
ing hardware architecture for real-time 
ray tracing.

Organizer
Philipp Slusallek
Universitat des Saarlandes

Lecturers
Steven Parker
Erik Reinhard
University of Utah
Hanspeter Pfister
Mitsubishi Electric Research Laboratory
Timothy Purcell
Stanford University
Philipp Slusallek
Universitat des Saarlandes

Schedule

1:30 Introduction and
Motivation
Slusallek

1:50 Parallel Ray-Tracing
Parker

2:30 Interactive Ray- 
Tracing on PCs 
Slusallek

3 Break

3:15 Distributed Ray- 
Tracing of Massive 
Models 
Slusallek

3:30 Reprojection and 
Dynamic Scenes 
Reinhard

4 Hardware and
Volume Ray-Tracing
Pfister

4:20 Ray-Tracing on a 
Chip 
Purcell

4:40 Discussion
All

Areas of Interest

Animation & Special Effects

Art

Game Development & 
Interactive Techniques

Virtual Reality

Web-related

Courses



___________________________________ Half Day
Petree Hall C 1:30 - 5 pm

14
Image-Based Lighting

A survey of recently developed tech­
niques for realistically integrating 
computer-generated imagery with 
live-action photography that use 
measurements of real-world lighting 
to illuminate CG objects. The tech­
niques are illustrated with detailed 
breakdowns of the animations 
“Rendering with Natural Light” 
and “Fiat Lux,” shots from recent 
feature films, and examples of how 
they are used in commercial pack­
ages such as LightWave 3D. The 
course concludes with an overview 
of techniques to extend image-based 
lighting to people and objects in the 
real world.

Prerequisites
Basic knowledge of or experience 
with modeling and rendering in 
traditional modeling and rendering 
packages (for example 3D Studio 
Max, LightWave 3D, Maya, or 
Softimage). Familiarity with basic 
traditional CG lighting and composit­
ing. No advanced ray-tracing or 
global illumination knowledge is 
assumed.

Topics
High-dynamic-range photography, 
lighting acquisition, image-based 
lighting and compositing, real-time 
techniques, and ongoing research in 
illuminating real people and objects 
with sampled light. How the tech­
niques are used in actual productions 
and with particular software pack­
ages. Basic principles of light reflec­
tion and global illumination.

Organizer
Paul Debevec
USC Institute for Creative Technologies

Lecturers
Paul Debevec
USC Institute for Creative Technologies 
Dan Lemmon 
Digital Domain

Schedule

1:30 Introduction
Debevec

Global Illumination:
A Brief Overview
Lemmon

2:15 Capturing, 
Representing, and 
Manipulating High 
Dynamic Range 
Imagery (HDRI) 
Debevec

Capturing Real- 
World Illumination 
Debevec

Illuminating 
Synthetic Objects 
With Real Light 
Debevec

Making Rendering 
With Natural Light 
Debevec

3 Break

3:15 Rendering Synthetic 
Objects Into Real 
Scenes
Debevec

Image-Based 
Lighting in "Fiat 
Lux"
Debevec

3:40 Image-Based 
Lighting With 
Commercial 
Renderers and in 
Commercial 
Production 
Lemmon

4:15 Image-Based
Lighting Real Objects 
and Actors
Debevec

___________________________ Half Day
Room 502A 1:30 - 5 pm

15
Visualizing Relativity

For those who seek a deeper intu­
itive understanding of the theories 
of relativity and an introduction to 
how modern computer graphics tech­
niques can be adapted to visualize and 
simulate the physics of interacting 
light and matter under extreme con­
ditions. The first half of the course 
focuses on how relativistic effects 
can be intuitively understood starting 
from Euclidean 3D geometry. The 
second half concentrates on recent 
advances in photorealistic simulation 
of scenes and relativistic phenomena 
using computer graphics to show 
features that could never be seen in 
real life at human time and space 
scales.

Prerequisites
Substantial familiarity with conven­
tional mathematical methods of 3D 
computer graphics and prior expo­
sure to 3D rendering techniques. 
No prior knowledge of the theories 
of relativity is required. Attendees 
may find that some of the material 
covered in Course 5 provides useful 
background.

Topics
A geometric, intuitive approach to spe­
cial relativity. Minkowski diagrams. 
How relativistic transformations are 
related to familiar geometric concepts 
used in 3D rotations. Properties of 
light under the extreme conditions of 
both special and general relativity: 
changes of color, intensity, and direc­
tion of light, and gravitational light 
bending. Relativistic rendering 
techniques.

Organizers/Lecturers 
Andrew Hanson 
Indiana University 
Daniel Weiskopf 
Universitat Stuttgart

Schedule

1:30 Introduction
a. Motivation
b. 2D Euclidean vs 

Minkowski: Build 
Relativity Concepts 
From 2D Graphics

c. Spacetime Points and 
the Twin Paradox

d. Relativistic Objects, 
Cameras, and Imaging

Hanson

2:20 Visualization Methods 
in 3D and 4D 
a. 3D=2 Space+1 Time: 

Transformations
b. Multiple 

Transformations and 
Thomas Precession

c. Aberration of Light
d. Object Viewing: 

Occlusion, IBR, 
Terrell Effect

e. 4D=3 space+1 Time 
Hanson

3 Break
3:15 Light

a. Fundamentals
(Electromagnetic 
Wave, Photons, 
Plenoptic Function) 

b. Relativistic Effects
on Light (Aberration, 
Doppler and 
Searchlight Effects, 
Transformation of 
the Plenoptic Function) 

c. General Relativistic
Effects (Bending 
Light by Gravity, 
Gravitational Lensing)

Weiskopf

3:50 Rendering
a. Special Relativistic 

Rendering Methods 
(Polygon Rendering, 
Radiosity, Ray Tracing, 
Image-Based 
Rendering, Texture- 
Based Rendering)

b. General Relativistic 
Rendering (Ray 
Tracing, Image- 
Based Rendering)

Weiskopf

4:35 Interaction Techniques
a. Accelerated Motion of 

an Observer in Special 
Relativity

b. Interactive Virtual 
Environment

Weiskopf

4:45 Conclusion
Weiskopf

4:50 Questions and Answers 
All

Courses



SUNDAY, 12 AUGUST
Half Day

Room 408 1:30 - 5 pm

16
Gaming Techniques for
Designing Compelling Virtual Worlds

The world-building tricks of the 
computer game trade are a multi­
billion-dollar competition to build 
the most enticing and immersive 
virtual environments. Speakers 
describe their approaches to design­
ing environments, review their 
experiences (both good and bad), 
and showcase their latest 
technologies.

Prerequisites
None.

Topics
Community building and society 
design. World navigability by 
humans and artificially intelligent 
software agents. People flow and 
bottlenecks. The impact of design 
on technology, and of technology on 
design. Crossover between entertain­
ment systems and military-realm 
visual simulators.

Organizer
Michael Capps
Naval Postgraduate School

Lecturers
Yahn Bernier
Valve Software
Cliff Bleszinski 
Shane Caudle 
Epic Games 
Michael Capps 
Naval Postgraduate School 
Jesse Schell 
Walt Disney Imagineering

Schedule

1:30 Introduction
Capps

Building a Virtual
Reality From Reality
• Worlds With Realistic 

Terrain
• Building Textured 3D 

Models From Real 
Objects

• Case Study and 
Demonstration

Capps

2 Making Compelling 
Worlds
• Functionality, Flow, 

and Composition
• Dramatic Lighting and 

Sound
• Prefabricated Objects
• Case Study and 

Demonstration: Epic 
Games’ Unreal Engine

Bleszinski and

Caudle

2:50 Creating Immersive 
Multiplayer Action 
Experiences
• Maintaining Immersion 

and Responsiveness
• Prediction and 

Extrapolation
• Networking Paradoxes
• Case Study and 

Demonstration: Valve 
Software’s Half-Life 
and TeamFortress

Bernier

3 Break

3:15 Creating Immersive 
Multiplayer Action 
Experiences - continued

3:40 Designing for 
Community
• Lessons From Theme 

Park Design
• Geography and Motion
• Social Interaction

Drives Geography
• Case Study and 

Demonstration: 
Disney’s Toon Town 
Online

Schell

4:30 Conclusion and 
Questions and Answers 
All

_______________________________ Half Day
Room 502B 1:30 - 5 pm

17
Geometric Signal Processing on
Large Polygonal Meshes

Very large polyhedral models, which 
are used in more and more graphics 
applications today, are routinely gen­
erated by a variety of methods such as 
surface reconstruction algorithms 
from 3D scanned data, isosurface con­
struction algorithms from volumetric 
data, and photogrametric methods 
from aerial photography. This course 
provides an overview of several closely 
related methods designed to smooth, 
denoise, edit, compress, transmit, and 
animate very large polygonal models, 
based on signal-processing techniques, 
constrained energy minimization, and 
the solution of diffusion differential 
equations.

Prerequisites
Some familiarity with basic linear 
algebra and calculus, basic concepts 
of meshes, and standard representa­
tions of polygonal models.

Topics
Representation and operations on 
large polygonal meshes. Smoothing 
techniques. Fourier analysis on 
meshes and linear filter design. 
Smoothing with constraints. 
Smoothing by constrained energy 
minimization and implicit fairing. 
Multi-resolution editing and smooth­
ing. Preventing tangential drift by 
divided differences and curvature 
flow. Applications to subdivision 
surfaces. Applications to 3D geometry 
compression.

Organizers/Lecturers
Leif Kobbelt
Rheinisch-Westfälische Technische
Hochschule Aache
Gabriel Taubin
California Institute of Technology 
and IBM T J. Watson Research Center

Schedule

1:30 Introduction

1:35 • Representation of 
Polygonal Models

• Operations on Large 
Polygonal Meshes

• Laplacian Smoothing
• The Shrinkage Problem
• Fourier Analysis on 

Meshes
• Smoothing by Partial 

Fourier Expansion
• Smoothing as Low- 

Pass Filtering
• Taubin Smoothing
• FIR/IIR Filter Design
• Implicit Fairing/Multi- 

Resolution Modeling
• Smoothing With 

Constraints
• Preventing Tangential 

Drift by Curvature 
Flow

• Applications to 3D 
Geometry Compression

• Optimal Mesh 
Sampling Rate 
Conversion

• Adaptive Curvature- 
Based Resampling

• Filtering of Normal 
and Tensor Fields

• Non-Linear Filtering/ 
Anisotropic Diffusion

Taubin

3 Break

3:15 • Multiresolution 
Representations

• Coarse-to-Fine 
(Refinement, Remeshing)

• Fine-to-Coarse 
(Simplification)

• Detail Encoding
• Fairing by Constrained 

Energy Minimization
• General Set-Up
• Multi-Level Smoothing
• Fairing by Solving PDEs
• Linear PDEs
• Non-Linear PDEs
• Practical Aspects
• Multiresolution Editing
• Static Connectivity
• Dynamic Connectivity 
Kobbelt

4:40 Questions and Answers

Courses



Half Day
Room 406 1:30 - 5 pm

18Using Tensor Diagrams to Represent
and Solve Geometric Problems

Conventional matrix notation for 
algebraic geometry does not ade­
quately represent some concepts that 
are important in understanding and 
manipulating geometrical quantities. 
Better notational tools can be appro­
priated from the field of mathemati­
cal physics. This course focuses on 
one such tool, the tensor diagram 
(which is related to the Feynman 
diagram), and shows how it can 
improve notational convenience, 
solve many geometrical problems 
that would otherwise be very com­
plicated, and facilitate understanding 
of the algebraic structure of such 
problem.

Prerequisites
Familiarity with homogeneous-coor­
dinate geometry and basic matrix 
operations. Distaste for page-long 
algebraic expressions.

Topics
Review of homogeneous- 
coordinate math. Notational prob­
lems with matrices. Einstein Index 
notation. How tensor diagrams rep­
resent basic operations. Application 
of tensor diagrams to: 1D homoge­
neous equations (polynomials), 2D 
homogeneous equations (curves), 3D 
homogeneous equations (surfaces). 
Unsolved (at least to the knowledge 
of the speaker) problems.

Organizer/Lecturer 
James F. Blinn 
Microsoft Research

Schedule

1:30 Background and 
Goals
• Basic Homogeneous 

(Projective) Geometry
• Problems With 

Conventional Notation
Blinn

2 Overview of Tensor
Diagrams
• How They Solve 

Notational Problems
• Some Examples
• General Principles of 

Application
Blinn

2:30 1D Homogeneous 
Problems (Polynomials) 
• Second Order Roots 

and Resultants
Blinn

3 Break

3:15 1D Homogeneous 
Problems - continued
Blinn

3:45 2D Homogeneous 
Problems (Curves)
• Intersections and

Tangency
• Pascal’s Theorem
• Curve Shape Catalogs 
Blinn

4:30 3D Homogeneous 
Problems (Surfaces) 
• A Few Results 
Blinn

4:45 Review of Main
Points and Unsolved
Problems
Blinn

Half Day
West Hall B 1:30 - 5 pm

19
“Shrek”: The Story Behind the Screen

Creating a computer-generated fea­
ture-length movie requires an idea, 
the ability to visually develop the 
idea, and the tenacity to perform 
the arduous task of producing it. 
This course offers both an overall 
and a technical perspective on the 
PDI/DreamWorks movie-making 
process with a focus on some of the 
key areas in production of “Shrek”: 
art direction, character development, 
simulation, effects, lighting, and 
digital storytelling.

Prerequisites
Basic understanding of the principles 
of computer graphics and animation.

Topics
From “Antz” to “Shrek.” What is 
design? Generic character varia­
tions. The use of simulation in a 
computer-generated feature produc­
tion. “Shrek” effects and lighting. 
CG infrastructure. CG movie 
making. Staying innovative.

Organizers
Rachel Falk
Linda Rae Sande 
PDI/DreamWorks

Lecturers
Andrew Adamson 
Ken Bielenberg 
George Bruder 
Juan Buhler 
James Hegedus 
Arnauld Lamorlette 
Lucia Modesto 
Scott Singer 
Scott Peterson 
Vanitha Rangaraju 
Rob Vogt 
Mark Wendell 
PDI/DreamWorks

Schedule

1:30 Introduction
Jeffrey Katzenberg

1:40 From ANTZ to
SHREK 
Bielenberg

1:55 CG Infrastructure
Bruder

2:10 Production Design 
for Digital Motion 
Pictures 
Hegedus

2:30 Generic Character 
Variations 
Modesto and 
Rangaraju

3 Break

3:15 The Use of Simulation
Vogt and Singer

3:40 SHREK Effects 
Lamorlette and 
Peterson

4:30 SHREK Lighting
Wendell

Courses



SUNDAY, 12 AUGUSTHalf Day
Room 403 1:30 - 5 pm

20
Advanced Global Illumination

The fundamentals of light transport 
and techniques for computing the 
global distribution of light in a 
scene. All three components of a 
physically based renderer (material 
descriptions and scene geometry, 
simulation of light transport, and 
output of images) are explained, 
starting from fundamental princi­
ples. The main focus is on light­
transport simulation, since the quality 
and efficiency of a photo-realistic 
renderer is determined by its global 
illumination algorithm.

Prerequisites
A basic understanding of classic 
photo-realistic rendering algorithms, 
such as basic ray tracing and radiosity. 
Very helpful: knowledge of proba­
bility theory. Useful but not neces­
sary: some familiarity with transport 
equations and radiometry.

Topics
Short overview of rendering. 
Radiometry and the rendering equa­
tion. General strategies for global 
illumination algorithms. Path trac­
ing techniques. Stochastic radiosity 
algorithms. Current state of the art 
in photo-realistic rendering research.

Organizers
Philip Dutre 
Kavita Bala 
Cornell University

Lecturers
Kavita Bala 
Philip Dutre 
Cornell University 
Philippe Bekaert 
Max-Planck-Institut fur Informatik

Schedule

1:30 Introduction
Dutre

1:40 Radiometry and the 
Rendering Equation 
Bala

2:10 Strategies for Solving 
the Rendering 
Equation 
Dutre

3 Break

3:15 Stochastic Radiosity
Bekaert

4:20 Trends, Future
Research, Conclusions
Dutre, Bala and 
Bekaert

Half Day
West Hall A 1:30 - 5 pm

21
Seeing is Believing: Reality Perception 
in Modeling, Rendering, and Animation

Advances in image synthesis tech­
niques allow very precise simulation 
of light-energy distribution in a 
scene. Unfortunately, this does not 
ensure that the displayed image will 
have a high-fidelity visual appear­
ance. This course addresses tech­
niques to compare real and synthetic 
images, and identify important visual 
system characteristics. The ultimate 
result: significantly reduced render­
ing times. Case studies involving 
both static and dynamic images are 
presented, and their different per­
ception-metric requirements are 
compared and contrasted.

Prerequisites
Appreciation of the need for percep­
tion evaluation. No prior knowledge 
of metrics is assumed, although 
knowledge of human vision and 
image-quality metrics may be an 
advantage.

Topics
The nature of images; relevant issues 
in human visual perception and 
their investigation using pschophysi- 
cal methods; computational models 
of perception including spatial-fre­
quency and orientation channels and 
visual masking; computational 
metrics including visual difference 
predictors, the Sarnoff model, and 
animation quality metrics; and psy­
chophysical evaluation of image 
quality.

Organizers
Alan Chalmers 
University of Bristol 
Ann McNamara 
The University of Dublin

Lecturers
Alan Chalmers 
University of Bristol 
Scott Daly 
Sharp Laboratories of America, Inc. 
Ann McNamara 
The University of Dublin 
Karol Myszkowski 
Max-Planck-Institut fur Informatik 
Holly Rushmeier
IBM T.J. Watson Research Center
Tom Troscianko 
University of Sussex

Schedule

1:30 Introduction to the 
Perception of Reality 
Chalmers

1:40 Psychophysical Image 
Quality Metrics 
McNamara and 
Troscianko

3 Break

3:15 Computational Image 
Quality Metrics 
Daly

3:50 Metrics and 
Geometric 
Simplification 
Rushmeier

4:10 Applications in 
Rendering and 
Animation 
Myszkowski

4:45 Summary, Discussion 
and Questions 
All

Courses



MONDAY, 13 AUGUSTTutorial
CAL 10 am - noon

22
Intro to SMIL

SMIL (Synchronized Multimedia 
Integration Language) is an XML- 
based language that allows authors 
to write interactive multimedia 
presentations. Authors can specify 
the temporal behavior of a presenta­
tion, associate hyperlinks with media 
objects, and describe the layout of 
the presentation. In this tutorial, 
attendees learn the syntax of SMIL 
and author their own interactive 
presentations.

Prerequisites
A basic understanding of raw 
HTML.

Topics
Review of HTML and XML. Why 
we need SMIL. Current authoring 
tools and players. SMIL syntax.

Organizer/Lecturer 
Kathy Barshatzky 
Visual Book Productions, Inc.

Schedule

10 HTML: Markup 
History, Definitions 
and Problems 
Barshatzky

10:20 XML and DTD;
SMIL is XML-Based
Barshatzky

10:45 SMIL Players and 
Authoring Tools 
Barshatzky

11 SMIL Syntax 
Barshatzky

Half Day
CAL 1:30 - 5 pm

23
Motion Dynamics Animation Workshop

This hands-on workshop introduces 
animators to the principles and tech­
niques of motion-dynamics anima­
tion. Participants use workstations 
running Maya to understand the 
principles and apply them to a short 
animation project. A team of experi­
enced animation assistants provides 
assistance.

Prerequisites
Familiarity with the basic concepts 
and practice of 3D computer anima­
tion. Experience with motion 
dynamics or Maya software is not 
required.

Topics
The principles and practice of 
motion-dynamics simulations. 
Physical properties of objects, 
forces, collisions, rigid bodies and 
soft bodies, springs, and goal objects. 
Playback issues. Combining 
keyframed animation with 
motion-dynamics simulations.

Organizer/Lecturer 
Michael O’Rourke 
Pratt Institute

Schedule

Part 1: Rigid-Body 
Dynamics

1:30 Lecture
O’Rourke

1:45 Demonstration
O’Rourke

2 Tutorial Exercises
O’Rourke &
Animation Assistants

3 Break

Part 2: Soft-Body
Dynamics

3:15 Lecture
O’Rourke

3:30 Demonstration
O’Rourke

3:45 Tutorial Exercises
O’Rourke &
Animation Assistants

Areas of Interest

Animation & Special Effects

Art

Game Development & 
Interactive Techniques

Virtual Reality

Web-related

Courses



MONDAY, 13 AUGUSTFull Day
Petree Hall D 8:30 am - 5 pm

24
Real-Time Shading

Formerly titled Approaches for 
Procedural Shading on Graphics 
Hardware, this course explains the 
techniques behind shading on cur­
rent and future graphics hardware, 
from full procedural shading on 
advanced specialized hardware to 
limited, yet still surprisingly flexible, 
shading on unextended OpenGL, to 
the latest in PC graphics accelera­
tors. Attendees see several systems in 
action and learn the basic techniques 
in a series of technology overviews.

Prerequisites
Working knowledge of a modern 
real-time graphics API like 
OpenGL. Familiarity with the 
concepts of procedural shading.

Topics
How interactive procedural shading 
can be implemented using advanced 
programmable hardware, with more 
modest extensions to graphics hard­
ware, or even on existing graphics 
hardware. SIMD rendering hard­
ware, parameterized and procedural 
solid texturing, hardware extensions, 
multi-pass rendering, and new 
graphics APIs.

Organizer
Marc Olano
SGI

Lecturers
John C. Hart
University of Illinois at Urbana- 
Champaign

Wolfgang Heidrich
The University of British Columbia
Erik Lindholm
NVIDIA Corporation 
Michael McCool 
University of Waterloo

Bill Mark
Stanford University
Marc Olano
SGI

Ken Perlin
New York University

Schedule

8:30 Introduction
Olano

8:40 In the Beginning: 
The Pixel Stream 
Editor 
Perlin

8:55 Pixel Flow Shading
Olano

9:25 Hardware Shading
Effects
Heidrich

10 Break

10:15 Shading Through 
Multi-Pass Rendering 
Olano

10:50 Vertex Shaders 
Lindholm

11:25 Stanford Real-Time 
Programmable 
Shading System 
Mark

noon Lunch

1:30 Noise Hardware
Perlin

2:05 Sampling Procedural
Shaders
Heidrich

2:25 Procedural Solid
Texturing
Hart

3 Break

3:15 SMASH
McCool

3:30 Multi-Pass RenderMan
Olano

4:10 Analysis of Shading
Pipelines
Hart

4:35 Panel-Style Questions 
and Answers
All

Full Day
West Hall A 8:30 am - 5 pm

25
Physically Based Modeling

For researchers and implementers 
who hope to develop a solid under­
standing of physical methods as 
applied to animation and modeling, 
and particularly for attendees who 
want to implement physically based 
modeling techniques, and/or to read 
and critically appraise technical 
papers in the area. Bolstered by the 
extensive course notes, at the end of 
the course, students with good basic 
implementation skills should be able 
to implement the technique, not by 
rote but confidently and with under­
standing.

Prerequisites
A good working familiarity with 
mainstream computer graphics 
modeling and animation. In addi­
tion to the usual graphics math skills 
(familiarity with matrix and vector 
manipulations, and the like), a basic 
calculus course.

Topics
Modeling the dynamics of particle 
systems and rigid bodies. Basic 
numerical methods for differential 
equations, including implicit 
methods. Simulation of deformable 
surfaces. Collision and contact 
between objects.

Organizer
Andrew Witkin
Pixar Animation Studios

Lecturers
David Baraff 
Michael Kass 
Andrew Witkin 
Pixar Animation Studios

Schedule

8:30 Introduction

8:45 Differential Equation
Basics
Witkin

9:30 Particle Dynamics
Witkin

10 Break

10:15 Particle Dynamics - 
continued
Witkin

10:30 Implicit Methods
Baraff

11:15 Cloth and Fur Energy
Functions
Kass

noon Lunch

1:30 Rigid Body Dynamics
Baraff

2:15 Constrained
Dynamics 
Witkin

3 Break

3:15 Collision and Contact
Baraff

4 Dynamics in 
Monsters, Inc. 
All

Courses



Full Day
Room 515B 8:30 am - 5 pm

26 Internetworked 3D Computer Graphics:
Overcoming Bottlenecks, Supporting Collaboration,
and Stepping up to Wireless Connectivity

Networking concepts and issues for 
using and developing interactive and 
collaborative Internet-based graphics 
applications, including mobile, wire­
less, and wearable computing. Real­
time demonstrations and case-study 
implementations are highlighted and 
summarized during the entire course. 
Also featured: first-hand examples of 
the capabilities and tradeoffs involved 
when interactive 3D graphics are com­
bined with the Web and live informa­
tion streams across the Internet.

Prerequisites
Understanding of the fundamentals of 
an Introduction to Computer Graphics 
course and some prior experience in 
creating computer graphics content or 
a 3D application. Familiarity with 
computer graphics primitives.
Advanced knowledge of networking 
infrastructure concepts is not required.

Topics
The six components of Internetworked 
3D Graphics (connectivity, content, 
interaction, economics, applications, 
and personalization). The realities of 
implementing internetworked 3D 
Graphics (latency, content distribution, 
packet management, synchronization, 
geometry streaming, and large-world 
database management). The basics of 
the Internet Protocol. The Distributed 
Interactive Simulation (DIS) protocol, 
Wireless Application Protocol, and 
other behavior protocols. Fundamentals 
of collaborative 3D graphics applications 
and how they relate to Internet 
Engineering Task Force (IETF) 
standards.

Organizers
Theresa-Marie Rhyne
North Carolina State University

Robert Barton
Fraunhofer Center for Research in 
Computer Graphics

Lecturers
Don Brutzman
Naval Postgraduate School

Grantley Day
Electronic Arts Inc.
Michael Macedonia 
US Army STRICOM 
Theresa-Marie Rhyne 
North Carolina State University

Norbert Schiffner
Fraunhofer Center for Research in 
Computer Graphics

Schedule

8:30 Introduction
Rhyne and Barton

8:35 Overview of 3D 
Interactive Graphics 
Using the Internet 
Rhyne

9:05 The Realities of 
Implementing 
Internetworked 
3D Graphics 
Day

10 Break

10:15 Internetworked
Graphics: 
Capabilities, 
Shortfalls, Frontiers 
Brutzman

11 MBONE and Virtual 
Environment 
Demonstration 
Brutzman and All 
Instructors

noon Lunch

1:30 Integrating IETF 
Standards With 3D 
Programming 
Paradigms & Issues in 
Distributed Virtual 
Environments 
Barton

2:15 Collaborative Virtual 
Reality Demonstration 
Barton

3 Break

3:15 Distributed 
Experiences 
Macedonia

4 Distributed Virtual 
Environment 
and Game 
Demonstrations 
Macedonia and All 
Instructors

Full Day
Room 403 8:30 am - 5 pm

27
Augmented-Reality: The Interface is Everywhere

As computers become more and 
more invisible, and Augmented- 
reality (AR) allows developers to 
overlay virtual images on the real 
world, the user interface can literally 
be placed everywhere. This course 
gives attendees the background, 
skills, and software necessary to start 
developing AR applications. It sum­
marizes important research areas 
such as tracking and registration, 
interaction techniques, wearable AR 
systems, and hybrid AR interfaces. 
And it introduces attendees to 
ARToolKit, a software library they can 
use to build their own applications.

Prerequisites
Basic familiarity with 3D computer 
graphics, familiarity with virtual 
reality concepts and technology, and 
the mathematical principles com­
monly used in developing graphics 
applications. Programming experi­
ence with the OpenGL API.

Topics
Augmented-reality interface tech­
nology. Head tracking for AR. 
Interaction techniques for AR. 
Collaborative AR applications. 
Heterogeneous AR user interfaces. 
Mobile indoor and outdoor AR. 
Developing AR applications using 
ARToolkit.

Organizers
Dieter Schmalstieg 
Technischen Universitat Wien

Mark Billinghurst 
The University of Washington

Lecturers
Ronald Azuma 
HRL Laboratories, LLC 
Mark Billinghurst 
The University of Washington 
Tobias Höllerer 
Columbia University 
Hirokazu Kato 
Hiroshima City University 
Ivan Poupyrev
Sony Computer Science Laboratories, Inc.
Dieter Schmalstieg
Technischen Universität Wien

Schedule

8:30 Welcome
SCHMALSTIEG AND 

Billinghurst

8:40 Introduction
Azuma

9:30 Tracking
Azuma

10 Break/Demo Setup

10:15 Interaction
Poupyrev

11:15 Collaborative
Augmented Reality
Billinghurst

noon Lunch/Demo Session

1:30 Heterogeneous 
Augmented-Reality 
SCHMALSTIEG

2:40 Mobile Augmented-
Reality
Höllerer

3 Break/Demo Setup

4 AR ToolKit
Kato

5 Questions and
Answers
All

Courses



MONDAY, 13 AUGUST
Full Day

Room 502B 8:30 am - 5 pm

28
Introduction to Computer Graphics

This course helps newcomers ease 
into the SIGGRAPH conference 
experience. It introduces fundamen­
tal computer graphics ideas and 
vocabulary at a level that novices 
can easily comprehend. With slides, 
videotapes, online demos, and source 
code (available on the Courses CD- 
ROM and the Web), attendees learn 
to understand, appreciate, enjoy, and 
learn from other SIGGRAPH 2001 
programs and events.

Prerequisites
A basic understanding of computers 
and algebra.

Topics
Computer graphics from data to 
photons. Fundamentals of geometry, 
interaction, hardware, modeling, 
rendering, and animation.
Computer graphics applications 
such as scientific visualization, 
virtual reality, and Web graphics.

Organizer
Mike Bailey
San Diego Supercomputer Center and 
University of California at San Diego

Lecturers
Mike Bailey
San Diego Supercomputer Center and 
University of California at San Diego 
Andrew Glassner 
Writer and Consultant

Schedule

8:30 Welcome
Overview of the 
Course
Overview of the
Graphics Process
Graphics to Look At
Bailey

9 Modeling
Glassner

10 Break

10:15 Rendering
Glassner

11:15 Graphics Display
Hardware
Bailey

noon Lunch

1:30 Animation
Glassner

2:30 Scientific
Visualization
Bailey

3 Break

3:15 More Scientific
Visualization
Bailey

3:30 Input Devices
Bailey

3:45 Graphics on the 
World Wide Web 
Bailey

4 How to Attend a 
SIGGRAPH 
Conference 
Bailey

4:15 Finding Additional
Information
Bailey

4:30 Questions and
General Discussion
Glassner and Bailey

Full Day
Room 515A 8:30 am - 5 pm

29
State of the Art in Monte Carlo
Ray Tracing for Realistic Image Synthesis

Realistic image synthesis is increas­
ingly important in areas such as 
entertainment, design, and architec­
ture, and in all these areas, practi­
tioners are requesting more realistic 
images of increasingly complex 
models. Only Monte Carlo ray 
tracing techniques can handle this 
complexity. This course gives atten­
dees a thorough understanding of 
the principles of Monte Carlo ray 
tracing methods and a detailed 
overview of the most recently 
developed techniques.

Prerequisites
Good working knowledge of ray 
tracing and the basics of global illu­
mination, including knowledge of 
radiometric terms (such as radiance 
and flux) and basic reflection models 
(such as diffuse, specular, and 
glossy).

Topics
Basic Monte Carlo integration. 
Low-discrepancy sequences. 
Sampling of BRDF’s, lights, and 
geometry. Variance reduction tech­
niques. Path integral formulation. 
Path tracing and bi-directional path 
tracing. Metropolis light transport. 
The scattering equation. Biased 
techniques. Irradiance caching and 
photon mapping.

Organizer
Henrik Wann Jensen 
Stanford University

Lecturers
James Arvo
California Institute of Technology 
Marcos Fajardo
USC Institute for Creative Technologies 
Pat Hanrahan
Henrik Wann Jensen 
Stanford University
Don Mitchell

Matt Pharr 
Exluna, Inc.
Peter Shirley
University of Utah

Schedule

8:30 Introduction and
Welcome
Jensen

8:35 Fundamentals of 
Monte Carlo 
Integration 
Shirley

9:15 Quasi-Monte Carlo 
Techniques 
Mitchell

10 Break

10:15 Sampling Techniques
Arvo

11 Direct Illumination
Shirley

11:30 Variance Reduction
Techniques
Arvo

noon Lunch

1:30 Solving the
Rendering Equation
Hanrahan

2:30 Metropolis Sampling
Pharr

3 Break

3:15 Scattering Equations
Pharr

3:45 Monte Carlo Ray 
Tracing in Action 
Fajardo

4:05 Biased Techniques
Jensen

5 Conclusion and
Questions
All

Courses



Full Day
Room 404 8:30 am - 5 pm

30
Visibility: Problems, Techniques, and Applications

Visibility determination (the process 
of deciding what surfaces can be 
seen from a certain point) is one of 
the fundamental problems in com­
puter graphics. Its importance has 
long been recognized, and in net­
work-based graphics, virtual envi­
ronments, shadow determination, 
global illumination, culling, and 
interactive walkthroughs, it has 
become a critical issue. This course 
reviews fundamental issues, current 
problems, and unresolved solutions, 
and presents an in-depth study of 
the visibility algorithms developed 
in recent years, focusing on occlusion 
culling techniques.

Prerequisites
Understanding of the basics of 3D 
graphics. The course is not designed 
for experts in visibility.

Topics
Occlusion culling techniques, visibil­
ity complex, view volume culling, 
image space and object-space meth­
ods, the use of BSP trees and other 
hierarchical structures for visibility, 
solutions in games, hardware-assisted 
occlusion culling.

Organizer
Daniel Cohen-Or 
Tel Aviv University

Lecturers
Yiorgos Chrysanthou 
University College London 
Daniel Cohen-Or 
Vladlen Koltun 
Tel Aviv University
Fredo Durand
Massachusetts Institute of Technology
Ned Greene 
NVIDIA Corporation 
Claudio T. Silva 
AT&T Labs

Schedule

8:30 Course Introduction
Cohen-Or

8:40 An Overview of the 
Fundamental 
Definitions and 
Concepts 
Durand

9:40 Hierarchical 
Techniques for 
Culling 
Chrysanthou

10 Break

10:15 Hierarchical 
Techniques for 
Culling - continued 
Chrysanthou

10:40 Object Space 
Techniques 
Silva

noon Lunch

1:30 Image Space 
Techniques 
Greene

2:15 Viewspace 
Partitioning and 
From-Region 
Visibility 
Cohen-Or

3 Break

3:15 Area Visibility
Koltun

4:20 Hardware-Assisted 
Occlusion-Culling 
Greene

5 Final Questions and 
Discussion

Full Day
Room 406 8:30 am - 5 pm

31
Computer Graphics for
Large-Scale Immersive Theaters

Large-scale video projection of 
immersive environments is revolu­
tionizing planetaria and dome 
theaters worldwide. Using multiple 
edge-blended video projectors, these 
systems project ultra-wide-field-of- 
view, high-resolution images on 
dome screens. This course surveys 
large-scale immersive video systems 
offered by major manufacturers and 
showcases several new installations 
and their productions. Industry 
leaders provide a comprehensive 
look at both real-time and pre-ren­
dered immersive video production 
techniques for entertainment and 
education applications.

Prerequisites
General knowledge of basic com­
puter graphics theory and practice, 
including perspective projection, 
modeling, rendering, and animation. 
Also helpful: general knowledge of 
video projection and visual display 
basics.

Topics
Immersive show production 
philosophy and spherical projection 
basics including edge-blended video 
projection. Production techniques: 
spherical rendering, cubic rendering, 
image stitching, spherical image 
mapping, real-time multi-pipe 
image generation, and group inter­
activity with real-time graphics 
systems.

Organizer 
Ed Lantz 
Spitz, Inc.

Lecturers
Carter Emmart
American Museum of Natural History
Ed Lantz
Brad Thompson 
Spitz, Inc.
Martin Ratcliffe 
Exploration Place, Inc. 
Ben Shedd 
Princeton University and Shedd 
Productions, Inc.

Schedule

8:30 Introduction to 
Large-Scale 
Immersive Theaters 
Lantz

9:15 Principles of 
Immersive Imagery 
Shedd

10 Break

10:15 Spherical Image 
Generation and 
Projection 
Lantz

11 Immersive Rendering
Basics
Thompson

noon Lunch

1:30 Immersive Rendering 
Basics - continued 
Thompson

2 Tools and Techniques 
for Real-Time Dome 
Production and 
Education 
Emmart

3 Break

3:15 Real-Time Interactive 
Show Production for 
the Boeing Cyber 
Dome 
Ratcliffe

4:15 Immersive Rendering 
Examples and Case 
Studies

5 Wrap-Up and 
Questions and 
Answers 
Lantz

Courses



MONDAY, 13 AUGUST
Full Day

Petree Hall C 8:30 am - 5 pm

32
Nonphotorealistic Rendering
in Scientific Visualization

For graphics researchers and practi­
tioners who want to understand 
how to create expressive nonphoto­
realistic images that can be inter­
preted effectively by the human 
visual system: An introduction to art 
theory and art history, painterly 
techniques, nonphotorealistic ren­
dering, and visual perception, and 
their application in computer graph­
ics. The course includes an in-depth 
description of stylistic techniques in 
sketching and painting, followed by 
an explanation of their correspon­
dence to human perception. Then it 
focuses on how these results can be 
applied to real computer graphics 
applications, including scientific and 
information visualization, volume 
rendering, and image synthesis.

Prerequisites
Some experience in graphics and/or 
visualization. Not required: prior 
knowledge of or background in 
artistic techniques or perceptual 
psychology.

Topics
Building from fundamental artistic 
theory and styles and issues of low- 
level human vision, the course pro­
ceeds to a higher-level discussion of 
how to use this information to solve 
specific problems in computer 
graphics and scientific visualization.

Organizer
Christopher G. Healey 
North Carolina State University

Lecturers
Christopher G. Healey 
North Carolina State University 
Victoria Interrante 
University of Minnesota 
David Kremers
California Institute of Technology
David Laidlaw 
Brown University 
Penny Rheingans 
University of Maryland, Baltimore County

Schedule

8:30 Introduction
Laidlaw

8:40 Artistic Enhancement 
in Scientific 
Visualization 
Interrante

10 Break

10:15 Participant Painting 
Session, Introduction 
Laidlaw and 
Kremers

10:55 Participant Painting
Session
Kremers (and other 
instructors)

noon Lunch

1:30 Participant Painting 
Session - continued 
Kremers (and other 
instructors)

2:15 Impressionism, 
Perception, and 
Multidimensional 
Visualization 
Healey

3 Break

3:15 Artistic Inspiration 
for Volume Rendering 
Rheingans

3:50 Expressive Volume
Rendering
Rheingans

4:30 Beyond Perceptual
Psychology With Oil
Painting
Laidlaw

5:10 Conclusions and 
Wrap-up

Full Day
Room 502A 8:30 am - 5 pm

33
New Directions in Shape Representations

Several recently developed shape 
representations go beyond conven­
tional surface and volume represen­
tations, and offer advantages for 
compression, transmission, editing, 
rendering, and complex shapes. In 
this course, some of the world’s lead­
ing computer graphics researchers 
summarize the state of the art in 
shape representations and provide 
detailed information, including 
pseudo-code, on how to implement 
the various techniques. The course 
includes hands-on experience with 
various applications, including face 
modeling, sculpting, and 3D scanning 
of real-life objects.

Prerequisites
Familiarity with advanced 3D 
graphics techniques.

Topics
Displaced subdivision surfaces. 
Digital geometry processing with 
semi-regular meshes. Surface ele­
ments as rendering primitives. 
Wavelets as volume primitives. 
Adaptively sampled distance fields. 
Image-based representations. The 
course concludes with a panel on 
the future of alternative shape 
representations followed by an 
open discussion with the audience.

Organizers
Hanspeter Pfister
Mitsubishi Electric Research Laboratory
Alyn Rockwood
Colorado School of Mines

Lecturers
Sarah Frisken 
Ronald Perry 
Hanspeter Pfister 
Mitsubishi Electric Research Laboratory 
Markus Gross
Eidgenbssische Technische Hochschule 
Zurich
Leonard McMillan
Massachusetts Institute of Technology 
Henry Moreton
NVIDIA Corporation
Alyn Rockwood
Colorado School of Mines
WIM SWELDENS
Lucent Technologies, Bell Laboratories

Schedule

8:30 Welcome and 
Introduction 
Pfister

8:45 Motivation and 
Overview 
Rockwood

9:15 Displaced Subdivision
Surfaces
Moreton

10 Break

10:15 Normal Meshes
SWELDENS

11:15 Point-Based Graphics 
and Visualization 
Pfister

noon Lunch

1:30 Surface
Representations and 
Signal Processing 
Gross

2:15 ADFs - Adaptively 
Sampled Distance 
Fields
Frisken and Perry

3 Break

3:15 Image-Based 
Representations 
McMillan

4:15 Questions and 
Answers

4:45 Adjourn

Courses



Full Day
Room 408 8:30 am - 5 pm

34User-Interface Design for
Work, Home, and on the Way

Skillful graphic design of graphical 
user interfaces for networked or 
stand-alone performance or produc­
tivity tools, mobile devices, informa­
tion-appliances, and the Web, is 
critical to the success of innovative 
products. This course gives software 
developers, visual designers, interac­
tion designers, marketers, and busi­
ness managers valuable insight into 
essential design issues and how to 
achieve powerful, effective visual 
communication that improves 
usability and appeal. Extensively 
illustrated lectures cover perceptual, 
conceptual, and communication 
issues in typography, symbol 
systems, color, spatial composition, 
animation, and sequencing.

Prerequisites
None.

Topics
Market: existing national and 
global products and customer bases, 
including cross-cultural issues. 
Compatibility: corporate clients 
with multiple user interfaces, 
browsers, platforms. Industry 
standards: ISO, ANSI, intellectual 
property, and CHI/IEEE activities. 
Branding: establishment of strong 
corporate and product identity. 
Development environment: estab­
lishment of user-interface design 
teams. User-centered design: cus­
tomizability for developers and 
end users. Productivity: relation to 
documentation, training, and 
marketing.

Organizer
Aaron Marcus
Aaron Marcus and Associates, Inc.

Lecturers
Luke Ball
Eugene Chen 
Larry Guan 
Uri Kochavi 
Aaron Marcus 
Aaron Marcus and Associates, Inc.

Schedule

8:30 Visual 
Communication 
Principles 
Marcus

9:30 Grids
All

10 Break

10:15 Semiotics, Icon
Design
All

11:15 Icon Design Project 
All

noon Lunch

1:30 Graphic Design of 
Dialogue 
All

2:30 Dialogue Design
Project
All

3 Break

3:15 Designing 
Applications for the 
Web
Chen

3:45 Extreme Design of 
Baby Faces 
Marcus

4 Metaphor Design and
Project
All

_______________________________ Full Day
See below for location 9 am - 5 pm

35
The Technology and Practice of
Digital Cinema (D-cinema)

HDTV equipment using the 1920 x 
1080 image format now achieves 
spatial resolution comparable to film. 
Efforts are nearly complete to adapt 
HDTV cameras and recorders to 
the 24 frames per second of film. 
And electronic projection now 
matches the brightness and spatial 
resolution of the cinema. This 
course describes the technology of 
D-cinema acquisition and display, 
and discusses the interface between 
D-cinema and digital-image creation 
and editing.

Prerequisites
Some experience creating or manip­
ulating digital images. Familiarity 
with film or video, and with color 
science and color image coding, 
perhaps gained through attending 
a color course at a previous 
SIGGRAPH conference.

Topics
D-cinema image coding, acquisition, 
real-time recording, color issues, dis­
play technology, transfer of film to 
D-cinema release, and D-cinema 
exhibition.

Organizer 
Charles Poynton

Lecturers
Chuck Harrison 
Far Field Associates, LLC 
Isaac Kerlow 
The Walt Disney Company 
Fred Meyers 
Industrial Light + Magic 
Charles Poynton

Arjun Ramamurthy 
Warner Bros.
Bill Werner 
Texas Instruments Incorporated

Schedule

9 Introduction
Poynton

9:15 D-cinema Acquisition
Meyers

10 Break

10:15 DLP Cinema 
Technology 
(Projection) 
Werner

11:15 Color Representation 
for D-cinema, I 
Harrison

noon Lunch

1:30 Color Representation 
for D-cinema, II 
Harrison

1:45 Color Management 
for D-cinema 
Ramamurthy

3 Break

3:15 Mastering Movies for 
a Digital Release 
Kerlow

4:30 Questions and Answers
All

Location
The Digital Cinema Course will 
be held at the University of 
Southern California, Digital 
Cinema Laboratory at the Pacific 
Theatre, Hollywood Boulevard 
and Wilcox Avenue.

Buses will depart from the LACC 
(outside West Hall A) to the 
Pacific Theatre starting at 7:45 
am and returning to LACC at 
5:15 pm. The trip is about 30 
minutes. A taxi ride, if you’d 
rather not wait for the bus, will 
be about $20 and should take 
about 20 minutes.

The course is intended as a full- 
day event. There will be two 
short breaks and a lunch break. 
There will be a small selection of 
food available for purchase at the 
theatre, and there are several 
restaurants within a couple 
blocks of the theatre.

Courses
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Full Day
West Hall B 8:30 am - 5 pm

36  From Ivory Tower to Silver Screen:
Visual Effects Companies Reveal How Research 
and Development Finds its Way Into Production

At the local multiplex, we experi­
ence incredible images that make us 
cheer for the computer-generated 
hero, laugh when a pig converses 
with a dog, or cower at monsters 
that exist only as pixels. Those 
effects start in the minds of artists, 
scholars, programmers, and scien­
tists who turn their work into 
images that manipulate space, ani­
mate extinct species, or make time 
stand still. In this course, presenters 
from six top visual effects companies 
discuss the many ways they used 
research to augment production of 
this year’s major feature films, 
including “How the Grinch Stole 
Christmas,” “Monsters, Inc.,” 
“Shrek,” “Stuart Little 2,” and “AI.”

Prerequisites
Some understanding of computer 
graphics and visual effects. Interest 
in visual effects production, film 
making, software development, 
research and development, and the 
production pipeline.

Topics
Production and R&D pipelines. Use 
of scientific research as a function 
separate from and integrated into 
production. Fur creation and 
dynamics. Researching and creating 
feathers and flight. Human percep­
tion as it applies to 3D stereoscopic 
images. Photomodeling and hair 
combing. Tracking, volumetries, 
rendering, modeling, lighting, and 
other visual effects techniques.

Organizers 
Jill Smolin 
Cinesite
Pam Hogarth
Gnomon School of Visual Effects

Lecturers
Armin Bruderlin, Jay K. Redd 
Sony Pictures lmageworks Inc.
Bob Cook, John Gibson, 
Doug Roble
Digital Domain
Michael Fong, Mark Henne 
Pixar Animation Studios
Tony Hudson 
Steve Sullivan 
Industrial Light + Magic

John P. Lewis 
David Oliver 
The Secret Lab

William Seneshen 
Simon J. Smith 
PDI/Dream Works

Stuart Sumida
California State University at 
San Bernardino

Schedule

8:30 Introduction
Smolin

8:45 Pixar
Fong and Henne

9:45 Sony Pictures 
lmageworks 
Bruderlin, Sumida, 
and Redd

10 Break

10:15 Sony Pictures 
lmageworks 
- continued 
Bruderlin, Sumida, 
and Redd

11 The Secret Lab
Lewis and Oliver

noon Lunch

1:30 PDI/DreamWorks
Smith and Seneshen

2:30 Digital Domain
Cook, Roble, and 
Gibson

3 Break

3:15 ILM
Sullivan and Hudson

4:40 Closing Comments
Smolin

Full Day
Room 511 8:30 am - 5 pm

37
Commodity-Based Scalable Visualization

A new approach to scalable graphics 
systems proposes to assemble clusters 
of PC-like nodes that include 3D 
hardware acceleration. This cluster­
ing approach can also be used to 
drive multiple displays arranged in a 
tiled configuration that generates a 
single high-resolution display. The 
challenge is to demonstrate that the 
aggregate performance of such sys­
tems can be harnessed effectively, 
especially for large datasets. This 
course surveys efforts to develop 
such systems.

Prerequisites
Interest in parallel graphics and 
visualization for large graphics and 
visualization applications. Some 
familiarity with 3D graphics systems 
and applications.

Topics
Scalable graphics architectures, sci­
entific visualization, parallel visuali­
zation and rendering (polygonal and 
volume), graphics sorting, PC 
graphics, display technology and 
tiled-display systems, and hardware 
integration approaches for building 
cluster-based graphics systems. How 
parallel rendering can be achieved 
on clustered architectures. Overview 
of recent results.

Organizer
Constantine Pavlakos 
Sandia National Laboratories

Lecturers
Matthew Eldridge 
Greg Humphreys 
Stanford University 
Adam Finkelstein 
Princeton University 
Randall Frank 
Lawrence Livermore National Laboratory 
Alan Heirich
Compaq Computer Corporation
Allen McPherson
Los Alamos National Laboratory 
Constantine Pavlakos 
Sandia National Laboratories

Schedule

8:30 Introduction/
Motivation
Pavlakos

9 Parallel Rendering
Overview
Eldridge

10 Break

10:15 Graphics Cluster 
Components and 
Clustering Issues, 
Graphics Hardware 
and Interconnects 
Frank

11 Tiled Displays
Finkelstein

noon Lunch

1:30 Overview of Existing 
Systems and Current 
Results, DOE Lab 
Efforts
Pavlakos and 
McPherson

2:30 Stanford’s Multi­
Graphics Research
Humphreys

3 Break

3:15 Princeton’s Scalable
Display Research
Finkelstein

3:45 Compaq/Tandem’s 
Compositing 
Network
Heirich

4:15 An Open-Source, 
Parallel Rendering 
API Effort 
Humphreys

4:45 Closing Remarks
All

Courses
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Half Day

Room 515A 8:30 am - noon

38
A Practical Guide to Global Illumination
Using Photon Mapping

An advanced half-day course on 
efficient and practical implementa­
tion of global illumination and shad­
ing algorithms based on photon 
maps. The presentation covers effi­
cient techniques and data structures 
for generating photon maps, includ­
ing projection maps and Russian- 
roulette-based sampling; how to effi­
ciently integrate information from 
photon maps in shading algorithms 
to render global illumination effects 
such as caustics, color bleeding, and 
participating media; how to use 
importance to build more efficient 
and compact photon maps; and 
several useful and practical tricks 
that significantly improve the speed 
of the photon map method.

Prerequisites
A good working knowledge of glob­
al illumination algorithms, especially 
Monte Carlo ray-tracing-based 
methods.

Topics
Photon tracing, photon scattering, 
building the photon map, rendering 
of caustics, color bleeding, partici­
pating media (including subsurface 
scattering), visual importance, and 
recent research in photon mapping.

Organizer
Henrik Wann Jensen 
Stanford University

Lecturers
Per H. Christensen 
Square USA
Henrik Wann Jensen 
Stanford University
Frank Suykens
Katholieke Universiteit Leuven

Schedule

8:30 Introduction and
Welcome
Jensen

8:35 Overview of Global 
Illumination 
Jensen

8:50 Photon Tracing: 
Building the Photon
Maps
Jensen

9:30 Rendering Using 
Photon Mapping 
Jensen

10 Break

10:15 Importance Sampling 
With the Photon Map 
SUYKENS

10:45 Making the Photon 
Map Faster 
Christensen

11:15 Photon Maps in 
RenderPark 
SUYKENS

11:30 Photon Maps in 
Movie Production 
Christensen

11:45 Final Remarks and
Questions
Jensen

Half Day
Room 404 8:30 am - noon

39
3D Hardcopy: Converting
Virtual Reality to Physical Models

Traditionally, computer graphics has 
rendered 3D virtual objects in 2D, 
but the latest 3D rapid-prototyping 
technologies can quickly and easily 
transform a 3D computer model 
into a physical 3D model. In this 
course, attendees learn about com­
mercial rapid-prototyping systems 
and promising new technologies. 
The course also covers software 
techniques used to transform a VR 
model into realizable geometry and 
a process plan for a rapid-prototyp­
ing system. Speakers present case 
studies from a variety of application 
areas.

Prerequisites
Some familiarity with 3D 
geometric modeling concepts.

Topics
Overview and comparison of 
commercial 3D rapid-prototyping 
systems and processes still under 
development. Software techniques, 
interchange issues, and process 
planning. Case studies, from visuali­
zation models to working prototype 
parts.

Organizers
Sara McMains 
Carlo Sequin 
University of California, Berkeley

Lecturers
Mike Bailey
San Diego Supercomputer Center and 
University of California at San Diego 
Richard Crawford 
University of Texas at Austin 
Sara McMains 
Carlo Sequin
University of California, Berkeley

Schedule

8:30 Introduction
McMains

8:40 Commercial 3D 
Rapid Prototyping 
Processes
Bailey, Sequin, and 
Crawford

9:45 New Processes With
New Materials
Crawford

10 Break

10:15 Software and 
Interchange Issues 
McMains

10:45 Application Areas 
Bailey, Sequin, and 
Crawford

11:45 Summary, Questions 
and Answers

Courses
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Half Day
Room 404 1:30 - 5 pm

40

Practical Parallel Processing for Today’s

Rendering Challenges

High-quality images and animations 
can be rendered in reasonable time 
with parallel processing. But careful 
planning is required, to balance the 
processing load and reduce commu­
nication between subtasks for faster 
processing. This course reviews the 
basic issues involved in rendering 
within a parallel or distributed com­
puting environment. It presents var­
ious methods for dividing the origi­
nal rendering problem into subtasks 
and distributing them efficiently to 
independent processors. It also 
examines the strengths and weak­
nesses of multiprocessor machines 
and networked render farms for 
graphics rendering.

Prerequisites
Some knowledge of rendering tech­
niques (ray tracing, radiosity, and 
Renderman). No prior knowledge of 
parallel or distributed processing is 
assumed.

Topics
Basic issues involved in rendering 
in a parallel environment: task 
subdivision, load balancing, task 
communication, task migration, and 
data management. Parallel render­
ing systems. Rendering techniques 
and hardware.

Organizers
Alan Chalmers 
University of Bristol 
Timothy Davis 
Clemson University

Lecturers
Alan Chalmers 
University of Bristol 
Timothy Davis 
Clemson University 
Toshiaki Kato 
Square USA
Erik Reinhard
University of Utah

Schedule

1:30 Introduction
Davis

1:40 Parallel/Distributed
Rendering Issues
Chalmers

2:20 Classification of
Parallel Rendering
Systems
Davis

2:40 Practical Applications 
- Distributed 
Computing and 
Spatial/Temporal 
Coherence
Davis

3 Break

3:15 Practical Applications 
- Real-Time Ray
Tracing
Reinhard

4 Practical Applications 
- The Kilauea 
Massively Parallel 
Ray Tracer and 
“Final Fantasy” 
Kato

4:45 Summary
Chalmers

4:50 Discussion and
Questions
All

Half Day
Room 515A 1:30 - 5 pm
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How to Give a Great SIGGRAPH Talk

According to urban legend, opinion 
polls reveal that human beings fear 
public speaking more than death. 
One of the most demanding public­
speaking environments is the annual 
SIGGRAPH conference, where 
audience expectations are dauntingly 
high. There are specific, practical 
ways to make public speaking 
less terrifying, and to create presen­
tations that will satisfy even a 
SIGGRAPH audience. This course 
shows how to prepare and deliver a 
great talk that is appropriate for 
Papers, Panels, Courses, Sketches 
& Applications, or even the real 
world beyond SIGGRAPH.

Prerequisites
None.

Topics
Identifying your subject. Organizing 
your thoughts. Preparing a proposal. 
Creating great slides and notes. 
Getting permissions. Text and 
imagery. Creating course notes. 
File formats, fonts, graphics, and 
other production issues. Mental 
preparation for the talk. Physical 
aspects of performance (how to 
stand, move, breathe). How to begin 
and end. Effective use of two slide 
projectors. Using video. Giving 
demonstrations. What to do if 
you panic. Handling equipment 
malfunctions.

Organizer
Charles Poynton

Lecturers
James F. Blinn 
Microsoft Research
Andrew Glassner 
Writer and Consultant
Barbara Morris

Charles Poynton

Schedule

1:30 Morris

2 Blinn

2:45 Poynton

3 Break

3:15 Poynton

3:45 Glassner

4:30 Questions and
Answers
All

Courses



________________________________ Full Day
Room 515B 8:30 am - 5 pm
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Seeing in 3D

“Stand a cube on its corner. What is 
the shape of a horizontal cross-sec­
tion taken at half the height of this 
object?” About four percent of 
human beings can reason about 3D 
space well enough to answer this 
question easily and confidently. For 
most of us, 3D problems lead to 
confusion or even panic. This course 
offers a series of exercises for think­
ing in 3D. The result: attendees 
can develop 3D thinking skills 
independently.

Prerequisites
Familiarity with some basic geomet­
ric ideas, such as “two planes meet 
in a straight line.” No serious math 
required.

Topics
Why we don’t think in 3D. Optical 
illusions. Principles and examples of 
3D thinking. Problems that are sim­
pler in 3D. Applications: road safety. 
The consequences of 3D thinking.

Organizers/Lecturers 
Geoff Wyvill 
University of Otago 
Bob Parslow 
Consultant

Schedule

8:30 Introduction

1D and 2D Thinking

Cube Puzzles

Building Shapes in
Layers
Wyvill and Parslow

10 Break

10:15 The Eye, Illusions

Lines and Cubes
Wyvill and Parslow

noon Lunch

1:30 Solids of Intersection

Origami and Tensegrity
Wyvill and Parslow

3 Break

3:15 Illusions and Road
Safety

Understanding
Structure

Questions and
Wrap-Up
Wyvill and Parslow

Full Day
CAL 8:30 am - 5 pm
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Aggressive Performance
Optimizations for 3D Graphics

Through hands-on experience with 
actual performance measurements, 
analysis, and optimizations using 
well-established methodologies and 
techniques, this course imparts a 
working knowledge of performance 
optimizations for 3D graphics pro­
grams in relationship to algorithmic 
design, coding, and data representa­
tion. Attendees learn tool usage and 
optimization methodology in a series 
of exercises on actual, platform­
independent code. Approaches 
include: 3D algorithmic optimiza­
tions and restructuring for target 
platforms, performance analysis 
with available profiling and event­
based tools, coding techniques for 
performance, and data representa­
tion for efficient processing on target 
platform/CPU architectures.

Prerequisites
Basic knowledge of C + + and intro­
ductory knowledge of platform 
architecture.

Topics
Hardware: platform architecture, 
basic CPU architecture including 
SIMD extensions, memory subsys­
tems, graphics cards. Software: data 
representation and organization and 
how it affects performance, code 
optimizations, memory optimiza­
tions, SIMD optimizations, high- 
level algorithmic optimizations.

Organizer
Haim Barad 
Intel Corporation

Lecturers
Haim Barad 
Dean Macri 
Kim Pallister 
Intel Corporation 

Eric Haines 
Autodesk, Inc.
Alex Klimovitski 
Intel Corporation

Schedule

8:30 Welcome and 
Overview 
Barad

8:45 3D Algorithmic 
Optimizations 
Haines

10 Break

10:15 Implementations for 
Bandwidth Reduction 
Pallister

11:30 Architecture and 
Microarchitecture 
Issues 
Barad

noon Lunch

1:30 Optimizations Lab
Klimovitski

3 Break

3:15 Analysis Tools and
Lab
Macri

4:25 3D Optimizations for 
Handhelds
Barad

4:55 Summary, Wrap-Up, 
Questions, Feedback 
All

Areas of Interest

Animation & Special Effects

Art

Game Development & 
Interactive Techniques

Virtual Reality

Web-related

Courses



TUESDAY, 14 AUGUST
Full Day

Room 408 8:30 am - 5 pm
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Advanced Topics in 3D User Interface Design

3D interaction allows users to perform 
tasks freely in three dimensions rather 
than within the limited 2D desktop 
metaphor of conventional graphical 
interfaces. This course builds on a 
SIGGRAPH 2000 Course, “3D User 
Interface Design: Fundamental 
Techniques, Theory, and Practice,” to 
present a more detailed discussion of 
implementation issues and strategies, 
including the mathematical basis for 
various techniques and software tools. 
It also reviews strategies for 3D inter­
face design, methods for integrating 
diverse interaction techniques into 
applications, methods for usability 
evaluation of 3D interfaces, and 3D 
interaction in specialized interface 
styles such as augmented-reality and 
ubiquitous computing.

Prerequisites
Familiarity with basic concepts in 
human-computer interaction and/or 
user interfaces. Basic knowledge of 
3D graphics and virtual environ­
ments. Knowledge of or experience 
with simple 3D interaction tech­
niques for navigation, selection and 
manipulation, and system control.

Topics
Implementation details of funda­
mental 3D interaction techniques for 
navigation, selection, manipulation, 
and system control. Advanced 3D 
interaction techniques, metaphors, 
and design strategies. How to inte­
grate interaction techniques into a 
consistent and usable application.
Methods and approaches for usabili­
ty evaluation and analysis of 3D 
interaction. 3D interaction in 
augmented-reality environments.

Organizer
Doug Bowman
Virginia Tech

Lecturers
Doug Bowman
Virginia Tech
Mark Mine
Walt Disney Imagineering
Joseph LaViola
Brown University
Ivan Poupyrev
Sony Computer Science Labs

Schedule

8:30 Welcome and 
Introduction 
Bowman

8:40 Review of 3D 
Technology 
LaViola

9:15 Basic 3D Interaction
Techniques
Bowman

10 Break

10:15 Advanced 3D 
Interaction 
Techniques 
LaViola

11:00 Interaction Metaphors 
and Strategies 
POUPYREV

11:30 Adapting 2D
Interfaces to 3D
Applications
LaViola

noon Lunch

1:30 3D Interaction in 
Non-Immersive 
Environments 
POUPYREV

2:30 Evaluation of 3D
Interfaces
Bowman

3 Break

3:15 Industrial Perspective 
on 3D Interfaces 
Mine

4:15 Panel Discussion
All

___________ Full Day
Room 502B 8:30 am - 5 pm
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Advanced Issues in Level of Detail

Level of Detail (LOD) methods have 
been established as crucial tools for 
managing scene complexity in inter­
active 3D graphics. This advanced 
course addresses current research, 
including LOD error metrics, 
appearance-preserving simplifica­
tion, variable-precision rendering, 
controlled reduction of topology 
during simplification, memory- 
coherent simplification, and view­
dependent LOD. It also explores 
related questions in perceptual 
psychology: What degradation of 
detail will be perceptible? What 
tradeoff between fidelity and frame 
rate is appropriate for different 
tasks?

Prerequisites
Knowledge of the basic LOD 
concept and experience with interac­
tive graphics systems. Some experi­
ence with LOD. A desire to become 
a sophisticated LOD user.

Topics
LOD creation: appearance-preserv­
ing simplification, parallel LOD 
computation, controlled topology 
reduction. Alternative LOD frame­
works: dynamic and view-depend­
ent LOD, memory-coherent and 
out-of-core LOD. Underpinnings: 
classifying LOD error metrics, per­
ceptual analysis of degradation in 
detail, the fidelity/performance 
tradeoff, other perceptual issues.

Organizer
David Luebke
University of Virginia

Lecturers
Jonathan Cohen
The Johns Hopkins University
David Luebke
University of Virginia
Martin Reddy 
SRI International
Amitabh Varshney 
University of Maryland 
Benjamin Watson 
Northwestern University

Schedule

8:30 Welcome, 
Introductions 
Luebke

8:50 Frameworks: Static 
Versus View- 
Dependent LOD 
Luebke

10 Break

10:15 Algorithms:
Algorithms and 
Approaches for 
Simplification 
Varshney

11:30 Fidelity: Measuring 
Error and Preserving 
Appearance 
Cohen

noon Lunch

1:30 Fidelity - continued
Cohen

2 Perception:
Understanding and 
Applying Visual 
Perception
Reddy

3 Break

3:15 Tradeoffs: Balancing 
Fidelity and 
Performance 
Watson

4:30 Panel: Issues, Trends, 
and Important 
Questions in LOD 
All

Courses



Full Day
Room 406 8:30 am - 5 pm

46
Acquisition and Visualization of
Surface Light Fields

Light fields parameterized on the 
geometry of an object offer a natural 
and intuitive description of complex 
radiance data. Unfortunately, acqui­
sition, efficient representation, and 
fast rendering of surface light fields 
pose many problems. This course 
describes several practical methods 
for registering the radiance data of 
physical objects with their geometry 
and presents different surface 
light field representations that are 
compact and suitable for interactive 
rendering.

Prerequisites
Basic knowledge of rendering and 
illumination, including reflectance 
models, shading, and texture 
mapping. Some knowledge of 3D 
modeling from images is helpful 
but not required.

Topics
Geometry reconstruction, acquisi­
tion of light field data, recovering 
reflectance models from photo­
graphs, compression and synthesis 
of reflectance data, surface light field 
representations, hardware-accelerated 
rendering of surface light fields, sur­
face light fields for computer games 
and visualization.

Organizer
Radek Grzeszczuk 
Intel Corporation

Lecturers
Jean-Yves Bouguet 
Radek Grzeszczuk 
Intel Corporation 
Leonard McMillan 
Massachusetts Institute of Technology 
Hanspeter Pfister
Mitsubishi Electric Research Laboratory 
Marc Pollefeys
Katholieke Universiteit Leuven

Yoichi Sato
The University of Tokyo
Daniel Wood 
University of Washington 

Yizhou Yu
University of Illinois at Urbana- 
Champaign

Schedule

8:30 Introduction
Grzeszczuk

8:45 Basic Techniques of 
Acquiring Surface 
Light Fields 
Bouguet

9:30 3D Scanning Using 
the Image-Based 
Visual Hull 
McMillan

10 Break

10:15 Acquisition of Light 
Field Data Using 
Hand-Held Camera 
Pollefeys

11:15 Recovering 
Reflectance Models of 
Real Scenes From 
Photographs 
Yu

noon Lunch

1:30 Surface Light Fields 
for 3D Photography 
Wood

2:15 Point-Sample 
Rendering for 
Visualization of 
Surface Light Fields 
Pfister

3 Break

3:15 Eigen-Texture 
Method for 
Compression and 
Synthesis of 
Reflectance Data 
Sato

4 Hardware-Accelerated 
Rendering of Surface 
Light Fields 
Grzeszczuk

4:45 Questions and
Answers
All

Full Day
Petree Hall D 8:30 am - 5 pm
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Simulating Nature:
Realistic and Interactive Techniques

Research and production perspectives 
on the difficult task of photo-realistic 
modeling, rendering, and animation 
of natural phenomena. Presentations 
include: physics-based approaches for 
modeling and animating water, waves, 
and oceanscapes; real-time, rapid, 
stable dynamics for water and gas ani­
mation; procedural and physics-based 
approaches for fast, realistic modeling 
of smoke and steam; procedural volu­
metric techniques and interactive 
approximation for modeling and ani­
mating clouds; interactive grammar­
based techniques for modeling plants 
and plant ecosystems; and fractal tech­
niques for simulating mountainous 
landscapes and interactive navigable 
worlds. Most of the techniques can be 
adapted for interactive simulations and 
real-time applications.

Prerequisites
Familiarity with standard graphics 
techniques for modeling and rendering. 
Familiarity with basic grammar-based 
modeling, procedural techniques, and 
particle systems is helpful.

Topics
Fractal-based techniques for simulat­
ing mountains and interactive, navi­
gable planets. Realistic modeling and 
rendering of oceanscapes viewed 
from above or below. Stable and 
interactive simulation of motion in 
fluids. Volumetric procedural cloud 
modeling and realtime issues for simu­
lating volumetric natural phenomena 
(smoke, fog, clouds, water). Rapid 
realistic smoke simulation. Interactive 
grammar-based techniques for mod­
eling of plants and plant ecosystems.

Organizer
David S. Ebert
Purdue University

Lecturers
David S. Ebert 
Purdue University 
Ron Fedkiw 
Stanford University 
F. Kenton Musgrave 
Pandromeda, Inc.
Przemyslaw Prusinkiewicz 
University of Calgary
Jos Stam
Alias|Wavefront
Jerry Tessendorf
Cinesite

Schedule

8:30 Introduction
Ebert

8:45 Fractal Landscapes in
Their Natural
Context
Musgrave

9:45 Water More Real
Than Real 
Tessendorf

10 Break

10:15 Water More Real 
Than Real - 
continued 
Tessendorf

11 Stable Simulation of
Fluids
Stam

noon Lunch

1:30 Realistic Physics- 
Based Smoke 
Simulation 
Fedkiw

2:30 Procedural 
Volumetric Cloud 
Modeling, Animation, 
and Real-Time 
Techniques 
Ebert

3 Break

3:15 Procedural Volumetric 
Cloud Modeling, 
Animation, and Real- 
Time Techniques — 
continued 
Ebert

3:45 Modeling Plants and 
Plant Ecosystems 
Prusinkiewicz

4:45 Panel Session 
Questions and 
Answers 
All

Courses



TUESDAY, 14 AUGUST Full Day
West Hall B 8:30 am - 5 pm
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Advanced RenderMan 3

The RenderMan standard and 
its several implementations have 
been used by many large and small 
animation production studios to cre­
ate high-quality, often photorealistic, 
imagery for television and motion 
pictures. Much of the power of the 
system is due to its flexibility and 
extensibility, which enable users to 
customize the system for situations 
that were not envisioned by the orig­
inal implementers. This course goes 
beyond the basics presented in The 
RenderMan Companion and teaches 
advanced techniques that are being 
used (or should be) in turn-of-the- 
millennium special-effects 
productions.

Prerequisites
Thorough knowledge of 3D image 
synthesis and computer graphics 
illumination models. C program­
ming. Strongly recommended: 
previous experience with the 
RenderMan Shading Language.

Topics
Modern methods of generating geo­
metric data and handling geometric 
complexity, advanced shading lan­
guage techniques, and use of 
advanced local and global illumina­
tion concepts for photorealistic 
imagery.

Organizer 
Larry Gritz 
Exluna, Inc.

Lecturers
Tony Apodaca
Pixar Animation Studios
Kevin Bjorke 
Square USA, Inc.
Larry Gritz 
Matt Pharr 
Exluna, Inc.
Christophe Hery 
Industrial Light + Magic 
Lawrence Treweek 
Sony Pictures lmageworks

Schedule

8:30 Introduction
Gritz

9 Remedial RenderMan
Apodaca

10 Break

10:15 Global Illumination 
in RenderMan 
Gritz

11:05 Advanced Surface 
Reflection Models 
Pharr

noon Lunch

1:30 Rendering Crowds in 
Star Wars: Episode I 
Hery

2:30 RenderMan in Final
Fantasy
Bjorke

3 Break

3:15 RenderMan in Final
Fantasy
Bjorke

3:45 Volumetric Effects in
Hollow Man
Treweek

4:45 Techniques Panel
All

Full Day
Room 511 8:30 am - 5 pm
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Image Processing for Volume Graphics

Advanced volume processing 
enables filtering, interpolation, 
reconstruction, feature extraction, 
and model fitting. This course 
covers reconstruction of continuous 
models from sampled data, applica­
tion of transfer functions for shading 
and classification, and segmentation 
and projection of the reconstructed 
values for rendering. The goal is to 
illuminate structures within the 
data without generating unwanted 
artifacts or masking detail.

Prerequisites
Basic knowledge of 3D computer 
graphics and an understanding of 
the basic principles of image 
processing.

Topics
The mathematics of effective vol­
ume visualizations and the processes 
by which they are created. Emerging 
topics in volume-data processing, 
including level sets, shape extraction 
using adaptive deformable systems, 
and model-based segmentation.

Organizers
Terry S. Yoo
US National Library of Medicine
Raghu Machiraju 
The Ohio State University

Lecturers
Guido Gerig
University of North Carolina at 
Chapel Hill

Ioannis Kakadiaris 
University of Houston 

Raghu Machiraju 
The Ohio State University 
Torston Moeller 
Simon Fraser University 
Ross Whitaker 
University of Utah

Terry S. Yoo
US National Library of Medicine

Schedule

8:30 Introduction to 
Volume Data for 
Computer Graphics 
Yoo

8:40 Filtering and 
Frequency 
Fundamentals 
Yoo

9:10 Linear Filtering and 
Filter Design 
Machiraju and 
Moeller

10 Break

10:15 Feature Detection for
Volume Rendering
Moeller and
Machiraju

noon Lunch

1:30 Introduction to 
Nonlinear Filtering 
Yoo

1:45 Elastically Adaptive 
Deformable Models 
Kakadiaris

2:20 Model Based 
Segmentation 
Gerig

3 Break

3:15 Level Sets
Whitaker

4:45 Wrap-Up
Yoo and Machiraju

Courses



Full Day
Room 502A 8:30 am - 5 pm

50
Digital Geometry Processing

Traditionally, fine-detail geometry is 
represented through unstructured 
polygonal meshes, which are awkward 
for editing, filtering, and compression 
applications. This course proposes a 
new paradigm based on semi-regular 
meshes constructed through a process 
of recursive quadrisection, which, 
according to recent research, has many 
advantages. Presenters show how to 
build semi-regular meshes from 
unstructured polygonal meshes and 
raw range data, and how to build 
applications such as filtering, editing, 
simulation, and compression using 
semi-regular meshes.

Prerequisites
Familiarity with basic graphics 
algorithms. Some prior exposure to 
polygonal meshes.

Topics
3D acquisition: geometry reconstruc­
tion, denoising, appearance acquisition, 
multi-view integration. Semi-regular 
meshes: definition, properties, inherent 
advantages, construction, normal 
meshes, conversion from other formats. 
Subdivision and details as a natural 
replacement for classical Fourier 
analysis to arbitrary topology surfaces. 
Hierarchical editing: applications of 
digital geometry, processing algorithms 
in interactive modeling and physical 
simulation. Simulation: Use of multi­
resolution geometry in physical model­
ing for animation, engineering design, 
and scientific computing. Compression: 
wavelets on semi-regular meshes, lift­
ing, progressivity, zero-tree coding, 
quantization, rate-distortion trade-offs.

Organizers
Peter Schroder
California Institute of Technology
Wim Sweldens
Lucent Technologies, Bell Laboratories

Lecturers
Brian Curless
University of Washington
Igor Guskov
California Institute of Technology
Peter Schroder
California Institute of Technology
Wim Sweldens
Lucent Technologies, Bell Laboratories
Denis Zorin
New York University

Schedule

8:30 Introduction
SWELDENS

9 Geometry and 
Appearance 
Acquisition 
CURLESS

10 Break

10:15 Semi-Regular Mesh
Creation I
SWELDENS

11 Semi-Regular Mesh
Creation II
Guskov

noon Lunch

1:30 Subdivision
Schroder

2 Multiresolution 
Editing and 
Processing 
Zorin

3 Break

3:15 Compression
Schroder

4 Demos

Full Day
West Hall A 8:30 am - 5 pm
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Making Motion Capture Useful

Effective use of motion capture 
requires a lot of careful planning 
and data processing. This course 
examines why human-performance 
capture is an inherently difficult 
problem, how proper planning and 
execution can enhance post-capture 
work, and how captured data can 
be used for optimum results. It also 
explores unique issues in online 
performance and pragmatic issues 
in applying motions to characters.

Prerequisites
Working knowledge of computer 
animation programming and 
graphics concepts.

Topics
Strategies for planning and executing 
successful captures. The theoretical 
and pragmatic aspects of motion­
data processing. Methods for online 
performance and how to apply 
“found” motions to existing 
characters.

Organizer
Michael Gleicher
University of Wisconsin-Madison

Lecturers
Nicola Ferrier 
Andrew Gardner 
Michael Gleicher 
University of Wisconsin-Madison 

Sung-Yong Shin
Korea Advanced Institute of Science & 
Technology
Thomas Tolles 
Taylor Wilson 
House of Moves

Schedule

8:30 Overture: Animation 
From Observation, 
The End-to-End 
Process of Motion 
Capture
Gleicher and Wilson

8:45 I Can See It - Why 
Can’t the Computer? 
Sensing Humans - 
The Need for 
Engineering Solutions 
Ferrier

9:30 We’re Not Done Yet? 
Sensing Isn’t 
Everything; Issues in 
Representing Human 
Motion 
Gleicher

10 Break

10:15 It’s About the 
Performance, Baby - 
The Mocap Pipeline 
Planning and 
Executing a Mocap 
Shoot
Tolles and Wilson

noon Lunch

1:30 What Happens to 
Your Data After it’s 
Shot; Motion Capture 
Processing
Gleicher and Wilson

3 Break

3:15 Quick - We Need a 
Dancing Duck! 
Gardner

3:45 Computer Puppetry:
On-line Motion
Capture
Shin

4:30 Success Stories and
Discussion
All

Courses



TUESDAY, 14 AUGUST
Full Day

Room 403 8:30 am - 5 pm

52
DirectX 8 Graphics

DirectX 8 graphics blends new ease- 
of-use components with advanced 
features like vertex and pixel-level 
programmable shading languages, 
higher-order surface support, and 
modeling tool plug-ins for enabling 
content creation. In this course, 
attendees learn the basic rules of 
DirectX 8 graphics programming 
and how to apply DirectX 8 capabil­
ities to their own work. It reviews 
both the legacy, fixed-function 
pipeline and the new, programmable 
pipeline, with special attention 
focused on the vertex and pixel 
shader systems.

Prerequisites
Basic understanding of beginning­
level 3D graphics concepts, such as 
that taught in the SIGGRAPH 
beginning graphics course, and an 
understanding of computer pro­
gramming. Familiarity with a 
graphics API such as OpenGL and 
a shader language system such as 
RenderMan is helpful but not 
required. C+ + syntax is used 
for the majority of the course. 
The shader language exposed 
in DirectX 8 graphics uses an 
assembly syntax.

Topics
The basics of DirectX 8 graphics 
programming. The real-time pro­
grammable pipeline exposed in 
DirectX 8 graphics. The support 
provided in the D3DX helper 
library and the authoring tool 
support.

Organizer
Philip Taylor
Microsoft Corporation

Lecturers
Chas Boyd
Anuj Gosalia 
Philip Taylor 
Microsoft Corporation

Schedule

8:30 Introduction
Taylor

8:45 Design Goals and
Architecture
Boyd

9:15 Programming Model
Taylor

10 Break

10:15 Vertex Processing
Taylor

noon Lunch

1:30 Pixel Processing
Boyd

3 Break

3:15 Pixel Lighting
Boyd

4:45 Support (High-Order 
Surfaces, D3DX, 
Authoring Tool 
Support)
Gosalia

5:55 Conclusion and
Questions and
Answers
All

__________________ _____________ Full Day
Petree Hall C 8:30 am - 5 pm
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Geometric Algebra

Geometric algebra unifies many dif­
ferent and redundant mathematical 
systems in current use, and it has 
wide application in computer 
graphics: kinematics and dynamics, 
simplicial calculations (polygons, 
FEM), fluid flow, collision detection, 
quaternion splines, elastic deforma­
tions, curve and surface definition, 
vector fields, etc. In this course, 
attendees explore a new, fundamen­
tal language for the mathematics of 
computer graphics, as well as for 
modeling and interactive techniques 
in general.

Prerequisites
An interest in the mathematical 
fundamentals of computer graphics. 
Familiarity with vector calculus, 
complex analysis, homogeneous 
coordinates, and linear algebra.
A reasonable level of mathematical 
maturity ensures optimum absorption 
of the breadth of topics presented.

Topics
An introduction to geometric 
algebra. An improved model for 
generalized homogeneous space, fast 
intersection methods of planes and 
spheres, new ways to view conformal 
maps, interactive projective geometry, 
methods for articulated systems and 
robotics, shape extraction and motion 
capture from scenes, elastic reforma­
tions and educational implications.

Organizers
Ambjorn Naeve
Royal Institute of Technology
Alyn Rockwood
Colorado School of Mines

Lecturers
Chris Doran
Joan Lasenby
Cambridge University
Leo Dorst
The Universiteit van Amsterdam
David Hestenes
Arizona State University 
Stephen Mann 
University of Waterloo 
Ambjorn Naeve
Royal Institute of Technology 
Alyn Rockwood 
Colorado School of Mines

Schedule

8:30 Introduction
Rockwood and Naeve

8:45 What is Geometric 
Algebra? 
Rockwood and 
Hestenes

10 Break

10:15 GABLE: An Online 
MATLAB Tutorial 
Dorst and Mann

11 Application of GA
Lasenby and Doran

noon Lunch

1:30 Application of GA - 
continued
Lasenby and Doran

2 GA-Software for
School Math
Education Reform
Hestenes and Naeve

2:30 Geo-Metric-Affine- 
Projective Computing 
Naeve and Hestenes

3 Break

3:15 GABLE Tutorial on 
Models of Euclidean 
Geometry 
Dorst and Mann

3:45 Homogeneous 
Computational 
Geometry 
Hestenes and 
Rockwood

Courses
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________________________________ Full Day
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54
An Interactive Introduction to 
OpenGL Programming

OpenGL is the mostly widely 
supported programming library in 
the computer graphics industry. It 
is used in almost every area of com­
puter graphics: academic research, 
scientific visualization, interactive 
entertainment, computer-aided 
design and engineering, gaming, 
and many more. This thorough 
introduction to programming with 
the OpenGL API uses interactive 
tutorial programs and techniques 
to introduce advanced topics like 
simulating light effects and texture 
mapping. It also reviews source code 
and runs demo programs. Attendees 
learn to create interactive OpenGL 
programs that render animated, 
shaded objects in real time.

Prerequisites
Ability to read simple computer 
programs written in C.

Topics
Geometric rendering primitives 
and how they can be assembled into 
3D objects. Matrix operations for 
virtual camera manipulation (view­
ing and projection transformations) 
and modeling transformations.
Animation of objects and interactive 
program manipulation. Depth (z) 
buffering. Simulating lighting 
effects for geometric objects. Texture 
mapping of geometric objects and 
utilizing texture mapping for simple 
image manipulation. Anti-aliasing. 
Using the accumulation and stencil 
buffers for advanced rendering tech­
niques. Image blending and simple 
image processing techniques.

Organizer
Dave Shreiner 
SGI

Lecturers
Dave Shreiner 
Vicki Shreiner 
SGI
Edward Angel 
University of New Mexico

Schedule

10 Welcome and 
Introduction 
Shreiner

10:35 OpenGL Overview 
and Rendering Basics 
Shreiner

11:30 Projection, Viewing, 
and Modeling 
Transformations 
Angel

noon Lunch

1:30 Projection, Viewing, 
and Modeling 
Transformations - 
continued 
Angel

2:45 Depth Buffering
Shreiner

3 Break

3:15 Lighting
Shreiner

3:30 Animation and User
Interaction
Shreiner

4 Texture Mapping
Angel

4:30 Rendering Images 
and Image Processing 
Shreiner

5 Advanced Topics
Shreiner

5:45 Conclusion and
Questions
All

COURSE ORGANIZERS

Michael Ashikhmin 
University of Utah
50 South Central Campus Drive, 
Room 3190
Salt Lake City, Utah 84112 USA 
michael@cs.utah.edu

Mike Bailey
San Diego Supercomputer Center 
10100 John Hopkins Drive
La Jolla, California 92037 USA 
mjb@sdsc.edu

Kavita Bala
Cornell University
Program of Computer Graphics 
580 Rhodes Hall
Ithaca, New York 14853-3801 USA 
kb@graphics.cornell.edu

Haim Barad
Intel Corporation 
1DC4-1D
P.O. Box 1659
Haifa 31015 ISRAEL 
barad@acm.org

Kathy Barshatzky
P.O. Box 758
Gotha, Florida 34734-0758 USA
kershaw@acm.org

Robert Barton
Fraunhofer CRCG
321 South Main Street 
Providence, Rhode Island 02903 
USA
rbarton@crcg.edu

Mark Billinghurst
Human Interface Technology 
Laboratory
Room 215, Fluke Hall 
University of Washington
Seattle, Washington 98195 USA 
grof@hitl.washington.edu

Gary Bishop
University of North Carolina at
Chapel Hill
Department of Computer Science 
CB# 3175, Sitterson Hall 
Chapel Hill, North Carolina 
27599-3175 USA 
gb@cs.unc.edu

James F. Blinn 
Microsoft
One Microsoft Way
Redmond, Washington 98502 USA 
blinn@microsoft.com

Doug Bowman
Virginia Tech
Department of Computer
Science (0106)
660 McBryde Hall
Blacksburg, Virginia 24061 USA 
bowman@vt.edu

Michael Capps
Naval Postgraduate School 
Code CS/CM, Department of 
Computer Science
Spanagel Hall 250
Monterey, California 93943-5118 
USA
capps@cs.nps.navy.mil

Alan Chalmers 
University of Bristol 
Woodland Road 
Bristol BS8 1UB 
UNITED KINGDOM 
alan.chalmers@bris.ac.uk

Daniel Cohen-Or 
Tel Aviv University 
Computer Science Department 
School of Mathematical Sciences 
Ramat-Aviv 69978 ISRAEL 
daniel@math.tau.ac.il

Keith Cok
SGI
18201 Von Karman Avenue, 
Suite 100
Irvine, California 92612 USA 
cok@sgi.com

Timothy Davis 
Clemson University 
Computer Science Department 
437 Edwards Hall
Clemson, South Carolina 29634 
USA 
tadavis@cs.clemson.edu

Paul Debevec
USC Institute for Creative 
Technologies
13274 Fiji Way, 5th Floor 
Marina del Rey, California 90292 
USA
paul@debevec.org

Philip Dutre
Cornell University 
580 Rhodes Hall 
Ithaca, New York 14853-3807 USA 
phil@graphics.cornell.edu

David S. Ebert
Purdue University
School of Electrical and Computer 
Engineering
1285 EE Building
West Lafayette, Indiana 47907 USA 
ebertd@purdue.edu

Robert Ellis 
ellis@siggraph.org

Sherif Ghali
Max Planck Institute for 
Computer Science 
Stuhlsatzenhausweg 85 
Saarbruecken 66123 GERMANY 
ghali@mpi-sb.mpg.de

Michael Gleicher
University of Wisconsin, Madison 
Department of Computer Science 
1210 West Day ton Street
Madison, Wisconsin 53719 USA 
gleicher@cs.wisc.edu

Ardeshir Goshtasby 
Wright State University 
303 Russ Engineering Center 
Department of Computer Science 
and Engineering
Dayton, Ohio 45435 USA 
ardeshir@cs.wright.edu
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Larry Gritz
Exluna, Incorporated 
1525 Josephine Street 
Berkeley, California 94703 USA 
lg@exluna.com

Radek Grzeszczuk
Intel Corporation
2200 Mission College Boulevard, 
SC 12-303
Santa Clara, California 95052 USA 
radek.grzeszczuk@intel.com

Andrew Hanson 
Indiana University 
Computer Science Department 
Lindley Hall 215
Bloomington, Indiana 47401 USA 
hansona@indiana.edu

Christopher G. Healey 
North Carolina State University 
Computer Science Department 
Box 7534, 1010 Main Campus Drive 
Raleigh, North Carolina 27695-7534 
USA
healey@csc.ncsu.edu

Pam Hogarth
Gnomon School of Visual Effects 
1015 North Cahuenga Boulevard, 
Suite 5430
Hollywood, California 90038 USA 
pam@gnomon3d.com

Henrik Wann Jensen 
Stanford University 
Gates 362B
Palo Alto, California 94305-4070 
USA
henrik@graphics.stanford.edu

Leif Kobbelt
CS Department, RWTH Aachen 
Ahornstr.55
Aachen 52056 GERMANY 
kobbelt@mpi-sb.mpg.de

Ed Lantz
Spitz, Incorporated
U.S. Route 1
Chadds Ford, Pennsylvania 19365 
USA
elantz@spitzinc.com

David Luebke
University of Virginia 
151 Engineer's Way 
Olsson Hall 219
Charlottesville, Virginia 22904 USA 
luebke@cs.virginia.edu

Sara McMains
University of California, Berkeley 
387 Soda Hall, #1776
Berkeley, California 94720 USA 
sara@cs.berkeley.edu

Ann McNamara 
Trinity College 
Dublin 2
IRELAND
Ann.mcnamara@tcd.ie

Raghu Machiraju
Ohio State University 
395 Dreese Labs
Department of Computer and 
Information Science 
2015 Neil Avenue Mall
Columbus, Ohio 43210 USA 
raghu@cis.ohio-state.edu

Aaron Marcus
Aaron Marcus and Associates, 
Incorporated
1144 65th Street, Suite F 
Emeryville, California 
94608-1053 USA 
aaron@amanda.com

Ambjorn Naeve 
CID/NADA/KTH Royal Institute 
of Technology
Lindstedsv.5, 6 tr
Stockholm 100 44 SWEDEN 
amb@nada.kth.se

Marc Olano
SGI
1600 Amphitheatre Parkway, 
M/S 553
Mountain View, California 
94043 USA
olano@sgi.com

Michael O’Rourke
Pratt Institute
44 Tompkins Place, #1
Brooklyn, New York 11231 USA 
morourke@pratt.edu

Bob Parslow 
bparslow@cix.co.uk

Constantine Pavlakos 
Sandia National Laboratories 
P.O. Box 5800
MS 0318
Albuquerque, New Mexico 
87185 USA
cjpavla@sandia.gov

Hanspeter Pfister
Mitsubishi Electric Research Lab 
201 Broadway
Cambridge, Massachusetts 
02139 USA
pfister@merl.com

Marc Pollefeys
Katholieke Universiteit Leuven 
ESAT-PSI
Kardinaal Mercierlaan 94
Leuven, BELGIUM B-3001 
marc.pollefeys@esat.kuleuven.ac.be

Charles Poynton 
139 Robert Street
Toronto, Ontario M5S 2K6 
CANADA
poynton@poynton.com

Theresa-Marie Rhyne 
Learning Technology Service 
North Carolina State University 
Campus Box 7111 
2131 DH Hill
Raleigh, North Carolina 
27695-7111 USA 
tmrhyne@ncsu.edu

Alyn Rockwood
Colorado School of Mines 
alyn_rockwood@siggraph.org

Randi Rost
3Dlabs, Incorporated
141 South College Avenue, Suite 104 
Fort Collins, Colorado 80524 USA 
rost@3dlabs.com

Linda Rae Sande
PDI/Dream Works
3101 Park Boulevard
Palo Alto, California 94301 USA 
lindarae@pdi.com

Dieter Schmalstieg
Vienna University of Technology 
Favoritenstrasse 9-11/188
Vienna AUSTRIA A-1040
dieter@cg.tuwien.ac.at

Peter Schroder
Bell Labs
600 Mountain Avenue, 2C-265 
Murray Hill, New Jersey 07974 USA
ps@research.bell-labs.com

Carlo Sequin
University of California, Berkeley
EECS, Computer Science Division
Soda Hall, #1776
Berkeley, California
94720-1776 USA
sequin@cs.berkeley.edu

Dave Shreiner
SGI
1600 Amphitheatre Parkway, 
M/S 43-2-590
Mountain View, California 94043
USA
shreiner@siggraph.org

Barbara Simons 
simmons@acm.org

Philipp Slusallek
Saarland University
Im Stadtwald, Geb.36.1, E18
Saarbruecken 66123 GERMANY 
slusallek@cs.uni-sb.de

Jill Smolin
Cinesite
1017 North Las Palmas
Los Angeles, California 90048 USA 
jill@well.com

Maureen Stone
StoneSoup Consulting
191 Pine Lane
Los Altos, California 94022 USA 
stone@stonesc.com

WlM SWELDENS
Lucent Technologies, Bell
Laboratories
600 Mountain avenue, Room 2C-376 
Murray Hill, New Jersey 07974 USA 
wim@lucent.com

Gabriel Taubin
California Institute of Technology 
391 South Holliston Avenue, 
MS 136-93
Pasadena, California 91125 USA 
taubin@caltech.edu

Philip Taylor
Microsoft
1 Microsoft Way, Building 27/2212 
Redmond, Washington 98502 USA 
ptaylor@microsoft.com

Demetri Terzopoulos
New York University 
Media Research Laboratory 
719 Broadway, 12th Floor
New York, New York 10003 USA 
dt@cs.nyu.edu

Daniel Weiskopf 
University of Stuttgart 
Breitwiesenstr.20-22
Stuttgart 70565 GERMANY 
weiskopf@informatik.uni-stuttgart.de

Gregory Welch
University of North Carolina at 
Chapel Hill
Department of Computer Science 
CB#3175 Sitterson Hall
Chapel Hill, North Carolina 
27599-3175 USA 
welch@cs.unc.edu

Andrew Witkin
Pixar Animation Studios 
1200 Park Avenue
Emeryville, California 94608 USA 
aw@pixar.com

Geoff Wyvill
University of Otago
Department of Computer Science 
523 Castle Street
Dunedin 9001 NEW ZEALAND 
geoff@otago.ac.nz

Terry S. Yoo
National Library of Medicine, 
NIH Office of High Perf. Comp. 
and Comm.
8600 Rockville Pike
Bethesda, Maryland 20894 USA 
yoo@mail.nlm.nih.gov
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Papers & Panels

SIGGRAPH 2001 Papers: The premier international forum for the latest and most significant 
findings in computer graphics and interactive techniques. Papers are submitted for review 
by a committee of world-renowned experts in computer graphics. Each accepted paper is 
presented by the author(s) at SIGGRAPH 2001 and printed in the field's premier archive, the 
SIGGRAPH Conference Proceedings.

SIGGRAPH 2001 Panels: A highly interdisciplinary program that sparks animated discussions 
and provides thought-provoking insights from some of the top professionals in the 
interactive and graphics world.

After their presentations, authors and panelists move on to practical demonstrations in the 
Creative Applications Lab and informal discussions in the Technical Lounge.

Full Conference registration allows attendees access to all SIGGRAPH 2001 Papers and Panels. 
Seating is on a first-come, first-served basis. Please be sure to arrive early for the Papers 
and Panels you wish to attend.

Papers Chair
Eugene Fiume
University of Toronto

Papers Committee Advisory Board
Bill Buxton
Patrick Hanrahan
David H. Salesin

Papers Committee
James Arvo
California Institute of Technology

Norman I. Badler
University of Pennsylvania

Brian A. Barsky
University of California, Berkeley

John W. Buchanan 
Electronic Arts Canada

Edwin Catmull
Pixar Animation Studios

Michael F. Cohen
Microsoft Research

Paul Debevec
USC Institute for Creative
Technologies

Tony DeRose
Pixar Animation Studios

Mathieu Desbrun
University of Southern California 
and California Institute of Technology

Julie Dorsey
Massachusetts Institute of Technology

James D. Foley
Georgia Institute of Technology

Henry Fuchs
University of North Carolina at
Chapel Hill

Thomas Funkhouser
Princeton University

Steven J. Gortler
Harvard University

John C. Hart
University of Illinois at Urbana-
Champaign

Wolfgang Heidrich 
University of British Columbia

John F. Hughes
SIGGRAPH 2002 Papers Chair
Brown University

Leif P Kobbelt
Rheinisch-Westfalische Technische
Hochschule Aachen (RWTH)

David Kurlander
Microsoft Corporation

Gordon Kurtenbach
Aliasl Wavefront

Henry Moreton
NVIDIA Corporation

Gregory M. Nielson
Arizona State University

Dinesh K. Pai
University of British Columbia

Hanspeter Pfister 
Mitsubishi Electric Research
Laboratory

Przemyslaw Prusinkiewicz
University of Calgary

Holly Rushmeier
IBM T.J. Waston Research Center

David H. Salesin
The University of Washington 
and Microsoft Research

Mark Segal
ATI Technologies and San Jose
State University

Steven Seitz
The University of Washington

Peter Shirley
University of Utah

Mel Slater
University College London

John M. Snyder
Microsoft Research

Jos Stam
Alias Wavefront

Gabriel Taubin
California Insitute of Technology 
and IBM Research

Demetri Terzopoulos 
New York University and 
University of Toronto

Papers Program Coordinator
Vicki Caulfield
Capstone Solutions, Inc.

Panels Chair
Kathryn Saunders
ThinkTech

Panels Jury
Sara Diamond
Banff Centre for the Arts

Isaac Kerlow
The Walt Disney Company

Bill Kroyer
Rhythm & Hues Studios

Jill Smolin
Cinesite

Christopher David Shaw
SIGGRAPH 2002 Panels Chair
Georgia Institute of Technology

Panels Committee
Stephen Boyd
Napoleon Brousseau

Panels Administrative Assistant
Etta DiLeo
The Write Approach

Location
See pages 46 - 55

Days & Hours 
Wednesday, 15 August 
10:30 am - 6 pm 
Thursday, 16 August 
8:30 am - 6 pm
Friday, 17 August 
8:30 am - 6 pm

Papers & Panels



WEDNESDAY, 15 AUGUST

8 - 9:45 am

West Hall A

Keynote Address/Awards
The Big Picture
As technological change continues to 
deliver new marvels and new possibili­
ties, it is easy to lose track of the larger 
perspective. Technological progress, in 
particular the evolution of computer 
graphics, can best be understood as part 
of the bigger story of the evolution of 
human intelligence and its relationship 
to the natural world.

Danny Hillis
Chairman and Chief Technology Officer, 
Applied Minds, Inc. and Co-Chairman, 
The Long Now Foundation

Immediately before the keynote 
address, ACM SIGGRAPH presents 
the Significant New Researcher Award 
to Paul E. Debevec, USC Institute for 
Creative Technologies; Computer 
Graphics Achievement Award to 
Andrew Witkin, Pixar Animation 
Studios; and the 2001 Steven Anson 
Coons Award for Outstanding Creative 
Contributions to Computer Graphics 
to Lance J. Williams, Walt Disney 
Feature Animation.

10:30 am - 12:15 pm

West Hall A

Papers
Natural Animation

Chair
Demetri Terzopoulos
New York University and University of Toronto

• Visual Simulation of Smoke
Ronald Fedkiw
Henrik Wann Jensen
Stanford University

Jos Stam
Alias|Wavefront

Keywords
Computational Fluid Dynamics, Natural 
Phenomena, Physically Based Animation, 
Volume Rendering

• Practical Animation of Liquids
Nick Foster
PDI/DreamWorks

Ronald Fedkiw
Stanford University

Keywords
Animation, Computational Fluid Dynamics, 
Implicit Surfaces, Natural Phenomena, 
Physically Based Animation

• Dynamic Real-Time Deformations 
Using Space & Time Adaptive
Sampling
Gilles Debunne 
Marie-Paule Cani
IMAGIS-GRAVIR

Mathieu Desbrun
University of Southern California
Alan H. Barr
California Institute of Technology

Keywords
Animation, Deformations, Level of Detail
Algorithms, Physically Based Animation

• Optimization-Based Animation
Victor J. Milenkovic
Harald Schmidl
University of Miami

Keywords
Animation, Animation With Constraints, 
Physically Based Animation, Physically Based 
Modeling, Scientific Visualization, Solid
Modeling

Petree Hall D

Papers
Volumetric and Graphing
Techniques

Chair
John C. Hart
University of Illinois at Urbana-Champaign

• Kizamu: A System for Sculpting
Digital Characters
Ronald N. Perry
Sarah F. Frisken
Mitsubishi Electric Research Laboratory

Keywords
Applications, Geometric Modeling, Graphics 
Systems, Mesh Generation, Rendering, 
Rendering Systems

• Feature-Sensitive Surface Extraction
From Volume Data
Leif P. Kobbelt
Mario Botsch
Rheinisch-Westfalische Technische
Hochschule Aachen
Ulrich Schwanecke
Hans-Peter Seidel
Max-Planck-Institut fur Informatik

Keywords
CAD, Curves and Surfaces, Geometric 
Modeling, Mesh Generation, Polygonal 
Modeling, Solid Modeling

• Reconstruction and Representation of 
3D Objects With Radial Basis
Functions
Jonathan C. Carr
Tim J. Mitchell
Applied Research Associates NZ Limited and 
University of Canterbury
Richard K. Beatson
University of Canterbury
Jon B. Cherrie
W. Richard Fright
Bruce C. McCallum
Tim R. Evans
Applied Research Associates NZ Limited

Keywords
Curves and Surfaces, Implicit Surfaces, Mesh 
Generation, Range Images, Solid Modeling, 
Weird Math

• Reliable Two-Dimensional Graphing 
Methods for Mathematical Formulae
With Two Free Variables
Jeff Tupper
University of Toronto

Keywords
Implicit Surfaces, Numerical Analysis,
Weird Math

Areas of Interest

Animation & Special Effects

Art

Game Development & 
Interactive Techniques

Virtual Reality

Web-related

Papers & Panels



10:30 am - 12:15 pm

West Hall BPanel

Video Game Play and Design: 
Procedural Directions
So far, game-play design has relied on 
traditional models, and it has been 
constrained by old hardware design. New 
consoles will support procedural simula­
tion and a “drama-on-the-fly” that no 
other form of entertainment can achieve. 
For the developer, procedural simulation 
offers a lighter, more versatile library of 
assets. The payoff will be a new art form 
and a more cost-effective method of recre­
ating intelligence, behavior, physics, and 
modeled environments. This panel pres­
ents a snapshot of the current state of 
procedural simulation and its potential.

Organizer
George Suhayda
Sony Picture lmageworks

Panelists
Tom Hershey, Dominic Mallinson, 
George Suhayda
Sony Picture lmageworks
Janet Murray
Georgia Institute of Technology
Bill Swartout
USC Institute for Creative Technologies

Petree Hall C
Panel

Cultural Mediation in
New Media Spaces
New forms of cultural mediation and 
participation arise in the convergence of 
Internet and real space. Current trends 
toward linking cultural archives, creating 
mixed-reality communication spaces, and 
“human-centered interaction” for knowl­
edge discovery in networked environ­
ments are challenging many assumptions 
about cultural communication. This panel 
presents projects and artistic concepts that 
describe new forms of cultural practice 
based on advanced-media technology.

Organizer
Gabriele Blome
GMD National Research Center for 
Information Technology

Panelists
Gabriele Blome, Monika Fleischmann, 
Wolfgang Strauss
GMD National Research Center 
for Information Technology 
Steve Dietz 
Walker Art Center
Charlotte Pochhacker
Artimage Inc.
Perttu Rastas
Kiasmas Museum of Contemporary Art

Warren Sack
University of California, Berkeley

2:15 - 4 pm

West Hall A

Papers
Reality-Based Modeling

Chair
Steven Seitz
The University of Washington

• Scanning Physical Interaction
Behavior of 3D Objects
Dinesh K. Pai
Kees van den Doel
Doug L. James
Jochen Lang
John E. Lloyd
Joshua L. Richmond
Som H. Yau
University of British Columbia

Keytvords
Behavioral Animation, Deformations, Haptics,
Multimedia, Physically Based Modeling, 
Robotics, Sound Visualization

• Synthesizing Bidirectional Texture 
Functions for Real-World Surfaces
Xinguo Liu
Heung-Yeung Shum
Microsoft Research
Yizhou Yu
University of Illinois at Urbana-Champaign

Keytvords
Image-Based Rendering, Reflectance and
Shading Models, Texture Synthesis

• Image-Based Rendering of Diffuse, 
Specular and Glossy Surfaces From a
Single Image
Samuel Boivin
Andre Gagalowicz
INRIA Rocquencourt

Keytvords
Computer Vision, Illumination, Image-Based 
Rendering, Radiosity, Ray Tracing, Reflectance
& Shading Models, Rendering

• A Signal-Processing Framework for
Inverse Rendering
Ravi Ramamoorthi
Pat Hanrahan
Stanford University

Keytvords
Computer Vision, Illumination, Reflectance and 
Shading Models, Rendering, Signal Processing, 
Weird Math

Petree Hall C
Panel

Computer Games and Viz: If 
You Can’t Beat Them, Join Them 
Computer-game applications have rapidly 
become driving forces for major advances 
in computer graphics hardware and appli­
cation programming interfaces. Game 
developers have made huge contributions 
to bringing high-end graphics technology 
to volume consumer platforms. Where 
does that leave developers of scientific and 
information visualization applications? How 
are the visual metaphors of game design 
influencing visualization paradigms? Will the 
computer-game industry provide the funding 
and research to improve graphics perform­
ance and price for the computer graphics 
field in general and visualization specifically?

Organizer
Theresa-Marie Rhyne 
North Carolina State University

Panelists
Peter K. Doenges
Evans & Sutherland
William Hibbard
University of
Wisconsin-Madison

Theresa-Marie Rhyne 
North Carolina State University

Nate Robins
Avalanche Software

Chris Hecker 
definition six, inc. 
Hanspeter Pfister 
Mitsubishi Electric 
Research Laboratory

Petree Hall DPanel

Size Matters: Digital Cinema 
Distribution
Digital cinema is gaining momentum, 
becoming a more viable reality. This 
panel reviews remaining technical and 
logistical hurdles in making, distributing, 
and delivering digital film; subjective 
interpretation of image integrity; stan­
dardization formats; digital projection; 
storage and distribution processes; and 
how all these issues affect filmmakers, 
theater owners, and movie-goers.

Organizers
Karen Raz 
Raz Public Relations, 
LLC

Genevieve Yee 
Past Chair, Los Angeles 
SIGGRAPH Chapter

Moderator
Charles Poynton

Panelists
Allen Daviau 
Cinematographer, ASC 
James H. Korris 
University of Southern 
California
Bob Lambert
The Walt Disney Company

Joshua Pines 
Industrial Light + Magic 
Allen Witters 
WAM!NET

Papers & Panels



WEDNESDAY, 15 AUGUST

4:15 - 6 pm

West Hall A

Papers
Hardware and Hardware 
Rendering

Chair
Wolfgang Heidrich
University of British Columbia

• WireGL: A Scalable Graphics System 
for Clusters
Greg Humphreys, Matthew Eldridge 
Ian Buck, Matthew Everett
Pat Hanrahan 
Stanford University 
Gordon Stoll 
Intel Corporation

Keytvords
Distributed Graphics, Graphics Systems, 
Parallel Computing

• Lightning-2: A High-Performance 
Display Subsystem for PC Clusters 
Gordon Stoll, Dan Patterson 
Art Webb, Chris Caywood 
Milton Taveira, Stephen Hunt 
Intel Corporation
Matthew Eldridge, Pat Hanrahan 
Stanford University
Steven Berman, Richard Levy 
Cornell University

Keytvords
Graphics Hardware, Graphics Systems, Parallel 
Computing, Rendering Hardware, Rendering 
Systems

• A User-Programmable Vertex Engine 
Erik Lindholm, Mark J. Kilgard 
Henry Moreton 
NVIDIA Corporation

Keywords
Graphics Hardware, Graphics Systems

• A Real-Time Procedural Shading System 
for Programmable Graphics Hardware 
Kekoa Proudfoot, William R. Mark 
Pat Hanrahan 
Stanford University 
Svetoslav Tzvetkov 
NVIDIA Corporation

Keywords
Graphics Hardware, Graphics Systems, 
Languages, Rendering

• Homomorphic Factorization of BRDFs 
for High-Performance Rendering 
Michael D. McCool, Jason Ang 
Anis Ahmad 
University of Waterloo

Keywords
Illumination, Numerical Analysis, Reflectance 
and Shading Models, Rendering, Texture Mapping

Petree Hall C
Panel

The Future of Color: 
Creativity and Technology
This panel explores the creative path of 
color and image representation in mod­
ern filmmaking. Presentations include 
traditional photo chemistry and digital 
paths from the artist to the audience. 
Practical 35mm examples demonstrate 
the technical differences and creative 
demands of the many different color 
representations, the limitations of cur­
rent techniques, and technology and 
techniques to avoid those failures.

Organizer
Joshua Kolden
Independent Digital Effects Supervisor

Panelists
Roger Deakins 
Cinematographer 

Joshua Kolden 
Independent Digital Effects Supervisor 

Neil Robinson 
Industrial Light + Magic 
Beverly Wood 
Deluxe Laboratories

Petree Hall D
Panel

Visualization, Semantics, 
and Aesthetics
If visualization makes data meaningful 
to humans, what role does aesthetics 
play in this process? There is pleasure in 
putting the unknown and the unknow­
able into language, and tension between 
the precision of code and the abstraction 
and manipulation of art making.
Visualizations are powerful images, 
beautiful in their own right. Some 
evoke erotic delight, others a sense of 
awe. Where do the aesthetics of visuali­
zation intersect with current design and 
art making? This panel integrates 
computational linguistics, mathematics, 
software design, and art.

Organizer
Sara Diamond
The Banff Centre for the Arts

Panelists
Sheelagh Carpendale 
University of Calgary 
Sara Diamond 
The Banff Centre for the Arts
Victoria Interrante 
University of Minnesota 
Jason Lewis 
Arts Alliance Laboratories

Joshua Portway
Real World

David Sless
Communication Research Institute of Australia
Sha Xin-Wei
Georgia Institute of Technology

Papers & Panels



THURSDAY, 16 AUGUST
8:30 - 10:15 am

West Hall A

Papers
Meshes

Chair
Gabriel Taubin
California Institute of Technology and 
IBM Research

• Consistent Mesh Parameterizations
Emil Praun
Princeton University
WlM SWELDENS
Lucent Technologies, Bell Labs 
Peter Schroder
California Institute of Technology

Keytvords
Curves and Surfaces, Mesh Generation, 
Morphing, Shape Blending

• Approximate Boolean Operations on 
Free-Form Solids
Daniel Kristjansson 
Henning Biermann 
Danis Zorin
New York University

Keywords
Computational Geometry, Curves and Surfaces, 
Geometric Modeling, Level of Detail 
Algorithms, Solid Modeling

• Progressive Compression for Lossless 
Transmission of Triangle Meshes 
Pierre Alliez
Mathieu Desbrun
University of Southern California

Keywords
Compression Algorithms, Level of Detail 
Algorithms, Polygonal Mesh Reduction

• Topology Matching for Fully 
Automatic Similarity Estimation of 
3D Shapes
Masaki Hilaga 
Yoshihisa Shinagawa 
The University of Tokyo 
Taku Kohmura
RIKEN (The Institute of Physical and 
Chemical Research)
Toshiyasu L. Kunii 
Hosei University

Keywords
Computer Vision Shape Recognition

Petree Hall D

Papers

Measurement and Presentation
Chair

Holly Rushmeier
IBM T. J. Watson Research Center

• Measuring and Predicting 
Visual Fidelity
Benjamin Watson 
Northwestern University
Alinda Friedman 
Aaron McGaffey 
University of Alberta

Keywords
Compression Algorithms, Human-Computer 
Interface, Human Factors, Image Processing, 
Level of Detail Algorithms, Polygonal Mesh 
Reduction, Rendering

• Perception-Guided Global Illumination 
Solution for Animation Rendering 
Karol Myszkowski 
Takehiro Tawara 
Hiroyuki Akamine 
Hans-Peter Seidel
Max-Planck-Institut fur Informatik

Keywords
Animation, Human Factors, Illumination, 
Monte Carlo Techniques, Temporal Aliasing

• Interactive Stereoscopic Display for 
Three or More Users
Yoshifumi Kitamura 
Sumihiko Yamamoto 
Fumio Kishino 
Osaka University 
Takashige Konishi 
Toppan Printing Co., Ltd.

Keywords
Virtual Reality, Head-Mounted Displays

• Rendering Effective Route Maps: 
Improving Usability Through 
Generalization
Maneesh Agrawala 
Chris Stolte 
Stanford University

Keywords
Human Factors, Information Visualization, 
Non-Realistic Rendering, WWW Applications

West Hall B
Panel

:-o A Conversation About 
Interactive Entertainment 
Experiences on Instant 
Messaging Devices
From mad texting that incites political 
revolutions to alien-fish swapping games, 
the usefulness, richness, and whimsy in the 
world of instant messaging is often lost on 
North American audiences. This panel 
demystifies (and reasserts) the fun everyone 
is having in Asia and Europe with their cell 
phones, cybikos, PDAs, and other devices 
that easily fit into a jean-jacket pocket. The 
audience joins the conversation via cell 
phone (WAP-enabled, of course) as the 
researcher, the technologist, the creator, and 
the users share their thoughts on meaning­
ful or at least engaging interactive experi­
ences on instant-messaging devices.

Organizer
Ana Serrano
Bell h@bitat, Canadian Film Centre

Panelists
Kim Binsted 
i-Chara Inc.
Tom Freeland 
Cybiko, Inc. 
Erin Lemon 
Digital 4Sight

Ana Serrano 
Bell h@bitat, 
Canadian Film Centre
Ralph Guggenheim 
Electronic Arts

Petree Hall C
Panel

Non-Linear Animation for
Production

Production studios, 3D animators, and ven­
dors of many popular computer graphics 
packages, are increasingly using the term 
“non-linear animation” (NLA), which usually 
describes a way of working with various 
types of motion data at a higher level where 
animation sources are abstracted to trans­
portable snippets. Non-linear tools can be 
useful in many areas of production, such as 
previsualization, animation creation, motion 
editing, retargeting and reuse, choreography, 
and actor direction. This panel discusses 
practical and speculative uses of NLA 
techniques in a production environment.

Organizer
Gordon Cameron
Softimage

Panelists
Raf Anzovin
Anzovin Studio
Michael Isner 
Gordon Cameron
Softimage

Laurent Lavigne 
Pixel Liberation Front 
Greg Punchatz 
Janimation Inc.

Seth Rosenthal 
Industrial Light + Magic

Papers & Panels
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10:30 am - 12:15 pm

West Hall A

Papers
Animation and Expression

Chair
Dinesh K. Pai
University of British Columbia

• Composable Controllers for Physics-
Based Character Animation
Petros Faloutsos
Michiel van de Panne
University of Toronto
Demetri Terzopoulos
New York University and University of Toronto

Keytvords
Animation, Physically Based Animation, 
Physically Based Modeling, Robotics

• Automating Gait Animation
Harold C. Sun
Dimitris N. Metaxas
University of Pennsylvania

Keywords
Animation, Animation Systems, Human Body
Simulation

• Expressive Expression Mapping With
Ratio Images
Zicheng Liu
Ying Shan
Zhengyou Zhang
Microsoft Research

Keywords
Animation, Facial Animation, Morphing

• Expression Cloning
Jun-yong Noh
Ulrich Neumann
University of Southern California

Keywords
Deformations, Facial Animation, Morphing,
Neural Nets

Petree Hall D

Papers
Procedural Modeling

Chair
Henry Moreton 
NVIDIA Corporation

• The Use of Positional Information 
in the Modeling of Plants 
Przemyslaw Prusinkiewicz 
Lars Muendermann 
Radoslaw Karwowski 
Brendan Lane 
University of Calgary

Keywords
Biological Modeling, Geometric Modeling, 
L-Systems, Natural Phenomena

• Procedural Modeling of Cities
Yoav I. H. Parish 
Pascal Muller 
Eidgenossische Technische Hochschule Zurich

Keywords
Geometric Modeling, L-Systems, Mesh 
Generation, Physically Based Modeling, 
Texture Synthesis

• Feature-Based Cellular Texturing 
for Architectural Models
Justin Legakis 
Julie Dorsey 
Massachusetts Institute of Technology 

Steven Gortler
Harvard University

Keywords 
Geometric Modeling, Texture Mapping, 
Texture Synthesis

• Integrating Shape and Pattern in 
Mammalian Models
Marcelo Walter 
Universidade do Vale do Rio dos Sinos
Alain Fournier 
University of British Columbia 
Daniel Menevaux 
Laboratoire SIC

Keywords
Animation, Morphing, Natural Phenomena, 
Texture Mapping, Texture Synthesis

West Hall B
Panel

VIPs: Virtually Invented People 
Building compelling, realistic virtual 
people is an intriguing, multidisciplinary, 
technical challenge. As we meet that 
challenge and move toward a generation 
of believable digital characters, novel 
forms of personal interaction and 
human-machine communication will 
become routine. This panel examines 
the next generation of lifelike virtual 
humans and discusses the social, enter­
tainment, psychological, and theological 
puzzles that they present.

Organizer
Kathryn Saunders 
ThinkTech

Panelists
Andrew Burgess
Ananova

Barbara Hayes-Roth 
Extempo Systems, Inc.
R.U. Sirius 
Alternating Currents 
Thomas Vetter 
Universitat Freiburg 
Keith Waters 
LifeFX Networks, Inc.

Petree Hall C
Panel

The CAVE and Beyond: VR 
Art in Museums and Galleries
Immersive, interactive VR systems 
(CAVEs, Domes, etc.) deliver unique 
artistic, entertainment, and educational 
experiences. Yet only a handful of such 
systems are regularly open to the public. 
This panel reviews the aesthetic, econom­
ic, technological, and logistics successes 
and problems of current VR installation 
practice. And it examines research that 
could alleviate the problems and reveal 
the future of immersive VR.

Organizer
Josephine Anstey 
University at Buffalo

Panelists
Donna Cox
National Center for Supercomputing Applications
Horst Hortner
Ars Electronica Futurelab
Daniel J. Sandin
University of Illinois at Chicago
Paul Sermon
University of Salford
Jeffrey Shaw
Zentrum fur Kunst und Medientechnologie

Papers & Panels
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2:15 - 4 pm

West Hall A

Papers
Images and Textures

Chair
Przemyslaw Prusinkiewicz
University of Calgary

• Image Analogies
Aaron Hertzmann
New York University and Microsoft Research
Charles E. Jacobs
Nuria Oliver
Microsoft Research
Brian Curless
University of Washington
David H. Salesin
University of Washington and
Microsoft Research

Keywords
Image Processing, Image-Based Rendering,
Non-Realistic Rendering, Paint Systems, 
Texture Synthesis

• Image Quilting for Texture Synthesis 
and Transfer
Alexei A. Efros
University of California, Berkeley
William T. Freeman
Mitsubishi Electric Research Laboratory

Keywords
Image-Based Rendering, Texture Mapping, 
Texture Synthesis

• Texture Synthesis on Surfaces
Greg Turk
Georgia Institute of Technology

Keywords
Texture Mapping, Texture Synthesis

• Texture Synthesis Over Arbitrary
Manifold Surfaces
Li-Yi Wei
Marc Levoy
Stanford University

Keywords
Curves and Surfaces, Texture Mapping, 
Texture Synthesis

West Hall BPanel

Traditional Skills, New Tools
As the computer graphics universe 
expands, the tools we use frequently over­
shadow the skills we need to do our work. 
This panel of experts investigates just 
what it takes, in very real terms, to serve 
art and technology in today’s industry.

Organizer 
Jill Smolin 
Cinesite

Moderator
Tom Sito
University of Southern California

Panelists
Derek Chan
DreamWorks SKG
Ivo Horvat
Sande Scoredos 
Sony Pictures lmageworks 
Steve Markowski 
Cinesite

Petree Hall C

Panel

Designing, Understanding, 
and Operating Complex 
Human-Machine Systems
Many computer-based systems are vastly 
more complex than the wireless informa­
tion appliances that are currently attracting 
so much attention. Some of these systems, 
such as air traffic control, commercial and 
military aircraft, commercial shipping, 
municipal rapid-transit networks, regional 
power plants, and oil and natural gas 
pipelines, are important components of the 
global economy and daily human exis­
tence. This panel considers human interac­
tion with complex, automated systems; 
describes applications of appropriate 
technologies for those interactions; and 
explores challenging research issues.

Organizer
David Zeltzer
Fraunhofer Center for Research in 
Computer Graphics (CRCG)

Panelists
Bill Buxton 
Alias|Wavefront
Steve Chien 
Jet Propulsion Laboratory 
Christopher A. Miller 
SMArt Information Flow Technologies 
Robert J. Molloy
National Transportation Safety Board
David Zeltzer 
Fraunhofer Center for Research on 
Computer Graphics

Petree Hall D

Panel

Beyond Copyright: The Brave 
New World of Digital Rights 
Management
As more intellectual property becomes 
widely available in digital formats, the 
world is increasingly concerned about 
how to protect text, music, and images 
against unauthorized use, and about the 
sometimes conflicting rights of creators 
and users. Issues surrounding the use of 
MP3, the Secure Digital Music Initiative, 
and the DVD Content Scrambling 
System are widely debated in the 
technical, business, and popular media. 
This panel presents all sides of the issues 
and speculation about how they might be 
resolved.

Organizer
Robert Ellis
ACM SIGGRAPH Public Policy
Program Chair

Panelists
Dan L. Burk
University of Minnesota
Robert Ellis
ACM SIGGRAPH Public Policy 
Program Chair

Deborah Neville
Manatt Phelps and Philips
Barbara Simons
ACM Past President and USACM
(ACM U.S. Public Policy Committee) Co-Chair 
Sarah Stein
North Carolina State University

Papers & Panels
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4:15 - 6 pm

West Hall A

Papers
Point-Based Rendering and
Shadows

Chair
Hanspeter Pfister
Mitsubishi Electric Research Laboratory

• The Randomized z-Buffer Algorithm: 
Interactive Rendering of Highly 
Complex Scenes
Michael Wand 
Ingmar Peter 
Wolfgang Straber 
Universitat Tubingen 
Matthias Fischer 
Friedhelm Meyer auf der Heide 
Universitat Paderborn

Keytvords
Level of Detail Algorithms, Monte Carlo 
Techniques, Rendering Systems

• Surface Splatting
Matthias Zwicker
Markus Gross
Eidgenossische Technische Hochschule Zurich 
Hanspeter Pfister
Jeroen van Baar
Mitsubishi Electric Research Laboratory

Keywords
Antialiasing, Frame Buffer Algorithms, 
Image-Based Rendering, Rendering Systems, 
Texture Mapping

• Spectral Processing of Point-Sampled 
Geometry
Mark Pauly
Markus Gross
Eidgenossische Technische Hochschule Zurich

Keywords
Geometric Modeling, Signal Processing

• Adaptive Shadow Maps
Randima Fernando 
Sebastian Fernandez 
Kavita Bala
Donald P. Greenberg
Cornell University

Keywords
Rendering, Shadow Algorithms

Petree Hall C

Panel
Newton’s Nightmare: Reality 
Meets Faux Physics
Reality: Who needs it? Is computer 
graphics about building more and more 
accurate simulations of the real world, 
down to the last photon? Is computer 
graphics really hard physics dressed in 
Hollywood clothing? Or is reality, like, 
sooooo old fashioned? Is computer 
graphics now free from its shackles? 
Free to create non-whatever-realistic 
experiences? Free to write its own laws, 
with no reference to “reality?” This 
panel sheds some light (real or imagined) 
on these complex questions.

Organizer
Dinesh K. Pai
University of British Columbia

Panelists
Dinesh K. Pai
University of British Columbia

Doug Roble 
Digital Domain 
Holly Rushmeier 
IBM T. J. Watson Research Center 
Richard Szeliski 
Microsoft Research
Demetri Terzopoulos
New York University and University of Toronto

Petree Hall D
Panel

Immersed in Anxiety or a 
Process to Healing? VR Meets 
Mental Health
Virtual reality is becoming a viable tool 
for cognitive and behavioral mental 
health applications. Much like an aircraft 
simulator tests and trains piloting ability 
under a variety of controlled conditions, 
virtual environments can present simula­
tions and stimulus inputs that can be 
used to treat human behavioral and 
cognitive processes. This panel presents 
eight top VR and mental health scientists 
who use VR to assess and treat phobias, 
post-traumatic stress disorder, burn and 
cancer pain, traumatic brain injury, 
attention deficit and hyperactivity disor­
der, learning disabilities, and assessment 
of cognitive/functional abilities with 
aging populations. One panelist will 
assume a “devils advocate” role and 
challenge the other panelists on the 
issues, and how technology can be 
advanced in a rational manner.

Organizer
Albert “Skip” Rizzo 
University of Southern California

Panelists
Larry F. Hodges
Georgia Institute of Technology
Hunter Hoffman 
University of Washington 
Albert “Skip” Rizzo 
University of Southern California 
Maria T. Schultheis 
Kessler Medical Rehabilitation Research and 
Education Corp.
Dorothy Strickland
North Carolina State University and 
Virtual Reality Aids, Inc.
Benjamin Watson 
Northwestern University

Brenda K. Wiederhold
VRHealth.com
Mark Wiederhold
Cyber Psychology & Behavior Journal

Papers & Panels
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8:30 - 10:15 am 

Petree Hall C

Papers
Illumination & Textures

Chair
Mathieu Desbrun
University of Southern California and California 
Institute of Technology

• Photo-Realistic Rendering of Knitwear 
Using the Lumislice
Ying-Qing Xu
Yanyun Chen
Stephen Lin
Hua Zhong
Enhua Wu
Baining Guo
Heung-Yeung Shum
Microsoft Research China

Keywords
Hair Modeling, Illumination, Image-Based 
Rendering, Natural Phenomena, Rendering, 
Shadow Algorithms, Volume Rendering

• A Physically-Based Night Sky Model
Henrik Wann Jensen
Stanford University
Michael M. Stark
Simon Premoze
Peter Shirley
University of Utah

Fredo Durand
Julie Dorsey
Massachusetts Institute of Technology

Keywords
Atmospheric Effects, Illumination, Monte Carlo
Techniques, Ray Tracing, Rendering

• Texture Mapping Progressive Meshes
Pedro V. Sander
Steven J. Gortler
Harvard University
John Snyder
Hugues Hoppe
Microsoft Research

Keywords
Level of Detail Algorithms, Polygonal Mesh
Reduction, Texture Mapping

• Constrained Texture Mapping cSE 
for Polygonal Meshes
Bruno Levy
INRIA Loria

Keywords
Paint Systems, Polygonal Modeling, 
Texture Mapping

10:30 am - 12:15 pm

West Hall A

Papers
Image-Based Modeling and 
Rendering

Chair
Paul Debevec
USC Institute for Creative Technologies

• Unstructured Lumigraph Rendering 
Chris Buehler 
Michael Bosse 
Leonard McMillan
Massachusetts Institute of Technology
Steven J. Gortler 
Harvard University 
Michael F. Cohen 
Microsoft Research

Keywords 
Image-Based Rendering

• Image-Based Modeling and 
Photo Editing
Byong Mok Oh 
Max Chen 
Julie Dorsey 
Fredo Durand 
Massachusetts Institute of Technology

Keywords
Image-Based Rendering, Paint Systems, 
Range Images

• Plenoptic Stitching: A Scalable Method 
for Reconstructing 3D Interactive 
Walkthroughs
Daniel G. Aliaga 
Ingrid Carlbom 
Lucent Technologies, Bell Labs

Keywords
Computer Vision, Image Processing, 
Image-Based Rendering, Rendering

• Hybrid Stereo Camera:
An IBR Approach for Synthesis of 
Very High Resolution Stereoscopic 
Image Sequences
Harpreet S. Sawhney
Yanlin Guo 
Keith Hanna 
Rakesh Kumar 
Sarnoff Corporation 
Sean Adkins 
Samuel Zhou 
IMAX Corporation

Keywords
Applications, Computer Vision, 
Image Processing, Image-Based Rendering

Petree Hall C

Papers
Hands and Words:

Chair
David Kurlander
Microsoft Corporation

• DAB: Interactive Haptic Painting
With 3D Virtual Brushes
Bill Baxter
Vincent Scheib
Ming C. Lin
Dinesh Manocha
University of North Carolina at Chapel Hill

Keywords
Applications, Human-Computer Interface, 
Haptics, Paint Systems

• Project FEELEX: Adding Haptic
Surface to Graphics
Hiroo Iwata
Hiroaki Yano
Fumitaka Nakaizumi
Ryo Kawamura
University of Tsukuba

Keywords
Human-Computer Interface, Haptics, 
Hardware Systems, User Interface Design, 
Virtual Reality, Head-Mounted Displays

• BEAT: The Behavior Expression
Animation Toolkit
Justine Cassell
Hannes Vilhjalmsson
Tim Bickmore
Massachusetts Institute of Technology

Keywords
Animation Systems, Facial Animation,
Speech Synthesis

• WordsEye: An Automatic Text-to-Scene 
Conversion System
Bob Coyne
Richard Sproat
AT&T Labs

Keywords
Applications, Human-Computer Interface, 
Multimedia

Papers & Panels
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10:30 am - 12:15 pm

West Hall BPanel

Game-Stories:
Simulation, Narrative, Addiction 
When they discuss the future of enter­
tainment and art, people often talk about 
a media form “between a game and a 
story.” In this exploration of whether 
game-stories already exist, panelists 
explain their positions and show exam­
ples of games created by others or 
themselves: board games, video games, 
spectator sports, digital art, children's 
games, language games, war games, 
card games, and more.

Organizer
Noah Wardrip-Fruin
New York University

Panelists
J. C. Hertz
Joystick Nation Inc.

Henry Jenkins
Massachusetts Institute of Technology
Janet H. Murray
Georgia Institute of Technology 
Celia Pearce
University of Southern California
Ken Perlin
Noah Wardrip-Fruin
New York University 
Eric Zimmerman 
gameLab

Petree Hall D
Panel

Internet Appliances:
New Horizons for the Web
Forecasts indicate that by 2004 there will 
be more Internet-connected devices and 
appliances (handheld untethered devices, 
connected consumer electronics prod­
ucts, and even connected kitchen appli­
ances, such as refrigerators) than there 
are connected computers. This panel 
reviews graphics-industry opportunities 
in this emerging field and demonstrates 
some state-of-the art Internet appliances.

Organizer
Mickey W. Mantle
Gracenote (formerly CDDB)

Panelists
Gregory D. Abowd 
Georgia Institute of Technology 
Seamus Blackley 
Microsoft Corporation 
Kent Libbey 
Excite@Home
Andrew Luan 
Metricom, Inc. 
Mickey W. Mantle 
Gracenote (formerly CDDB)

2:15 - 4 pm

West Hall A

Papers
The Interaction of Light and
Matter

Chair
James Arvo
California Institute of Technology

• An Efficient Representation for
Irradiance Environment Maps
Ravi Ramamoorthi
Pat Hanrahan
Stanford University

Keywords
Graphics Hardware, Illumination, Reflectance 
and Shading Models, Rendering

• Applying Appearance Standards to
Light Reflection Models
Harold B. Westlund
Gary W. Meyer
University of Oregon

Keywords
Color, Optics, Reflectance and Shading
Models, Rendering

• A Practical Model for Subsurface
Light Transport
Henrik Wann Jensen
Stephen R. Marschner
Marc Levoy
Pat Hanrahan
Stanford University

Keywords
Illumination, Monte Carlo Techniques, Ray 
Tracing, Reflectance and Shading Models, 
Rendering

• Polynomial Texture Maps
Tom Malzbender
Dan Gelb
Hans Wolters
Hewlett-Packard Laboratories

Keywords
Graphics Hardware, Illumination, Image 
Processing, Image-Based Rendering, Reflectance 
and Shading Models, Texture Mapping

Areas of Interest

Animation & Special Effects

Art

Game Development &
Interactive Techniques

Virtual Reality

Web-related

Papers & Panels
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2:15 - 4 pm

Petree Hall C

Papers
Sound Simulation and
Animation

Chair
Thomas Funkhouser
Princeton University

• Synthesizing Sounds From Physically
Based Motion

James F. O’Brien
University of California, Berkeley
Perry R. Cook
Georg Essl
Princeton University

Keywords
Animation, Deformations, Multimedia, 
Physically Based Animation, Physically Based 
Modeling, Spatialized Sound, Weird Math

• Foley Automatic: Physically-Based
Sound Effects for Interactive Simulation
and Animation

Kees van den Doel
Paul G. Kry
Dinesh K. Pai
University of British Columbia

Keywords
Animation Systems, Computer Games, 
Multimedia, Physically Based Modeling, Sound
Visualization, Virtual Reality, Head-Mounted 
Displays

• Modeling Acoustics in Virtual 
Environments Using the Uniform 
Theory of Diffraction
Nicolas Tsingos
Ingrid Carlbom
Lucent Technologies, Bell Labs
Thomas Funkhouser
Addy Ngan
Princeton University

Keywords
Multimedia, Sound Visualization,
Spatialized Sound

• An Immersive, Multi-User, Musical
Stage Environment
Matthew Reynolds
Bernd Schoner
Joey Richards
Kelly Dobson
Neil Gershenfeld
Massachusetts Institute of Technology

Keywords
Applications, Human-Computer Interface, 
Object Tracking, Spatialized Sound, User
Interface Design

West Hall B

Panel

Art in Space: What For?
We are about to encounter an emerging 
art form: space art. Space Art is about 
people from different worlds working 
together. It is about the convergence of 
technology with our biological carbon­
based forms. It is about finding terrestrial 
intelligence on earth as well as outside of 
our own orbit. Should artists be working 
in the space program?

Organizer
Lorelei Lisowsky
Zero-g Arts Lab

Panelists
Ted Krueger
University of Arkansas
Lorelei Lisowsky
Zero-g Arts Lab
Marco Peljhan 
Projekt Atol
Debra A. Soloman
Artist Astronaut Project

4:15 - 6 pm

West Hall A

Papers

Images and Image-Based
Techniques

Chair
Brian A. Barsky
University of California, Berkeley

• Image-Based Motion Blur for Stop
Motion Animation
Gabriel J. Brostow
Irfan Essa
Georgia Institute of Technology

Keywords
Animation, Applications, Computer Vision, 
Image Processing, Image-Based Rendering, 
Object Tracking, Video

• A Simple and Efficient Error-Diffusion 
Algorithm
Victor Ostromoukhov
Universite de Montreal

Keywords
Halftoning and Dithering

• Simulating Decorative Mosaics
Alejo Hausner
University of Toronto

Keywords
Computational Geometry, Frame Buffer 
Algorithms, Non-Realistic Rendering, Paint
Systems, Scientific Visualization

• Real-Time Hatching
Emil Praun
Matthew Webb
Adam Finkelstein
Princeton University
Hugues Hoppe
Microsoft Research

Keywords
Animation Systems, Frame Buffer Algorithms, 
Non-Realistic Rendering, Texture Mapping

Papers & Panels
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Stanford University 
Gates 2B, Room 381
Stanford, California 94305 USA 
maneesh@graphics.stanford.edu

Daniel G. Aliaga

Lucent Technologies, Bell Labs 
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University of Southern California 
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University of North Carolina at 
Chapel Hill
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Chris Buehler 
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Technology 
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02138 USA

cbuehler@graphics.lcs.mit.edu

Jonathan C. Carr

Applied Research Associates 
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Fredo Durand 
Massachusetts Institute of 
Technology
Lab for Computer Science 
NE 43-255
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Cambridge, Massachusetts 
02139 USA
fredo@graphics.lcs.mit.edu

Alexel A. Efros

University of California, Berkeley 
Computer Science Division 
387 Soda Hall
Berkeley, California 
94720-1776 USA 

efros@cs.berkeley.edu

Irfan Ess a
Georgia Institute of Technology 
GVU Center
801 Atlantic Drive
Atlanta, Georgia 30332-0280 USA 
irfan@cc.gatech.edu

Petros Faloutsos 
University of Toronto 
Department of Computer Science 
10 King’s College Road 
Toronto, Ontario M5S 3G4 
CANADA 
pfal@dgp.toronto.edu

Pemith Randima Fernando 
Cornell University
Program of Computer Graphics 
590 Rhodes Hall
Ithaca, New York 14850 USA 
randy@graphics.cornell.edu

Nick Foster

PDI/Dream Works 
3101 Park Boulevard
Palo Alto, California 94306 USA 
nickf@pdi.com

Sarah Frisken

Mitsubishi Electric Research 
Laboratory
201 Broadway, 8th Floor 
Cambridge, Massachusetts 
02139 USA
frisken@merl.com

Dan Gelb

Hewlett-Packard Laboratories 
1501 Page Mill Road, MS3U-4 
Palo Alto, California 94304 USA 
dgelb@hpl.hp.com

Baining Guo

Microsoft Research China 
5F, Beijing Sigma China 
No 49, Zhichun Road 
Beijing 100080 CHINA 
bainguo@microsoft.com

Alejo Hausner 
University of Toronto 
Department of Computer Science 
10 King’s College Road 
Toronto, Ontario M5S 3G4 
CANADA
ah@dgp.utoronto.ca

Aaron Hertzmann

New York University 
719 Broadway, 12th Floor
New York, New York 10003 USA 
hertzman@mrl.nyu.edu

Masaki Hilaga

The University of Tokyo 
Shinagawa Lab, Department of 
Information Science
7-3-1 Hongo, Bunkyo-ku 
Tokyo 113-8654 JAPAN 
garhyla@rabbit.is.s.u-tokyo.ac.jp

Greg Humphreys 
Stanford University
Gates Computer Science Building 
345 Serra Mall
Stanford, California 94305 USA 
humper@graphics.stanford.edu

Hiroo Iwata

University of Tsukuba
Institute of Engineering Mechanics 
Tskuba 305-8573 JAPAN 
iwata@kz.tsukuba.ac.jp

Henrik Wann Jensen 
Stanford University
Gates 362 B
Palo Alto, California 94305-4070 
USA
henrik@graphics.stanford.edu

Yoshifumi Kitamura 
Osaka University
Graduate School of Engineering 
2-1 Yamadoka
Suita 565-0871 JAPAN 
kitamura@eie.eng.osaka-u.ac.jp

Leif Kobbelt

Rheinisch-Westfalische Technische 
Hochschule Aacehen
Ahornstr. 55
Aschen 52074 GERMANY 
kobbelt@mpi-sb.mpg.de

Daniel Kristjansson 
New York University 
Media Research Lab 
715 Broadway, 12th Floor 
New York, New York 10003 USA 
danielk@mrl.nyu.edu

Justin Legakis 
Massachusetts Institute of 
Technology
200 Technology Square, Northeast 
43-247
Cambridge, Massachusetts 02139 
USA
legakis@mit.edu

Bruno Levy

INRIA Loria
Campus Scientifique, BP 239 
Vandoeuvre les Nancy 54506 
FRANCE 
levy@loria.fr

Erik Lindholm

NVIDIA Corporation 
3535 Monroe Street
Santa Clara, California 95051 USA 
erikl@nvidia.com

Zicheng Liu
Microsoft Research
One Microsoft Way
Redmond, Washington 98502 USA 
zliu@microsoft.com

Michael D. McCool 
University of Waterloo/CS 
200 University Avenue West 
Waterloo, Ontario N2L 3G1 
CANADA 
mmccool@cgl.waterloo.ca

Paper Contacts/Panel Organizers

mailto:maneesh@graphics.stanford.edu
mailto:aliaga@bell-labs.com
mailto:alliez@usc.edu
mailto:baxter@cs.unc.edu
mailto:samuel.boivin@inria.fr
mailto:cbuehler@graphics.lcs.mit.edu
mailto:j.carr@aranz.co.nz
mailto:gilles.debunne@imag.fr
mailto:fredo@graphics.lcs.mit.edu
mailto:efros@cs.berkeley.edu
mailto:irfan@cc.gatech.edu
mailto:pfal@dgp.toronto.edu
mailto:randy@graphics.cornell.edu
mailto:nickf@pdi.com
mailto:frisken@merl.com
mailto:dgelb@hpl.hp.com
mailto:bainguo@microsoft.com
mailto:ah@dgp.utoronto.ca
mailto:hertzman@mrl.nyu.edu
mailto:garhyla@rabbit.is.s.u-tokyo.ac.jp
mailto:humper@graphics.stanford.edu
mailto:iwata@kz.tsukuba.ac.jp
mailto:henrik@graphics.stanford.edu
mailto:kitamura@eie.eng.osaka-u.ac.jp
mailto:kobbelt@mpi-sb.mpg.de
mailto:danielk@mrl.nyu.edu
mailto:legakis@mit.edu
mailto:levy@loria.fr
mailto:erikl@nvidia.com
mailto:zliu@microsoft.com
mailto:mmccool@cgl.waterloo.ca


Karol Myszkowski 
Max-Planck-Institute for 
Computer Science 
Stuhlsatzenhausweg 85 
Saarbruecken 66123 GERMANY 
myszkowski@mpi-sb.mpg.de

Jun-yong Noh

University of Southern California 
3737 Watt Way, Suite 108
Los Angeles, California 90089 USA 
noh@usc.edu

James F. O’Brien

University of California, Berkeley 
EECS, Computer Science Division 
633 Soda Hall, Mail Code 1776 
Berkeley, California 94720-1776 
USA
job@eecs.berkeley.edu

Victor Ostromoukhov 
Universite de Montreal 
2920, chemin de la Tour 
C.P. 6128, Succ. Centre-Ville 
Montreal, Quebec H3C 3J7 
CANADA 
ostrom@iro.umontreal.ca

Dinesh K. Pai

University of British Columbia 
Department of Computer Science 
2366 Main Mall
Vancouver, British Columbia V6T 
1Z4 CANADA 
pai@cs.ubc.ca

Mark Pauly 
Eidgenossische Technische 
Hochshule Zurich
IFW Building C25.2 
Haldeneggsteig 4 
Zurich CH-8092 SWITZERLAND 
pauly @inf.ethz.ch

Yoav Parish 
Eidgenossische Technische 
Hochshule Zurich
Tannenstrasse, CLA E 16.2 
Zurich CH-8092 SWITZERLAND 
parish@imes.maut.ethz.ch

Hanspeter Pfister 
Mitsubishi Electric Research Lab 
201 Broadway
Cambridge, Massachusetts 02139 
USA
pfister@merl.com

Emil Praun

Princeton University 
35 Olden Street
Princeton, New Jersey 08540 USA 
emilp@cs.princeton.edu

Kekoa Proudfoot 
Stanford University
Gates Hall, Wing 3B, Room 372 
Stanford, California 94305 USA 
kekoa@graphics.stanford.edu

Przemyslaw Prusinkiewicz 
University of Calgary
Department of Computer Science 
2500 University Drive Northwest 
Calgary, Alberta T2N 1N4 
CANADA 
pwp@cpsc.ucalgary.ca

Ravi Ramamoorthi 
Stanford University 
Gatewing 3B-386
Stanford, California 94305 USA 
ravir@graphics.stanford.edu

Pedro V. Sander 
Harvard University 
12 Vincent Street, #1 
Cambridge, Massachusetts 02140 
USA
pvs@eecs.harvard.edu

Harpreet S. Sawhney 
Sarnoff Corporation 
201 Washington Road
Princeton, New Jersey 08540 USA 
hsawhney@sarnoff.com

Harald Schmidl 
University of Miami
Department of Computer Science 
PO Box 248154
Coral Gables, Florida 33124-4250 
USA
harald@cs.miami.edu

Bernd Schoner

Massachusetts Institute of 
Technology
Media Lab
20 Ames Street, El5-495
Cambridge, Massachusetts 02139 
USA
schoner@media.mit.edu

Richard Sproat

AT&T Labs
180 Park Avenue, Room B-207
Florham Park, New Jersey 07932 
USA
rws@research.att.com

Jos Stam

Alias|Wavefront
1218 Third Avenue, Suite 800 
Seattle, Washington 98101 USA 
jstam@aw.sgi.com

Gordon Stoll

Advanced Prototypes and Demos, 
Intel Corporation
2200 Mission College Boulevard
SC 12-303
Santa Clara, California 95054 USA 
gordon.stoll@intel.com

Harold C. Sun

University of Pennsylvania 
200 South 33rd Street
Philadelphia, Pennsylvania 37604 
USA
hsun@zebware.com

Nicolas Tsingos

Lucent Technologies, Bell Labs 
600 Mountain View, Room 2D-509
Murray Hill, New Jersey 07974 USA 
tsingos@research.bell-labs.com

Jeff Tupper

University of Toronto
Department of Computer Science
Toronto, Ontario M5S 3G4 
CANADA 
tupper@peda.com

Greg Turk

Georgia Institute of Technology 
801 Atlantic Drive
Atlanta, Georgia 30332-0280 USA 
turk@cc.gatech.edu

Kees van den Doel

University of British Columbia 
Department of Computer Science 
2366 Mail Mall
Vancouver, British Columbia V6T 
1Z4 CANADA 
kvdoel@cs.ubc.ca

Hannes Vilhjalmsson 
Massachusetts Institute of 
Technology 
Media Lab
20 Ames Street, E15-320R 
Cambridge, Massachusetts 02139 
USA
hannes@media.mit.edu

Marcelo Walter 
Universidade do Vale do 
Rio dos Sinos
Centro de Cioncias Exatas e
Techol Gicas
Av. Unisinos 950
Spo Lepoldo 93022-000 BRAZIL 
marcelow@exatas.unisinos.br

Michael Wand

WSI/GRIS, University of Tuebingen 
Auf der Morganstelle 10 C9 
Tuebingen 72076 GERMANY 
miwand@gris.uni-tuebingen.de

Benjamin Watson 
Northwestern University 
Department of Computer Science 
1890 Maple Avenue
Evanston, Illinois 60201 USA 
watsonb@cs.nwu.edu

Li-Yi Wei

Stanford University
Gates Computer Science Building, 
Room 386
Stanford, California 94305 USA 
liyiwei@graphics.stanford.edu

Harold B. Westlund 
University of Oregon 
Department of Computer and 
Information
Eugene, Oregon 97403 USA
westlund@cs.uoregon.edu

Paper Contacts/Panel Organizers

mailto:myszkowski@mpi-sb.mpg.de
mailto:noh@usc.edu
mailto:job@eecs.berkeley.edu
mailto:ostrom@iro.umontreal.ca
mailto:pai@cs.ubc.ca
mailto:parish@imes.maut.ethz.ch
mailto:pfister@merl.com
mailto:emilp@cs.princeton.edu
mailto:kekoa@graphics.stanford.edu
mailto:pwp@cpsc.ucalgary.ca
mailto:ravir@graphics.stanford.edu
mailto:pvs@eecs.harvard.edu
mailto:hsawhney@sarnoff.com
mailto:harald@cs.miami.edu
mailto:schoner@media.mit.edu
mailto:rws@research.att.com
mailto:jstam@aw.sgi.com
mailto:gordon.stoll@intel.com
mailto:hsun@zebware.com
mailto:tsingos@research.bell-labs.com
mailto:tupper@peda.com
mailto:turk@cc.gatech.edu
mailto:kvdoel@cs.ubc.ca
mailto:hannes@media.mit.edu
mailto:marcelow@exatas.unisinos.br
mailto:miwand@gris.uni-tuebingen.de
mailto:watsonb@cs.nwu.edu
mailto:liyiwei@graphics.stanford.edu
mailto:westlund@cs.uoregon.edu


PAPER CONTACTS/PANEL ORGANIZERS

Paper Contacts

Yizhou Yu

University of Illinois at Urbana- 
Champaign
Department of Computer Science 
1304 West Springfield Avenue 
Urbana, Illinois 61801 USA 
yyz@cs.uiuc.edu

Panel Organizers

Josephine Anstey 
University at Buffalo 
248A Center for the Arts 
Buffalo, New York 14260 USA 
jranstey@buffalo.edu

Gabriele Blome 
GMD-Institute for Media 
Communication
D-53754 Sankt Augustin, 
GERMANY 
gabriele.blome@gmd.com

Gordon Cameron 
Softimage
3510 boulevard St-Laurent 
Montreal, Quebec H2X 2V2 
CANADA
gocam@netcom.ca

Timothy Childs 
RoundUP Productions 
timothy@web3droundup.org

Sara Diamond

The Banff Centre for the Arts 
sara_diamond@banffcentre.ca

Robert Ellis 
ellis@siggraph.org

Joshua Kolden 
2860 Exposition #D
Santa Monica, California 90404 USA 
joshua@licenseserver.com 
jkdden@ix-netcom.com

Don Levy

Sony Pictures lmageworks 
9050 West Washington Boulevard 
Culver City, California USA 
don_levy@spe.sony.com

Lorelei Lisowsky 
1520 Pershing Drive, #E 
San Francisco, California 94129 USA 
spacegirlinOg@hotmail.com

Mickey W. Mantle

Gracenote (formerly CDDB) 
2141 4th Street
Berkeley, California 94710 USA 
mmantle@gracenote.com

Jacquelyn Ford Morie 
USC Institute for Creative 
Technologies
13274 Fiji Way
Marina del Rey, California 
90292 USA
morie@ict.usc.edu

Dinesh Pai

University of British Columbia 
Department of Computer Science 
2366 Main Mall
Vancouver, British Columbia V6T 
1Z4 CANADA
pai@cs.ubc.ca

Karen Raz

Raz Public Relations, LLC 
216 Pico Boulevard, Suite 10
Santa Monica, California 90405 USA 
karen@razpr.com

Theresa-Marie Rhyne 
Learning Technology Service 
North Carolina State University 
Campus Box 7111 
2131 DH Hill
Raleigh, North Carolina 
27695-711 USA 
tmrhyne@ncsu.edu

Skip Rizzo

Integrated Media Systems Center 
and School of Gerontology
University of Southern California 
3715 McClintock Avenue, MC-0191 
Los Angeles, California 90089-0191 
USA
arizzo@usc.edu

Kathryn Saunders

ThinkTech
245 Davenport Road, 3rd Floor 
Toronto, Ontario M5R IKI 
CANADA
kathryn_saunders@siggraph.org

Ana Serrano

Bell h@bitat
Canadian Film Centre
aserrano@cdnfilmcentre.com

Jill Smolin

Cinesite
1017 North Las Palmas
Los Angeles, California 90048 USA 
jill@well.com

George Suhayda

Sony Pictures lmageworks 
9050 West Washington Boulevard, 
Suite 358
Culver City, California 90232 USA 
geo@imageworks.com

Noah Wardrip-Fruin

Media Research Lab
New York University 
719 Broadway, 12th Floor 
New York, New York 10003 USA
Noah@mrl.nyu.edu

David Zeltzer

Fraunhofer Center for Research in
Computer Graphics (CRCG) 
321 South Main Street
Providence, Rhode Island 02903 
USA
dzeltzer@crcg.edu

Paper Contacts/Panel Organizers

mailto:yyz@cs.uiuc.edu
mailto:jranstey@buffalo.edu
mailto:gabriele.blome@gmd.com
mailto:gocam@netcom.ca
mailto:timothy@web3droundup.org
mailto:sara_diamond@banffcentre.ca
mailto:ellis@siggraph.org
mailto:joshua@licenseserver.com
mailto:jkdden@ix-netcom.com
mailto:don_levy@spe.sony.com
mailto:spacegirlinOg@hotmail.com
mailto:mmantle@gracenote.com
mailto:morie@ict.usc.edu
mailto:pai@cs.ubc.ca
mailto:karen@razpr.com
mailto:tmrhyne@ncsu.edu
mailto:arizzo@usc.edu
mailto:kathryn_saunders@siggraph.org
mailto:aserrano@cdnfilmcentre.com
mailto:jill@well.com
mailto:geo@imageworks.com
mailto:Noah@mrl.nyu.edu
mailto:dzeltzer@crcg.edu


Sketches & Applications

Short, informal presentations on advanced research, artistic adventures, next year’s 
technologies, production breakthroughs, and non-idle speculation. Presenters preview 
emerging work from the technical, education, medical, arts, design, gaming, performing 
arts, and entertainment communities.

Topics range from geology to character animation, psychology, hardware acceleration, 
traffic patterns, puppetry, and beyond.
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Massachusetts Institute of
Technology

David “Grue” DeBry 
Industrial Light + Magic
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Vicki Caulfield
Capstone Solutions, Inc.

Location
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and West Hall A

Days & Hours 
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10:30 am - 6 pm 

Thursday, 16 August 
8:30 am - 6 pm
Friday, 17 August 
8:30 am - 4 pm

Areas of Interest

Animation & Special Effects

Art

Game Development & 
Interactive Techniques

Virtual Reality

Web-related

Sketches & Applications
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WEDNESDAY, 15 AUGUST

10:30 am - 12:15 pm Room 403

Animation Techniques
Session Chair
Dena Slothower
Stanford University

Human Motion Signatures for 
Character Animation

M. Alex O. Vasilescu

University of Toronto
Department of Computer Science 
10 Kings College Road 
Toronto, Ontario M5S 3G4 
CANADA

Separation of human motion 
data into elemental components, 
including a “motion signature” 
that reflects an individual’s dis­
tinctive movement pattern, and 
novel recombination for graphi­
cal character animation.

Decomposing Animation 
Into BlendShapes

J.P. Lewis

OHP
501 Glenoaks Boulevard, Suite 656 
Glendale, California 91202
USA

Mathematical considerations for 
a system that decomposes data 
such as performance capture into 
editable localized blendshapes.

The Animator-Oriented 
Motion Generator, 
Animanium, Based on a 
Humanoid Robots-Control 
Algorithm

Hirotaka Imagawa

SEGA Corporation 
1-2-12, Haneda, Ohta-ku 
Tokyo 144-8531 JAPAN 
imosan@soj.sega.co.jp

New software that provides a 
useful and comprehensive 
environment for editing and 
generating motion of human 
characters.

WEDNESDAY, 15 AUGUST

10:30 am - 12:15 pm Room 404

Human Factors
Session Chair
Jacquelyn Martino
Philips Research, USA

RitSens - Computer-Aided 
System for Studying 
Rhythmic Abilities in 
Bimanual Coordination

Artemis Moroni

Institute Nacional de Tecnologia 
da Informagao
Rod. D. Pedro
I, km 143,6
Campinas 13089-500 BRAZIL 
Artemis.Moroni@iti.br

RitSens, an application specially 
designed for investigation of 
rhythmic abilities in bimanual 
coordination, features a trans­
parent tablet that operates with 
two pointers, one for each hand.

Simulation Fidelity Metrics 
for Virtual Environments
Based on Memory Semantics

Katerina Mania

University of Sussex 
School of Engineering and 
Information Technology 
Falmer, Brighton BN1 9RH 
UNITED KINGDOM 
k.mania@sussex.ac.uk

A methodology for assessment 
of simulation fidelity in 
immersive virtual environments, 
centered on a validated theory 
of memory awareness states.

Real vs. Approximate 
Collisions: When Can We 
Tell the Difference?

Carol O’Sullivan

Image Synthesis Group 
Trinity College 
Dublin, IRELAND 
Carol.OSullivan@cs.ted.ie

Psychophysical experiments 
were conducted to examine 
the effects of factors such 
as eccentricity, separation, 
distractors, causality, and 
physics on collision perception. 
The results are used to guide 
perceptually adaptive collision 
handling.

Solving a 3D Cube Puzzle in 
a Collaborative Virtual 
Environment: As Good as 
Really Being There Together?

Anthony Steed

University College London 
Department of Computer Science 
Gower Street
London WC1E6BT
UNITED KINGDOM 
A.Steed@cs.ucl.ac.uk

This comparison of perform­
ance and collaboration in 
situations where participants 
experience differing levels of 
immersion finds that collabora 
tion is much easier between 
spatially immersive systems.
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WEDNESDAY, 15 AUGUST

10:30 am - 12:15 pm Room 406

Human Capture
Session Chair
Kathy Neely
Fashion Institute of Technology

Analysis and Simulation of 
Facial Movements in 
Elicited and Posed 
Expressions Using a 
High-Speed Camera

Tatsuo Yotsukura

ATR Media Integration & 
Communications Research 
Laboratories and Seikei University 
2-2-2 Hikaridai, Seika-cho, 
Soraku-gun
Kyoto 619-0288 JAPAN 
yotsu@mic.atr.co.jp

A study of the dynamic aspects 
of posed facial expressions 
versus elicited emotional facial 
expressions.

Multi-Modal Translation
System by Using Automatic 
Facial Image Tracking 
and Model-Based
Lip Synchronization

Shin Ogata

Seikei University 
ATR SLT.
3-3-1 Kita-machi Kichijoji 
Musashino
Tokyo 180-8633 JAPAN 
shin@ee.seikei.ac.jp

A multi-modal English-to- 
Japanese and Japanese-to- 
English translation system that 
also translates the speaker’s 
speech motion and synchronizes 
it to the translated speech.

Model-Based Analysis and 
Synthesis of Human Body 
Images

Junichi Hoshino

College of Engineering Systems 
University of Tsukuba 
1-1-1 Tennoudai
Tsukuba 305-8573 JAPAN 
jhoshino@esys.tsukuba.ac.jp

A new method for building 
digital actors by generating 
texture-mapped 3D human 
models from video.

WEDNESDAY, 15 AUGUST

10:30 am - 12:15 pm Room 408

Shading
Session Chair
Ronen Barzel
Pixar Animation Studios

Anti-Aliasing Perlin 
Noise

Ian Stephenson

National Centre for 
Computer Animation 
Bournemouth University 
Talbot Campus
Poole, Dorset BH12 5BB 
UNITED KINGDOM 
istephen@bournemouth.ac.uk

Perlin noise is a key 
function in writing 
procedural shaders, but 
it is prone to aliasing. 
Integrating it can dra­
matically reduce artifacts.

Flow Noise

Ken Perlin

New York University Media 
Research Lab
719 Broadway, 12th Floor 
New York, New York 10003 
USA 
perlin@mrl.nyu.edu

Enhanced Perlin noise 
(rotating gradients so 
animated textures flow 
better) and using pseudo­
advection to improve 
noise turbulence is 
improved by pseudo­
advection. Results are 
flexible, efficient, and 
attractive. Examples 
include: flowing water, 
fire, clouds, smoke, and 
lava.

Organic Textures 
With Controlled 
Anisotropy and 
Directionality

Kazunori Miyata

Department of Media Art 
Tokyo Institue of 
Polytechnics
1583 Iiyama, Atsugi-shi 
Kanagawa 243-0297 JAPAN 
miyatak@acm.org

A method of generating 
organic textures that first 
tessellates a region into 
a set of polygons and 
then generates detailed 
geometry for each 
of them.

Implementing Vector- 
Based Texturing in 
RenderMan

John Haddon

National Centre for 
Computer Animation 
Bournemouth University 
Talbot Campus 
Poole, Dorset BH12 5BB 
UNITED KINGDOM 
theboyhaddon@hotmail.com

2D vector graphics 
provide high resolution, 
low memory require­
ments, and scalable 
images, and they can be 
adaptively rasterized at 
suitable resolutions to 
texture 3D objects in 
RenderMan.

Shadermaps: 
A Method For 
Accelerating 
Procedural Shading

Thouis R. Jones

MERL
201 Broadway Street, 
8th Floor
Cambridge, Massachusetts 
02139 USA 
jones@merl.com

Shadermaps are a new 
method for accelerating 
procedural shading, 
driven by the observation 
that the visual complexity 
of most objects is due to 
their static surface 
appearance.
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WEDNESDAY, 15 AUGUST

2:15 - 4 pm Room 403

Fun for TDs
Session Chair
Darin Grant
Digital Domain

High-Dynamic-Range 
Photography, Global 
Illumination, and Mental 
Ray on a Commercial 
Budget and Timeline

Brian Goldberg

Digital Domain 
300 Rose Avenue 
Venice, California 90291 USA 
bgold@d2.com

A detailed look into applica­
tion of image-based lighting 
techniques and new features in 
rendering technology in a 
high-profile commercial.

Rendering “Pepe” With 
Global Illumination

Marcos Fajardo

USC Institute for Creative 
Technologies
13274 Fiji Way, 5th Floor 
Marina del Rey, California 
90292 USA 
fajardo@ict.usc.edu

Using a custom Monte Carlo 
global illumination renderer 
for an animated short 
subject starring Daniel 
Martinez Lara’s “Pepe” 
digital puppet.

Linux for the 
Production Pipeline

Jeffrey Wike

DreamWorks Feature Animation 
1000 Flower Street
Glendale, California 91201 USA 
jwike@anim.dreamworks.com

DreamWorks retooled its 
entire animation production 
facilities from high-end 
proprietary workstations 
to commodity-based 
Intel/Linux solutions. The 
result: dramatic increases 
in performance and signifi­
cantly reduced costs.

Creating Tools for Playstation2 
Game Development

Kevin Rose

Sony Computer Entertainment 
Europe - Cambridge
Quern House, Mill Court
Great Shelford
Cambridge CB2 5LD 
UNITED KINGDOM 
kevin_rose@scee.sony.cp.uk

Key challenges encountered 
in creating a level editor, 
miscellaneous art tools, and 
data pipelines for a PS2 title.

WEDNESDAY, 15 AUGUST

2:15 - 4 pm Room 404

Numerical Techniques
Session Chair 
Marc Kessler 
University of Michigan

Elastic Object Manipulation 
Using Coarse-to-Fine 
Representation of Mass- 
Spring Models

Hirofumi Kawai

Nara Institute of Science and 
Technology
8916-5 Takayama-cho
Ikoma-shi, Nara 630-0101 JAPAN 
hirofu-k@is.aist-nara.ac.jp

An efficient method for elastic 
object deformation using 
mass-spring models with 
coarse-to-fine representation 
based on the degree of 
deformation.

A New Method For 
Numerical Constrained 
Optimization

Ronald N. Perry

Mitsubishi Electric Research 
Laboratories
201 Broadway Street, 8th Floor 
Cambridge, Massachusetts 
02139 USA 
perry@merl.com

Constrained optimization 
is an important tool with 
extensive applications in com­
puter graphics. This new 
method for constraint han­
dling significantly improves an 
algorithm’s ability to navigate 
constrained space.

Variational Classification 
for Visualization of 3D 
Ultrasound Data

Dani Lischinski

School of Computer Science 
and Engineering
The Hebrew University 
Givat Ram
Jerusalem 91904 ISRAEL 
danix@cs.huji.ac.il

A new technique for high- 
fidelity interactive visualization 
of surfaces from fuzzy and 
noisy 3D ultrasound data using 
a novel opacity classification 
algorithm based on the varia­
tional principle.
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WEDNESDAY, 15 AUGUST

2:15 - 4 pm Room 406

Displays 
Session Chair 
Jacquelyn Martino 
Philips Research, USA

Lighting-Sensitive Displays

Shree K. Nayar

Columbia University 
1214 Amsterdam Avenue, 
M.C.0401
Department of Computer Science 
New York, New York 10027 USA 
nayar@cs.columbia.edu

New technologies that enable a 
display device to sense illumi­
nation in its environment and 
render the appearance of its 
content accordingly.

Using Color-Changing 
Textiles as a Computer 
Graphics Display

Lars Erik Holmquist

PLAY, Interactive Institute 
Box 620
Goteborg SE-405 30 SWEDEN 
leh@viktoria.org

Using photochromically 
treated threads to create a 
fabric that changes color when 
subjected to ultraviolet light. 
In conjunction with a computer- 
controlled lamp, the textile 
becomes a dynamic display.

ELMO: A Head-Mounted 
Display for Real-Time 
Image Synthesis

Kiyoshi Kiyokawa

Communications Research Laboratory 
Nukui-Kitamachi
Koganei
Tokyo 184-8795 JAPAN 
kiyo@crl.go.jp

An optical see-through head­
mounted display that uses a 
real-time range finder and a 
light-blocking mechanism to 
present mixed-reality environ­
ments with correct mutual 
occlusion in any environment.

WEDNESDAY, 15 AUGUST
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Modeling Interfaces
Session Chair
Gary Templet
Sandia National Laboratories

A Suggestive Interface 
for 3D Drawing

Takeo Igarashi

Computer Science Department 
Brown University 
115 Waterman Street 
Providence, Rhode Island 
02912 USA 
takeo@acm.org

An interaction technique for 
3D drawing in which the user 
highlights geometric compo­
nents in the scene as hints, and 
the system suggests possible 
operations based on the hints.

French Surface: A New 
Technique for Surface 
Design

Zita Cheng

Human Communications 
Technology Laboratory 
Department of Electrical and 
Computer Engineering 
2356 Main Mall
University of British Columbia 
Vancouver, British Columbia 
V6T 1Z4 CANADA 
zitast@math.ubc.ca

Inspired by drafters’ French 
curves, French Surface provides 
users with a predefined set of 
surfaces as drawing templates. 
This avoids the mathematical 
structure and freehand control 
of traditional methods.

An Interactive System 
for Robust Topological 
Modeling of Meshes

Ergun Akleman

Texas A&M University 
Visualization Laboratory 
216 Langford Center 
College Station, Texas 77843 
USA
ergun@viz.tamu.edu

An interactive system 
for robust modeling of 
orientable two-manifold 
polygonal meshes.

Simultaneous Model 
Assembly in Real and 
Virtual Spaces

Eckhard Meier

GMD - German National Research 
Center for Information Technology 
Schloss Birlinghoven
Sankt Augustin 53754
GERMANY
eckhard.meier@gmd.de

Using building blocks to create 
models in physical and virtual 
space simultaneously. The sys­
tem reproduces assembly of 
physical models in real time.

Sketches & Applications
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 Merging 2D and 3D Production Methods
Session Chair
Cary Phillips
Industrial Light + Magic

How Changes in
Technology Change the Use 
of Computer Animation at 
Walt Disney Feature 
Animation

Steve Goldberg

Walt Disney Feature Animation 
500 South Buena Vista Street 
Burbank, California 91521 USA 
steve.goldberg@disney.com

Advances in software and 
hardware and how they have 
influenced both corporate aes­
thetics and artists’ attitudes 
about computer animation.

Bringing PhotoRealism 
to Fantasy: The Hybrid 
Approach of a Digital 
Matte Artist

Paul Huston

Industrial Light + Magic 
3155 Kerner Boulevard
San Rafael, California 94901 USA 
paul@ilm.com

Evolution and advances in 
digital matte techniques 
demonstrated through films 
such as “Star Wars Special 
Edition, Episode I: The 
Phantom Menace,” “Mission: 
Impossible,” “Space Cowboys,” 
and “The Mummy Returns.”

Digital Tricks for 
Japanese Cel Animation

Akio Kazumi

OLM Digital, Inc.
2-29-7 Sangenjaya
Setagaya-ku
Tokyo 154-0024 JAPAN 
kazumi@olm.co.jp

How digital tricks are created 
and applied in making 
Japanese cel animation, 
including practical examples 
from the Pokemon movies.
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Curves and Morphing
Session Chair
Marc Kessler
University of Michigan

2D Shape Interpolation 
Using A Hierarchical 
Approach

Henry Johan

University of Tokyo 
7-3-1 Idongo Bunkyo-ku 
Tokyo 113-0033 JAPAN 
henry@is.s.u-tokyo.ac.jp

In this solution to the shape 
interpolation problem, the 
algorithm constructs compatible 
hierarchical representations of 
two given shapes. Interpolating 
the compatible hierarchical rep­
resentations generates smooth 
interpolation sequences.

Fair and Robust Curve 
Interpolation on the Sphere

Carlo H. Sequin

University of California, Berkeley 
EECS, Computer Science Division 
639 Soda Hall #1776
Berkeley, California 94720-1776 USA 
sequin@cs.berkeley.edu

By blending arcs, this interpo­
lating subdivision scheme for 
curves on the sphere 
produces fair-looking G2-con- 
tinuous curves even through 
challenging sets of interpolation 
points.

Feature-Based Topological 
Mesh Metamorphosis

Seungyong Lee

Pohang University of Science 
and Technology
Department of Computer Science 
San 31 Hyoja-dong
Pohang 790-784
SOUTH KOREA 
leesy@postech.ac.kr

A novel approach for 3D mesh 
morphing that simultaneously 
interpolates the topology and 
geometry of input meshes by 
using edge transformations 
and geomorphs.

Explicit Control of 
Topological Evolution in 
3D Mesh Morphing

Shigeo Takahashi

Department of Graphics and 
Computer Science
Graduate School of Arts and
Sciences
University of Tokyo 
3-8-1 Komaba, Megwo-ku 
Tokyo 153-8902 JAPAN 
takahashis@acm.org

A new approach for explicitly 
specifying a path of topological 
evolution while morphing 3D 
meshes of different topological 
types.

Sketches & Applications
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Meshes
Session Chair
Gary Templet
Sandia National Laboratories

Dynamic Meshing Using 
Adaptively Sampled 
Distance Fields

Jackson Pope

MERL 
201 Broadway Street, 8th Floor 
Cambridge, Massachusetts 02139 
USA
pope@merl.com

A new method of generating 
detail-directed, viewpoint­
dependent, dynamic triangle 
meshes using adaptively 
sampled distance fields, which 
produces high-quality, low-tri- 
angle-count meshes.

Mapping Independent 
Triangulation of Parametric 
Surfaces

Marco Attene

IMA-CNR
Via De Marini 6 
Torre Di Francia 
Genova 16149 
ITALY 
attene@ima.ge.cnr.it

Triangulation in parametric 
space can produce poor and 
even inconsistent meshes. 
This sketch describes an 
almost regular triangulation 
using inverse mapping that 
describes local stretching and 
twisting of the surface.

Efficient Update of 
Geometric Constraints in 
the Tapestry Evolving Mesh 
Representation

Maryann Simmons

University of California, Berkeley 
EECS, Computer Science Division 
537 Soda Hall #1776
Berkeley, California 94720-1776 USA 
simmons@cs.berkeley.edu

Using geometric constraints to 
provide an efficient and robust 
evolving mesh implementation 
as a basis for a fully dynamic 
tapestry display representation 
for interactive rendering.

Compressing Large 
Polygonal Models

Jeffrey Ho

Beckman Institute
University of Illinois at Urbana- 
Champaign
405 North Mathews Avenue 
Urbana, Illinois 61801 USA 
j-hol@dizzy.ai.uiuc.edu

Development and evaluation 
of methods for compressing 
large triangular meshes that 
are too complex to fit into 
main memory.
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Simulation
Session Chair
Ronen Barzel
Pixar Animation Studios

Real-Time Cloth Simulation 
with Sparse Particles

Masaki Oshita

Department of Intelligent Systems 
Kyushu University
6-10-1 Hakozaki, Higashi-Ku 
Fukuoka City 812-8581 JAPAN 
moshita@db.is.kyushu-u.ac.jp

A small number of particles is 
controlled for fast cloth simu­
lation. The cloth surface is 
smoothed with their normals, 
which are computed from the 
elastic forces applied to each 
particle.

Using Precomputed Cloth 
Simulations for Interactive 
Applications

Daniel L. Herman

Pixar Animation Studios 
1511 44th Avenue
San Francisco, California 94122 USA 
dh@digitalfish.com

A method for reconstructing 
the form of cloth dynamically 
draped on an animated body 
without the need to run a 
simulator during animation 
iteration.

Modeling and Dynamics of 
Clouds Using a Coupled 
Map Lattice

Yoshinori Dobashi

Hokkaido University
Kita 13, Nishi 8, Kita-ku 
Sapporo 060-8628 JAPAN 
doba@nis-ei.eng.hokudai.ac.jp

A new method of cloud 
modeling that uses a coupled 
map lattice to simulate cloud 
formation.

A Fast Simulating System 
for Realistic Motion and 
Realistic Appearance of 
Fluids

Yukio Watanabe

System LSI R&D Center
Toshiba Corporation
580-1, Horikawa-cho, Saiwai-ku 
Kawasaki 212-8520 JAPAN 
watanabe@sdel.toshiba.co.jp

A system to generate fast fluid 
animations that are realistic in 
both motion and appearance.

Sketches & Applications
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Deformable Objects
Session Chair
Simon Allardice
Lynda.com

Simulation of Deforming 
Elastic Solids in Contact

Gentaro Hirota

Computer Science Department 
University of North Carolina at 
Chapel Hill
CB# 3175 Sitterson Hall 
Chapel Hill, North Carolina 
27599-3175 USA 
hirota@cs.unc.edu

Simulation of sliding contact 
between deformable, nonlin- 
early elastic bodies. How 
a novel finite-element 
approach capable of handling 
self- and inter-penetration was 
used to bend the knee of the 
Visible Human dataset.

A Computationally Efficient 
Framework for Modeling 
Soft Body Impact

Sarah Frisken

MERL
201 Broadway, 8th Floor 
Cambridge, Massachusetts 
02139 USA
frisken@merl.com

This framework uses adaptively 
sampled distance fields for 
quickly, efficiently, and 
accurately detecting collisions, 
computing impact forces, and 
determining contact deforma­
tion for soft bodies.

Hardware Acceleration for 
Physical Modeling of 
Deformable Objects

Benjamin Bishop

University of Georgia 
418 Graduate Studies Research
Center
Athens, Georgia 30602 USA 
bishop@cs.uga.edu

Exploring the possibility of 
using specialized hardware to 
greatly accelerate physical 
modeling of deformable 
objects. This sketch presents 
results from a first-generation 
specialized experimental 
hardware system.

Interactive Virtual Clay 
Using Implicit Surfaces and 
Particle Systems

Masatoshi Matsumiya

Nara Institute of Science and 
Technology 
8916-5 Takayama
Ikoma, Nara 630-0101 JAPAN 
masato-m@is.aist-nara.ac.jp

A virtual clay model developed 
for interactive virtual clay 
works that exhibits clay-like 
deformation and can be calcu­
lated and rendered in real 
time.
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Haptics
Session Chair
Ed Angel
University of New Mexico

Spatial Resolution in 
Haptic Rendering

Juli Yamashita

National Institute of Advanced 
Industrial Science and Technology 
Tsukuba Central 6
1-1-1, Higashi, Tsukuba-City 
Ibaraki 305-8566 JAPAN 
yamashita-juli@aist.go.jp

The effect of spatial resolution 
is still not clear in haptic ren­
dering. This sketch reveals it by 
measuring absolute thresholds 
for surface smoothness using 
two point-contact haptic dis­
plays of different resolutions.

The Development of 
the Virtual Human 
Abdomen: Algorithms 
and Methodologies

Kevin Chugh

State University of New York 
at Buffalo
Virtual Reality Laboratory 
809 Furnas Hall
Amherst, New York 14260 USA 
chugh@buffalo.edu

Haptic simulation of an 
abdominal palpation 
examination. Featured 
topics: development of 
real-time haptic force­
displacement algorithms 
and a non-invasive tissue 
property collection device.

Tangible Communication

Ken-ichi Kameyama

Toshiba Corporation
1, Komukai-toshiba-cho 
Saiwai-ku
Kwasaaki 212-8582 JAPAN 
kenichi.kameyama@toshiba.co.jp

On-going research on a mobile 
telecommunication system in 
which users can mutually 
transmit their ambient infor­
mation and can feel mentally 
closer to each other.

Hand-Held Torque 
Feedback Device

Yukio Fukui

University of Tsukuba 
1-1-1 Tennoudai
Tsukuba Ibaraki 305-8573 JAPAN 
fukui@is.tsukuba.ac.jp

Unlike conventional force 
displays, which have some 
bases supporting reaction 
force, this proposed torque 
display requires no base, 
because it uses the angular 
momentum transition caused 
by controlled currents of three 
orthogonal motors.

Sketches & Applications
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Narrative Gestures
Session Chair
Kathy Neely
Fashion Institute of Technology

A Multipurpose Array of 
Tactile Rods for
Interactive eXpression

Dan Overholt

Massachusetts Institute of 
Technology
MIT Media Laboratory 
254 Windsor Street, #3L 
Cambridge, Massachusetts 
02139 USA 
dano@media.mit.edu

The MATRIX (Multipurpose 
Array of Tactile Rods for 
Interactive eXpression) 
offers real-time control of a 
deformable surface, enabling 
manipulation of a wide range 
of audio-visual effects.

genieBottles: An Interactive
Narrative in Bottles

Ali Mazalek

Massachusetts Institute of 
Technology
MIT Media Laboratory 
20 Ames Street, El5-444 
Cambridge, Massachusetts 
02139 USA 
mazalek@media.mit.edu

This application presents 
physical bottles as containers 
and controls for an interactive 
narrative. A conversation­
based story unfolds as users 
release genie characters that 
live inside a set of glass bottles.

Open Processes Create 
Open Products: “Interface 
Ecology” as a 
Metadisciplinary Base 
for CollageMachine

Andruid Kerne

Creating Media
380 Lafayette Street, Suite 202 
New York, New York 10003 USA 
andruid@creatingmedia.com

Most interactive artifacts are 
very finite state machines. Life 
is open-ended. Equal value in 
interface ecology opens the 
range of methodologies.
Indeterminacy opens the set of 
possible states in CollageMachine.

The Mouthesizer: A Facial 
Gesture Musical Interface

Michael J. Lyons

ATR Media Integration & 
Communication Research Labs 
2-2-2 Hikaridai, Seika-cho 
Soraku-gun
Kyoto 619-0288 JAPAN 
mlyons@mic.atr.co.jp

A new interaction paradigm 
that uses facial gestures to play 
music. Video input from a 
head-worn camera is converted 
to MIDI synthesizer controls 
using a computer-vision 
algorithm.

THURSDAY, 16 AU6UST
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Image-Based Rendering
Session Chair
Doug Roble
Digital Domain

Image-Based Rendering 
and Illumination
Using Spherical Mosaics

James F. O’Brien

University of California, Berkeley 
EECS, Computer Science Division 
633 Soda Hall #1776
Berkeley, California 94720 
USA
job@eecs.berkeley.edu

Extending concentric mosaics 
to spherical mosaics allows 
greater freedom of movement. 
Pre-computed diffuse and 
specular maps provide realistic 
illumination from high- 
dynamic-range image data 
for objects interactively added 
to the scene.

Image-Based Rendering 
for Animated Deforming 
Objects

Hiroshi Kawaski

University of Tokyo 
Institute of Industrial Science, 
Department 3
4-6-1 Komaba, Meguro-ku 
Tokyo 153-8505 JAPAN 
h-kawa@sak.iis.u-tokyo.ac.jp

This IBR technique for 
making photo-realistic CG ani­
mation successfully rendered 
deformed velvet and fur, 
which is difficult to 
synthesize with MBR.

Rendering by
Manifold Hopping

Heung-Yeung Shum

Microsoft Research China 
Sigma Center, Floor 3 
No. 49 ZhiChun Road 
HaiDian District
Beijing 100080 CHINA 
hshum@microsoft.com

Manifold hopping provides 
perceptually continuous 
navigation by using only 
a small number of strategically 
sampled manifold mosaics or 
multiperspective panoramas.

Image-Based Reconstruction 
of Shift-Variant Materials

Hendrik P. A. Lensch

Max-Planck-Institut fur Informatik 
Stuhlsatzenhausweg 85 
Saarbruecken 66123 GERMANY 
lensch@mpi-sb.mpg.de

This image-based method 
robustly fits average BRDFs to 
the different materials of real 
objects. Shift-variant behavior 
is modeled by projecting the 
acquired data into a basis 
formed by recovered BRDFs.

Sketches & Applications
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Rendering Optimization
Session Chair
Randy Frank
Lawrence Livermore National Laboratory

k-DOPs as Tighter Bounding 
Volumes for Better
Occlusion Performance

Dirk Bartz

WSI/GRIS, Universitat Tubingen 
Auf der Morgenstelle 10/C9 
Tubingen, 72076 GERMANY 
bartz@gris.uni-tuebingen.de

Using discrete orientation 
polytopes (k-dops) as bounding 
volumes for occlusion culling. 
They represent a much tighter 
shape approximation than 
widely used axis-aligned 
bounding boxes.

Multi-Resolution Depth Buffer

Eugene Lapidous

Viewspace Technologies, Inc.
P.O. Box 2008
Saratoga, California 95070 USA 
eugene@viewspace.com

A new type of multi-resolution 
depth buffer allows applica­
tions optimized for screen Z to 
take advantage of the high- 
precision depth buffer algo­
rithms. The balance between 
precision and performance is 
software-adjustable.

Occlusion Culling and 
Summed-Area Tables

Andreas Genz

Universitat Bremen Informatik 
P.O. Box 330 440
Bremen D-28334 GERMANY 
genzo@informatik.uni-bremen.de

A method that integrates 
occlusion culling into the 
Catmul recursive-subdivision 
algorithm. Efficient culling is 
done via summed-area tables 
built from previously raster­
ized layers.

Computing Nearly Exact 
Visible Sets Within a Shaft 
With 4D Hierarchical 
Z-Buffering

Ned Greene

NVIDIA Corporation 
Ned@ngreene.com

How a nearly minimal set 
of visible primitives within 
a shaft can be computed with a 
simple recursive subdivision 
procedure that performs 4D 
hierarchical z-buffering.
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Virtual Landscapes
Session Chair
Cheryl Stockon
Studio Firefly and Pratt Institute

PlaceWorld: An Integration 
of Shared Virtual Worlds

Jon Cook

University of Manchester 
Computer Science Building 
Oxford Road
Manchester M13 9PL
UNITED KINGDOM 
cookj@cs.man.ac.uk

PlaceWorld is designed to bring 
disparate electronic artworks 
together in a single multi-user 
virtual environment that 
affords social interaction.

Virtual Showcases

Oliver Bimber

Fraunhofer Institute for Computer 
Graphics
Joachim Jungius Strasse 11
Rostock 18059 GERMANY 
obimber@rostock.igd.fhg.de

A new multi-user AR 
display system and developed 
real-time rendering and image 
transformation techniques.

ALVIN on the Web: 
Distributive Mission 
Rehearsal for a Deep 
Submersible Vehicle

Jan Jungclaus

Fraunhofer Center for Research 
in Computer Graphics, Inc. 
321 South Main Street 
Providence, Rhode Island 
29030 USA 
jjungcla@crcg.edu 
alvin.crcg.edu

This distributive online 
simulation system allows 
scientific and public users 
to collaboratively train and 
plan the Alvin submarine’s 
missions in a realistic and 
interactive cockpit 
environment.

A Head-Mounted Projective 
Display and its Applications 
in Interactive Augmented 
Environments

Hong Hua

Beckman Institute
University of Illinois at Urbana- 
Champaign
405 North Mathews Avenue 
Urbana, Illinois 61801 USA 
Honghua@uiuc.edu

HMPD technology and 
its featured capabilities, 
a recent prototype for a 
compact HMPD implementa­
tion, and application examples 
for interactive augmented 
environments.

Sketches & Applications
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Feature FX
Session Chair 
Dena Slothower 
Stanford University

Trees in “How the Grinch 
Stole Christmas:” 
Automating the Task of 
Creating and Rendering 
Large Numbers of Complex 
Objects

Charlotte Manning

Digital Domain 
300 Rose Avenue 
Venice, California 90291 USA 
charo@d2.com

How hundreds of shots for 
“How the Grinch Stole 
Christmas” were quickly and 
efficiently populated with 
thousands of trees using a 
partly automated, optimized 
tree template system.

Procedural Dynamics 
System for Animating the 
Sleigh in “How the Grinch 
Stole Christmas”

Markus Kurtz

Digital Domain 
300 Rose Avenue
Venice, California 90291 USA 
markusk@d2.com

A procedural dynamics system 
that derives the dynamics of a 
CG sleigh depending solely on 
the sleigh’s motion and its 
interaction with the ground 
surface.

Rendering Semi-Solid 
Objects With Particles

Scott Singer

PDI/Dream Works
3101 Park Boulevard
Palo Alto, California 94306 USA 
scott@pdi.com

The approach used to render 
deforming semi-solid mud 
objects without making them 
look like stretchy rubber sacks 
for “Shrek.”

Dynamic Flesh and 
Muscle Simulation: 
“Jurassic Park III”

Dennis Turner

Industrial Light + Magic 
3155 Kerner Boulevard
San Rafael, California 94901 USA 
den@ilm.com

How dynamic flesh and 
muscle simulation were used 
to add organic complexity to 
photo-realistic dinosaurs in 
“Jurassic Park III.”

Sketches & Applications

mailto:charo@d2.com
mailto:markusk@d2.com
mailto:scott@pdi.com
mailto:den@ilm.com


THURSDAY, 16 AUGUST
2:15 - 4 pm Room 403

 Production Overviews
Session Chair
Juan Buhler
PDI/DreamWorks

“Budweiser Alien” 
Commercial

Leandro Estebecorena

Industrial Light + Magic 
3155 Kerner Boulevard
San Rafael, California 94901 USA 
leandro@ilm.com

ILM’s Computer Graphics 
Commercials Department 
accepted the challenge of 
generating a CG stadium 
crowded with aliens and 
made it look real without the 
aid of references from set.

Whippin’ up a Storm

Alex Seiden

212 Garfield Place
Brooklyn, New York 11215 USA 
aseiden@hotmail.com

Months of planning, prepara­
tion, and execution go into 
every Super Bowl spot, right? 
Not always! This sketch looks 
at the making of one spot and 
the frenzy involved.

The Living Forest:
The Story of a 3D Feature 
Film in Europe

Juan Nouche

DYGRA Films
Linares Rivas 9
La Coruna 15005 SPAIN 
cristobal@filloa.com

“The Living Forest” (“el 
Bosque Animado”) is a 3D 
feature film by Spanish anima­
tion studio DYGRA Films 
using Maya and in-house 
applications.

Character Setup and 
Animation for “3-2-1 
Penguins!”

Michael B. Comet

Big Idea Productions 
206 Yorktown Center
Lombard, Illinois 60187 USA 
michael.comet@bigidea.com

A summary of rigging and 
animation issues for this 3D, 
cartoon-style children’s video, 
from user interface scripting to 
squash and stretch.

THURSDAY, 16 AUGUST
2:15 - 4 pm Room 404

Interactive Art
Session Chair
Hisham Bizri
Massachusetts Institute of Technology

Permanent Shutdown: 
Experiments in Interactivity

Justin Kent

Massachusetts Institute of 
Technology
195 Binney Street #2103 
Cambridge, Massachusetts 
02142 USA 
justin@scientifikent.com

Artificial intelligence finds 
assisted suicide, online trust 
accesses ownership and 
consumption, and interaction 
becomes anti-interaction — 
as art moves towards its 
own inevitable permanent 
shutdown.

NATO.O+55+3d.Modular -
A New Real-Time and 
Non-Real-Time Multimedia 
Authoring and DSP 
Environment

Netochka Nezvanova

0f003 Maschinenkunst 
Stichting Steim 
Achtergracht 19 
1017 WL Amsterdam 
THE NETHERLANDS 
ecdysone@eusocial.com

An advanced, real-time and 
non-real-time 2D, 3D, VR, 
DV-FIREWIRE, audio-video 
and text library for IRCAM 
MAX distributed by Ircam, 
and 0f0003.

Digital Stupa:
Interactive Animations

Daniel Pirofsky

Portland State University 
Department of Art
P.O. Box 751
Portland, Oregon 97207-0751 USA 
pirofskyd@pdx.edu

Playful meditations on 
algorithmically discovered, 
non-objective images. Source 
animations are recomposed as 
maps to be explored through 
non-linear playback of frames 
in unique, spontaneous 
space/time sequences.

My Finger’s Getting Tired: 
Interactive Installations for 
the Mind and Body

Don Ritter

Pratt Institute
Department of Computer Graphics 
and Interactive Media
200 Willougby Avenue ARC F11 
Brooklyn, New York 11205 USA 
ritter@aesthetic-machinery.com

Documentation of large instal­
lations that use interactivity as 
content and require users to 
use their bodies to simultane­
ously control unencumbered 
interactive experiences for 
multiple users.
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THURSDAY, 16 AUGUST
2:15 - 4 pm Room 406

Architectures
Session Chair 
Simon Allardice 
Lynda.com

Imaging the Living Computer: 
Neuroscience Methods in 
Visualizing the Performance 
of Parallel Programs

Daniel L. Herman

DigitalFish Films 
dh@digitalfish.com

Neuros is a system for graphical 
visualization of program execu­
tions on parallel computers. 
It consists of an extensible, 
configurable toolkit that 
provides still-frame and 
animated views of parallel 
tracefiles.

Mayhem: A New Trend for 
Virtual Environments (and 
Online Games)

Manuel Oliveira

University College London 
Gower Street
London WCIE 6BT
UNITED KINGDOM 
m.oliveira@cs.ucl.ac.uk

This prototype massive online 
role-playing game uses new 
concepts and approaches from 
research to create a constantly 
evolving virtual environment 
that scales according to the 
number of users.

CONTIGRA: A High- 
Level XML-Based 
Approach to Interactive 
3D Components

Raimund Dachselt

Dresden University of Technology 
Lehrstuhl Multimediatechnik 
Dresden 1062 GERMANY 
dachselt@inf.tu-dresden.de

A flexible 3D component 
architecture based on XML 
languages. Due to various 
abstraction levels and 
independence from specific 
3D toolkits, it allows interdis­
ciplinary development of 3D 
applications.

X3D Content Examples, 
Editing, Conformance Suite, 
and Software Development 
Kit (SDK) CDs

Don Brutzman

Naval Postgraduate School 
Code UW/Br
Monterey, California 93943 USA 
brutzman@nps.navy.mil

Content examples, editing, 
conformance suite, and 
software development kit 
(SDK) CDs for VRML 
200x, extensible 3D (X3D) 
graphics.

THURSDAY, 16 AUGUST
2:15 - 4 pm Room 408

Rendering Nouveau
Session Chair
Maureen Nappi 
New York University

Symplectic Ray Tracing: 
Ray Tracing With 
Hamiltonian Dynamics in 
Black-Hole Spacetime

Tetsu Satoh

Nara Institute of Science and 
Technology
8916-5 Takayama-cho 
Ikoma, JAPAN 
tetu-s@is.aist-nara.ac.jp

Symplectic ray tracing presents 
a new technique for visualizing 
curved black-hole spacetime. 
Efficient computation for CG 
based on the ray tracing is 
realized by using Hamilton’s 
canonical equation with 
symplectic numerical analysis.

Colored-Paper Mosaic 
Rendering

Sang Hyun Seo

Chung-Ang University 
221 HukSuk Dong , Dongjak Gu 
Seoul 156-756 SOUTH KOREA 
ddipdduk@cglab.cse.cau.ac.kr

In response to growing 
concern about non-photorealis- 
tic rendering, this sketch 
proposes a colored-paper 
mosaic-rendering technique 
that can automatically 
generate torn and tagged 
colored-paper mosaic effects.

Real-Time Stroke Textures

Bert Freudenberg

Otto-von-Guericke-Universitat 
Magdeburg
Institut fur Simulation und Graphik 
Postfach 4120
Magdeburg 39106 GERMANY 
bert@isg.cs.uni-magdeburg.de

Shading in line drawings is 
expressed by varying stroke 
width or density of strokes. 
This new method can do it 
either way, introducing 
lighting-dependent surface 
detail to interactive NPR.
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THURSDAY, 16 AUGUST

4:15 - 6 pm Room 403

Fuzzy Creatures
Session Chair
Cary Phillips
Industrial Light + Magic

Practical Image-Based 
Lighting for Fur and Surfaces

Deborah Carlson

Sony Pictures lmageworks
5750 West Centinela Avenue #309 
Los Angeles, California 90045 USA 
dcarlson@imageworks.com

In the image-based
lighting pipeline at Centropolis 
Effects, lighting is captured 
with HDR fisheye photogra­
phy and used in Photorealistic 
RenderMan for both surfaces 
and fur.

Lifting Detail from Darkness

J.P. Lewis

Disney TSL
3100 Thornton Avenue
Burbank, California 91505 USA 
zilla@computer.org

A high-quality method for 
separating detail from overall 
image region intensity. This 
intensity-detail decomposition 
can be used to automate some 
specialized image alteration 
tasks.

Grooming and Rendering 
Cats and Dogs

Pedro Huang

Rhythm & Hues Studios 
5404 Jandy Place
Los Angeles, California 90066 USA 
huang@rhythm.com

For the visual effects in “Cats 
and Dogs,” Rhythm and Hues 
developed techniques for mod­
eling, grooming and animating 
photo-realistic digital fur.

Skinning Cats and Dogs 
Using Muscle Deformations

Hans Rijpkema

Rhythm & Hues Studios
5404 Jandy Place
Los Angeles, California 90066 USA 
hans@rhythm.com

Techniques used for 
“skinning” animal characters 
in “Cats and Dogs.”

THURSDAY, 16 AUGUST

4:15 - 6 pm Room 404

Interaction Mechanisms
Session Chair
Hisham Bizri
Massachusetts Institute of Technology

View-Dependent Texture 
Mapping of Video for 
Realistic Avatars in 
Collaborative Virtual 
Environments

Vivek Rajan

Electronic Visualization Laboratory 
University of Illinois at Chicago 
901 South Ashland Avenue, #810A 
Chicago, Illinois 60607 USA 
vrajan@evl.uic.edu

How projective texturing of 
video onto a reasonably accu­
rate 3D model of the user’s 
head can be used to produce 
realistic avatars in real time.

Non-Graphical Application 
of Hardware-Accelerated 
Voxelization

Steffi Beckhaus

GMD - Institute for Media 
Communication
Schloss Birlinghoven 
53754 Sankt Augustin 
GERMANY 
steffi.beckhaus@gmd.de

Using hardware-accelerated 
voxelization to convert a scene 
into the voxel space with iden­
tification of unique, single 
objects. The voxelized scene 
supports a system for automatic 
presentation of objects.

Manipulate the
Unreachable: Through-the- 
Lens Remote Object 
Manipulation in Virtual 
Environments

Stanislav L. Stoev

University of Tuebingen 
Auf der Morgenstelle 10, C9 
Tubingen 72076 GERMANY 
sstoev@gris.uni-tuebingen.de

A technique for defining 
an additional viewpoint in an 
explored virtual world and 
manipulating objects through 
the window that displays the 
world as seen from this view­
point.

Intuitive Multiple 
Viewpoints Control Using 
Interlocked Motion of 
Coordinate Pairs

Shinji Fukatsu

Osaka University 
2-1 Yamadaoka 
Suita-shi
Osaka 565-0871 JAPAN 
fukatsu@eie.eng.osaka-u.ac.jp

This sketch proposes the 
ginterlocked motion of 
coordinate pairs has a manipu­
lation technique for intuitively 
controlling multiple viewpoint 
(specifically, additional 
viewpoints and the primary 
viewpoint).

Sketches & Applications
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4:15 - 6 pm Room 408

Digital Representation
Session Chair 
Maureen Nappi 
New York University

Enhanced Reality: 
A New Frontier for
Computer Entertainment

Richard Marks

Sony Computer
Entertainment America 
919 East Hillsdale Boulevard, 
2nd Floor
Foster City, California 94404 USA 
richard_marks@playstation.sony.com

A new form of computer 
entertainment that enables 
movie-like special effects in 
real time in your own home.

ComicDiary: Representing 
Individual Experiences 
in Comics Style

Ryuuki Sakamoto

ATR Media Integration & 
Communications Research 
Laboratories/Japan Advanced 
Institute of Science and Technology 
2/2/02 Hikaridai, Seika-cho 
Soraku-gun
Kyoto 619-0288 JAPAN 
skmt@jaist.ac.jp

A system that automatically 
creates a personal diary in 
comic style by using the user’s 
touring records at an exhibi­
tion and environmental events.

Life-Sized Projector-Based 
Dioramas: Spatially Real 
and Visually Virtual

Kok-Lim Low

University of North Carolina at 
Chapel Hill
Department of Computer Science 
Campus Box 3175, Sitterson Hall 
Chapel Hill, North Carolina 
27599-3175 USA 
lowk@cs.unc.edu

A framework to re-create 
a real place by using projectors 
and display surfaces that closely 
approximate the geometry of 
the scene. The result is a spa­
tially very realistic virtual 
environment.

Sketching Space:
Virtual to Real

Bill Brody

University of Alaska Fairbanks 
910 Yukon Drive, Suite 108 
Fairbanks, Alaska 99775 USA 
brody@arsc.edu

Sketches in virtual reality are 
converted to tangible objects 
by drawing in space and 
translating the energy 
employed in drawing into 
a cleanly tessellated surface 
for rapid prototyping.

Sketches & Applications
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8:30 - 10:15 am Room 403

Light Fields
Session Chair
Doug Roble
Digital Domain

Locally Reparameterized
Light Fields

Sing Bing Kang

Microsoft Corporation 
One Microsoft Way 
Redmond, Washington 
98052 USA 
sbkang@microsoft.com

This sketch proposes a locally 
reparameterized light field for 
efficient handling of nonrigid 
effects such as reflections and 
specularities. It works bymod­
eling the diffuse and nonrigid 
effects as separate local geome­
tries.

Light Field Rendering with
Triangular Viewpoint Mesh

Dongho Kim

The George Washington University 
20266 River Ridge Terrace, #100 
Asburn, Virginia 20147 USA 
dkim@seas.gwu.edu

In this new light field render­
ing scheme, viewpoints are 
located at the vertices of trian­
gular mesh. Rendering error 
can be reduced because smaller 
number of the image samples 
are used.

Multi-Resolution
Light-Field Rendering 
With the Wavelet Stream

Ingmar Peter

WSI/GRIS
Universitat Tubingen 
Auf der Morgenstelle 10, C9 
Tubingen 72076 GERMANY 
peter@gris.uni-tuebingen.de

A new data structure for 
wavelet-based light field 
compression that allows for 
interactive reconstruction and 
rendering. An additional sil­
houette-encoding scheme 
improves both coding efficiency 
and reconstruction quality.

FRIDAY, 17 AUGUST

8:30 - 10:15 am West Hall A

Death and Destruction
Session Chair
Gary Pimentel
Evans & Sutherland

The Attack on Pearl Harbor 
Battleship Row: Everything 
Including the Kitchen Sink

David Frederic Horsley

Industrial Light + Magic 
3155 Kerner Boulevard 
San Rafael, California 94901 USA 
horsley@ilm.com

The challenge of “Pearl 
Harbor” was determining 
what it would take to execute 
a series of complex bombing 

scenes with a multiplicity of 
actions happening 
simultaneously.

Crashing Planes the Easy 
Way: “Pearl Harbor”

Scott Benza

Industrial Light + Magic 
3155 Kerner Boulevard 
San Rafael, California 94901 USA 
benza@ilm.com

Aircraft destruction in “Pearl 
Harbor” was made possible by 
taking an alternative approach 
to rigid body systems. This 
presentation demonstrates 
ILM’s technique for creating 
realistic dynamic simulations 
for the film.

Paint the Town Red: 
Recreating Stalingrad For 
“Enemy at the Gates”

Paul Franklin

Double Negative Ltd. 
77 Shaftesbury Avenue 
London W1V 8HQ 
UNITED KINGDOM 
paul@dneg.com

The story of how Double 
Negative combined digital 
painting and 3D modeling to 
recreate the war-torn land­
scape of the 20th century’s 
bloodiest battle.

Destroying a Dam Without 
Getting Wet: Rule-Based 
Dynamic Simulation for 
“Wave of Death”

Stephan Trojansky

CA Scanline Production GmBH 
Bavariafilmplatz 7 
Gebaeude 48
Munchen 82031 GERMANY 
troja@scanline.de

Rule-based dynamic 
simulation in “The Wave 
of Death,” featuring a dam­
breaching sequence, closes the 
gap between mathematical 
accuracy and animator 
creativity.
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FRIDAY, 17 AUGUST

8:30 - 10:15 am Room 408

Model Capture
Session Chair 
David “Grue” DeBry 
Industrial Light + Magic

Computing 3D Geometry 
Directly From Range 
Images

Sarah Frisken

MERL
201 Broadway, 8th floor 
Cambridge, Massachusetts 02139 
USA
frisken@merl.com

This fast method for computing 
geometry from range images 
uses adaptively sampled distance 
fields for efficient sampling 
and intuitive editing of geome­
try, and generates optimal 
triangle models interactively.

Micro Archiving

Tatsuya Saito

Keio Univerisy
5322 Endo
Fujisawa, Kanagawa 252-8520
JAPAN
tatsu@wem.sfc.keio.ac.jp

Micro archiving enables easy 
construction of 3D models for 
use in digital archives of the 
microcosmic world.

Calibration-Free, Easy 3D 
Modeling From Turntable 
Image Sequences

Sumit Gupta

National University of Singapore 
Department of Electrical and 
Computer Engineering 
10 Kent Ridge Crescent 
SINGAPORE 119260 
eleks@nus.edu.sg

A calibration-free silhouette 
based 3D object modeling 
techniques. For computer 
graphics practitioners who are 
not computer vision experts, 
this is a flexible and easy tool.

A Flexible Approach to 
3D Reconstruction From 
Single Images

S.S. El-Hakim

The Visual Information Technology 
National Research Council 
1500 Montreal Road
Ottawa, Ontario KIA 0R6 
CANADA
sabry.el-hakim@nrc.ca

An accurate and flexible 
method for 3D reconstruction 
from single images. The 
presentation includes examples 
using images or paintings of 
destroyed structures and 
images of remote sites taken 
by tourists.

Sketches & Applications

mailto:frisken@merl.com
mailto:tatsu@wem.sfc.keio.ac.jp
mailto:eleks@nus.edu.sg
mailto:sabry.el-hakim@nrc.ca


FRIDAY, 17 AUGUST

10:30 am - 12:15 pm Room 403

Models of Visual Representation
Session Chair
Cheryl Stockton
Studio Firefly and Pratt Institute

VideoFOCUS and 
VideoFOCUSWire: 
Transforming Moving 
Images to Stills

Laura Teodosio

Salient Stills Inc.
268 Summer Street, Sixth Floor 
Boston, Massachusetts 02210 USA 
teo@salientstills.com

A new model of VideoFOCUS 
(a tool that produces high- 
quality still imagery from low- 
resolution moving imagery) is 
designed specifically for image 
acquisition and distribution 
that uses video as input.

Change Blindness With 
Varying Rendering Fidelity: 
Looking But Not Seeing

Kirsten Cater

University of Bristol
Department of Computer Science 
Woodland Road
Bristol BS8 1UB
UNITED KINGDOM 
cater@cs.bris.ac.uk

Change blindness is the human 
inability to detect what should 
be obvious changes in a scene. 
It can be exploited to signifi­
cantly reduce computational 
time while retaining perceptual 
fidelity.

“Summer Breeze:” Creating 
a High-End 3D Movie 
Using Limited Resources

Sheng-Fang Chen

School of Visual Arts New York 
133 West 21st Street, 10F
New York, New York 10010 USA 
shengfan@sva.edu

“Summer Breeze” is a short 
animation developed without 
a budget, using off-the-shelf 
tools. It is an attempt 
to prove that sophisticated 
computer animation can be 
created in an independent 
environment.

The Magic Behind the 
Magic: “Pearl Harbor”

Marshall Krasser

Industrial Light + Magic 
3155 Kerner Boulevard
San Rafael, California 94912 USA 
marshall@ilm.com

For every spectacular shot that 
appears in a movie, there are 
untold scores of dedicated 
people who helped achieve its 
(hopefully) flawless execution.

FRIDAY, 17 AUGUST

10:30 am - 12:15 pm Room 404

Visualization
Session Chair
Ed Angel
University of New Mexico

The Empathic Visualization 
Algorithm: Chernoff Faces 
Revisited

Andreas Loizides

University College London 
Department of Computer Science 
Gower Street
London WC1E 6BT
UNITED KINGDOM 
a.loizides@cs.ucl.ac.uk

A method for constructing an 
automatic mapping from data 
to visual structure which 
enforces a homomorphism 
between important characteris­
tics of the data and the emo- 
tional/perceptual impact of the 
visual structure.

Death Valley Flyby:
A Simulation Comparing 
Fault-Controlled Alluvial 
Fans Along the Black 
Mountain Range

Carlos Seligo

Stanford University 
423 Sweet Hall, 4th Floor 
590 Escondido Mall
Stanford, California 94305-3091 
USA
moth@stanford.edu

This simulated fly-by of Death 
Valley was created from public 
digital elevation models and 
satellite photographs. With 
current technology, geological 
formations almost anywhere in 
the world can be inexpensively 
rendered.

Immersive Visualization 
of a Very-Large-Scale 
Seismic Model

Prashant Chopra

Mississippi State University 
Engineering Research Center 
1120 East Lee Boulevard, 
Apartment 107
Starkville, Mississippi 39759 USA 
prash@erc.msstate.edu

An ongoing attempt to 
interactively and immersively 
visualize a very-large-scale 
seismic dataset (11,800,649 
nodes) over both spatial and 
temporal domains using a 
CAVE and an Immersadesk.

3D Traffic Visualization 
in Real Time

Andre Gueziec

Consultant
365 America Avenue
Sunnyvale, California 94085 USA 
gueziec@computer.org

A system for generating a 
short narrated animation of 
highway traffic conditions in a 
large metropolitan area at a 
particular moment in time.
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FRIDAY, 17 AUGUST

10:30 am - 12:15 pm Room 406

Realtime Applications
Session Chair
Randy Frank
Lawrence Livermore National Laboratory

Collisions and Adaptive 
Levels of Detail

John Dingliana

Image Synthesis Group, 
Computer Science Department 
Trinity College 
Dublin, IRELAND
John.Dingliana@cs.ted.ie

Simplification is often a neces­
sary trade-off for guaranteeing 
real-time performance in physi­
cally based animation. This 
sketch summarizes an adaptive 
level-of-detail approach that 
uses priority-based scheduling 
strategies for optimising the 
speed-complexity trade-off.

Time-Critical
Volume Rendering

Han-Wei Shen

The Ohio State University 
395 Dreese Lab
2015 Neil Avenue 
Columbus, Ohio 43210 USA 
hwshen@cis.ohio-state.edu

A time-critical algorithm 
for hierarchical volume 
rendering.

Visual Attention Driven 
Progressive Rendering for 
Interactive Walkthroughs

Jorg Haber

Max-Planck-Institut fur Informatik 
Stuhlsatzenhausweg 85
Saarbriicken 66123 GERMANY 
haberj@mpi-sb.mpg.de

Pre-computed global- 
illumination solutions using 
graphics hardware to interac­
tively render photometrically 
complex scenes. A visual-atten­
tion model guides corrective 
ray tracing. Resulting samples 
are splatted into framebuffer 
and cached for reprojection.

Real-Time Rendering of
Populated Urban 
Environments

Franco Tecchia

University College of London 
Department of Computer Science 
Gower Street
London WC1E 6BT
UNITED KINGDOM 
F.Tecchia@cs.ucl.ac.uk

Complex urban environments 
are common in computer 
graphics applications, but they 
often look empty and lifeless. 
This sketch proposes methods 
for real-time rendering of 
virtual cities populated by 
thousands of animated 
individuals.

FRIDAY, 17 AUGUST

10:30 am - 12:15 pm Room 408

Texturing
Session Chair 
Gary Pimentel 
Evans & Sutherland

Texture and Shape 
Synthesis on Surfaces

Lexing Ying

New York University 
719 Broadway, 12th Floor 
New York, New York 10003 USA 
lexing@mrl.nyu.edu

A method for synthesizing 
functions on surfaces by 
example and how to create 
color and geometric 
textures.

Growing Fitted Textures

Gabriele Gorla

University of Minnesota 
4-192 EE/CSci Building 
200 Union Street, Southeast 
Minneapolis, Minnesota 55455 USA 
gorlik@acm.org

A method for covering the 
surface of polygonally defined 
models with a texture pattern 
derived from an acquired 
image following an arbitrary 
direction field at a per pixel 
level.

Hardware-Accelerated 
High-Quality Filtering of 
Solid Textures

Markus Hadwiger

VRVis Research Center for Virtual 
Reality and Visualization 
Lothringerstrasse 16/4
Vienna 1030 AUSTRIA 
msh@vrvis.at

Current consumer graphics 
hardware can apply solid 
textures to 2D surfaces, 
employing trilinear interpola­
tion for filtering. This sketch 
presents a general approach 
for hardware-accelerated filter 
kernels of higher order.

Averaged Area Tables for 
Texture Filtering

Uwe Behrens

Digital Domain 
300 Rose Avenue 
Venice, California 90291 USA 
ubehrens@d2.com

A modification of summed­
area tables that avoids the 
memory overhead associated 
with them. It is also faster 
to evaluate, and provides 
higher-quality results, than 
MIP maps.

Sketches & Applications

mailto:John.Dingliana@cs.ted.ie
mailto:hwshen@cis.ohio-state.edu
sb.mpg.de
mailto:F.Tecchia@cs.ucl.ac.uk
mailto:lexing@mrl.nyu.edu
mailto:gorlik@acm.org
mailto:msh@vrvis.at
mailto:ubehrens@d2.com


FRIDAY, 17 AUGUST

2:15 - 4 pm Room 403

Stylization in Animated Films
Session Chair
Cassidy Curtis
PDI/Dream Works

RainMan: Fluid 
Pseudodynamics With 
Probabilistic Control for 
Stylized Raindrops

Daniel L. Herman

Pixar Animation Studios 
1511 44th Avenue
San Francisco, California 94122 USA 
dh@digitalfish.com

This directable system for 
simulating fluid flow based 
on pseudodynamic techniques 
introduces some novel mecha­
nisms of control while relying 
on both physical and non­
physical methods.

Fast-Moving Water in 
DreamWorks “Spirit”

Saty Raghavachary

DreamWorks Feature Animation 
Room 223, Riverside Building 
1000 Flower Street
Glendale, California 91214 USA 
saty@anim.dreamworks.com

A novel way to use particles 
as surface-deformation 
fields to achieve the look 
of fast-moving water.

Hybrid Ink-Line 
Rendering in a 
Production Environment

Rasmus Tamstorf

Walt Disney Feature Animation 
500 South Buena Vista Street 
Burbank, California 91521 USA 
rasmus.tamstorf@disney.com

A hybrid ink-line renderer 
developed at Walt Disney 
Feature Animation and some 
lessons learned from using it 
for animated feature films, 
including “Atlantis.”

Creative Approaches to the 
Integration of CGI With 
Traditional Animation in 
Disney’s “Atlantis: The Lost 
Empire”

Kiran Joshi

Walt Disney Feature Animation 
500 South Buena Vista Street 
Burbank, California 91521 USA 
kiran.joshi@disney.com

How CGI was integrated 
into the creative process in 
production of Disney’s first 
action-adventure animated 
feature.

FRIDAY, 17 AUGUST

2:15 - 4 pm

On-Set CG
Session Chair
David “Grue” DeBry 
Industrial Light + Magic

Room 404

Real-Time Computer 
Graphics for On-Set 
Visualization: “A.L” and 
“The Mummy Returns”

Seth Rosenthal

Industrial Light + Magic 
3155 Kerner Boulevard
San Rafael, California 94901 USA 
seth@ilm.com

Real-time camera tracking, 
real-time motion capture, and 
computer graphics were used to 
give film directors the ability to 
visualize 3D effects shots dur­
ing production of “A.L” and 
“The Mummy Returns.”

“2001: An MR-Space 
Odyssey:” Applying Mixed- 
Reality Technology to VFX 
in Filmmaking

Toshikazu Ohshima

Mixed Reality Systems 
Laboratory Inc.
6-145 Hanasaki-cho, Nishi-ku 
Yokohama 220-0022 JAPAN 
ohshima@mr-system.co.jp

How mixed-reality tech­
nology can be applied to 
making visual effects in film­
making. Actors and actresses, 
and the director and/or cine­
matographer can see the effects 
in real time in rehearsal.

An Integrated Solution 
to Camera Animation for 
Stage

Mathew Lamb

Digital Domain 
300 Rose Avenue
Venice, California 90291 USA 
mathew@v3a.com

A fast, accurate, and production- 
hardened methodology for 
taking camera animation and 
generating the corresponding 
move on a motion-control 
stage.

Elmo’s World: Digital 
Puppetry on “Sesame 
Street”

Emre Yilmaz

P.O. Box 460022
San Francisco, California 
94146-0022 USA 
eyilmaz@pobox.com

The real-time digital puppetry 
process used to bring five fur­
niture creatures to life for 
Sesame Street and how this 
process fit into the production.

Sketches & Applications
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2:15 - 4 pm Room 408

HDR/Environmental Capture
Session Chair
Darin Grant
Digital Domain

Image-Based Photometric 
Reconstruction for 
Mixed Reality

Simon Gibson

University of Manchester 
Department of Computer Science 
Oxford Road
Manchester M13 9PL 
UNITED KINGDOM 
gibsons@cs.man.ac.uk

A new approach to 
reconstructing material and 
illumination data from sets 
of images. Examples show the 
use of reconstructed data in 
augmented-reality-style 
applications.

A Real-Time High 
Dynamic Range Light 
Probe

Jamie Waese

USC Institute for Creative 
Technologies
13274 Fiji Way, 5th Floor 
Marina del Rey, California 
90292 USA
waese@ict.usc.edu

A technique for capturing 
multiple-exposure, high- 
dynamic-range images 
within a single frame. This 
makes it possible to measure 
omnidirectional incident 
illumination of light probes 
in real time.

Light Stage 2.0

Tim Hawkins

USC Institute for Creative 
Technologies
13274 Fiji Way, 5th Floor 
Marina del Rey, California 90292 
USA
timh@ict.usc.edu

The second generation 
prototype of a lighting 
apparatus designed for 
capturing reflectance 
properties of human faces.

HDR Shop

Chris Tchou

USC Institute for Creative 
Technologies
13274 Fiji Way, Suite 500 
Marina del Rey, California 90292 
USA
tchou@ict.usc.edu

HDR Shop is an image 
editor designed to work 
natively with high dynamic 
range images. It supports 
HDR compilation from LDR 
image sequences, panorama 
resampling, filters, operations, 
and external editing.

Sketches & Applications

mailto:gibsons@cs.man.ac.uk
mailto:waese@ict.usc.edu
mailto:timh@ict.usc.edu
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Educators Program

"Tell me and I may forget. Show me and I may not remember. Involve me and I will 
understand and learn.” — Native American saying

Innovative and creative uses of computer graphics and interactive techniques that focus on 
physical and virtual computer-supported, collaborative-learning environments, activities, 
and materials.

NEW! The SIGGRAPH 2001 Educators Program presents Open Forums where attendees and 
presenters explore and exchange ideas, share perspectives, build community relationships, 
and interact and connect with educators, researchers, practitioners, and industry experts.

Chair
Colleen Case
Schoolcraft College

Location
Rooms 502B, 503, 504, 505 
and CAL

Days & Hours
Sunday, 12 August 
5-7 pm
Monday, 13 August 
8:30 - 10 am
Tuesday, 14 August 
8:30 - 10 am
Wednesday, 15 August 
10:30 am - 5 pm
Thursday, 16 August 
8:30 am - 6 pm
Friday, 17 August 
8:30 am - 4 pm

Committee
Art Durinski
The Durinski Design Group

Mark Harris
Schoolcraft College

Susan Lupo
Schoolcraft College

Michael Mehall 
Schoolcraft College

James L. Mohler
SIGGRAPH 2002 Educators
Program Chair
Purdue University

Jacquelyn Ford Morie 
USC Institute for Creative
Technologies

Stephen Wroble 
Schoolcraft College

Jury
Art Durinski
The Durinski Design Group

Michael Mehall 
Schoolcraft College

James L. Mohler
SIGGRAPH 2002 Educators 
Program Chair
Purdue University

Jacquelyn Ford Morie 
USC Institute for Creative
Technologies

Stephen Wroble
Schoolcraft College

Administrative Assistant
Melina Bush 
Schoolcraft College

Educators Program



THROUGHOUT THE WEEK

Throughout 
the Week

Concourse Hall
150, 151, 152

LR.LS. New Models of 
Communication (demonstration 
in Emerging Technologies) 
LR.LS. (Intelligent Recognition 
Inference System) is an environment 
that invites learners to re-see the world 
by evoking openness to new patterns 
of thought. Its role is to propose new 
ways of thinking about how information 
space can be transformed into work 
space in the context of a corporate 
learning center.

Murry Christensen 
Goldman, Sachs & Co. 
The Goldman Sachs Group, Inc. 
180 Maiden Lane, 21st Floor 
New York, New York 10038 USA 
murry.christensen@gs.com

Eli Kuslansky
Unified Field/4D Visual

SUNDAY, 12 AUGUST

5-7 pm Room 502B

Opening Session
Educators Program “Ramp-In” 
to SIGGRAPH 2001
An overview and guidebook of 
highlights and recommended 
sessions for SIGGRAPH 2001.

Colleen Case
SIGGRAPH 2001 Educators Program Chair
Schoolcraft College
Computer Graphics Technology
18600 Haggerty Road
Livonia, Michigan 48152 USA
ccase@schoolcraft.cc.mi.us

Mike McGrath
Colorado School of Mines
ACM SIGGRAPH Director for Education

MONDAY, 13 AUGUST

8:30 - 10 am Room 503

Forum
The Emerging Computer 
Graphics Discipline
Like the emergence of statistics as an 
academic discipline, many educators 
are asking if it is time for computer 
graphics programs to stand on their own. 
This discussion focuses on the emerging 
computer graphics discipline.

Gary R. Bertoline
Purdue University
Department of computer Graphics Technology 
1419 Knoy Hall, Room 363
West Lafayette, Indiana 47907-1419 USA 
grbertol@tech.purdue.edu

Areas of Interest

Animation & Special Effects

Art

Game Development & 
Interactive Techniques

Virtual Reality

Web-related

TUESDAY, 14 AUGUST

8:30 - 10 am Room 503

Forum
Games and Education
Dialogue with gaming professionals 
on how games affect students, and 
the potential of gaming in education 
and training.

Jacquelyn Ford Morie
USC Institute for Creative Technologies

Celia Pearce
University of Southern California

Educators Program

mailto:murry.christensen@gs.com
mailto:ccase@schoolcraft.cc.mi.us
mailto:grbertol@tech.purdue.edu


WEDNESDAY, 15 AUGUST

10:30 - 11 am Room 505
Paper

Internet Studios: Teaching 
Architectural Design Online in 
the United States and Latin 
America
A summary of the pedagogical use of 
high-end computer graphics and low- 
and high-bandwidth Internet technology 
for international architectural education 
collaboration among seven universities 
in the Americas.

Alfredo Andia
Florida International University
Internet Studio Consortium
236 VH Building
School of Architecture
Miami, Florida 33199 USA 
alfredoandia@yahoo.com

10:30 - 11 am Room 502B
Paper

Speeder Reader:
An Experiment in the Future 
of Reading
What if words flash to you, rather than 
appearing in a static line across a page? 
How does it feel to drive through a 
book? Speeder Reader is a speed-reading 
protocol (RSVP) combined with a speed­
racing videogame interface for interac­
tive reading. Designed as part of XFR: 
Experiments in the Future of Reading, 
Speeder Reader was displayed at the 
Tech Museum of Innovation.

Jonathan Cohen
Rich Gold
Steve Harrison
Scott Minneman
Maribeth Back
Xerox PARC
3333 Coyote Hill Road
Palo Alto, California 94304 USA 
back@parc.xerox.com

11:15 am - 12:15 pm Room 505

Panel
21st Century Literacy: 
Media and Meaning
What does literacy in the 21st century 
look like? What should it look like? In 
today’s media-pervasive society, both 
makers and consumers of media should 
examine how we make, and make use 
of, online and video content.

Anthony Chapman 
Thirteen/WNET New York
Faith Rogow
Insighters Educational Consulting Inc.

Elana Rosen 
JustThink Foundation. 
Sarah Feldman 
Oxygen Media, Inc.
75 West Ninth Avenue, 7th Floor 
New York, New York 10011 USA 
sfeldman@oxygen.com

11:30 am - noon Room 502B
Paper

Internet2 Applications and 
Infrastructure
An overview of the effort by over 180 
universities to establish the next-generation 
Internet to support advanced applications 
in research, teaching, and learning 
environments.

Ted Hanss
Internet2
3025 Boardwalk, Suite 100
Ann Arbor, Michigan 48108 USA 
ted@internet2.edu

2 - 3 pm Room 502B
Panel

Designing Experience: 
Modeling On-Line 
Collaborative Learning in 
Art & Design
How can designers involve learners in 
constructing and personalizing digital 
environments? This panel explores 
emerging trends in designing experience­
based, online learning environments.

Susan Kozel
Technical University of British Columbia
Alice Mansell 
Ron Wakkary 
Technical University of British Columbia 

Steve Di Paolo

Thecla Schiphorst
Technical University of British Columbia
Suite 301, 10334-152 A St
Surrey, British Columbia
V3R 7P8 CANADA 
schiphorst@tech.bc.ca

2:30 - 4 pm Room 503

Forum

Explorations in Visual 
Communications and Meaning
Panelists and attendees explore 
communications and meaning.

Susan Lupo
Schoolcraft CollegeSchoolcraft College 
18600 Haggerty Road
Livonia, Michigan 48152 USA 
slupo@schoolcraft.cc.mi.us

Massachusetts Institute of Technology 

Xerox PARC

4:15 - 4:45 pm Room 502B
Paper

Webtanks: Tools for
Learning by Design
Webtanks are collaborative Web envi­
ronments that can be used as project 
frameworks and knowledge-manage­
ment repositories to support students as 
designers and inventors.

Zann Gill
Research Institute for Advanced
Computer Science
NASA Ames Research Center
MS 19-39
Moffett Field, California 94035-1000 USA 
sgill@mail.arch.nasa.gov

Educators Program

mailto:alfredoandia@yahoo.com
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mailto:slupo@schoolcraft.cc.mi.us
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THURSDAY, 16 AUGUST

8:30 - 9 am Room 505
Paper

Curricular Modules: 3D and 
Immersive Visualization Tools 
for Learning
3D animations are better than static 2D 
models (such as textbooks and black­
boards) for presenting dynamic scientific 
principles. This National Science 
Foundation-funded project uses multi- 
sensory modules, including some with 
haptics developed by cross-disciplinary 
teams, to immerse users in a 3D 
environment.

Bridget Baird
Steve Loomis 
Connecticut College 
Andrea Wollensak 
Connecticut College 
270 Mohegan Avenue #5641 
New London, Connecticut 06320 USA 
ajwol@conncoll.edu

8:30 - 9 am CAL
Paper

Life Drawing and 3D Figure 
Modeling With Maya
In Yale University workshops, students 
scan sketches drawn from life and use 
them as reference image planes to model 
the human figure in Maya 3.0.

Gregory P. Garvey
Yale University Digital Media
Center for the Arts
149 York Street
New Haven, Connecticut 06520 USA 
gregory.garvey@quinnipiac.edu

8:30 - 11:30 am Room 504
Paper

Hands-On Classical Animation 
Workshop
The language of animation is universal. 
It transcends cultural barriers and 
bridges the great divide between art and 
technology. This hands-on experiential 
workshop in classical animation offers a 
solid foundation in the art of animation 
that can be translated into digital 
productions.

Clifford Cohen 
AnimAction, Inc. 
1529 North Cahuenga Boulevard 
Hollywood, California 90028 USA 
cliffo@animaction.com

9 - 11 am CAL

Workshop
Life Drawing and 3D Figure
Modeling with Maya
A participatory hands-on workshop 
based on human-figure-modeling 
sessions at the Yale University Digital 
Media Center for the Arts.

Gregory P. Garvey
Yale University Digital Media 
Center for the Arts 
149 York Street
New Haven, Connecticut 06520 USA
gregory.garvey@quinnipiac.edu

10:15 am - 12:15 pm Room 502B
Workshop

Resumes and Demo Reels: 
If Yours Aren’t Working, 
Neither Are You!
How to get a job at a visual effects, com­
puter animation, or interactive company 
with an irresistible resume, portfolio, or 
demo reel. Sample resumes and demo 
reels are presented.

Pamela Thompson 
Ideas to Go 
pamrecruit@aol.com

11:30 am - 12:30 pm Room 505

Panel
Designing and Developing 
Interactive Entertainment at 
Bell h@bitat, Canadian Film 
Centre
The School of New Media at the 
Canadian Film Centre (Bell h@bitat) 
offers project-oriented, team-based 
training for producing designs that 
integrate interactivity and emotional 
engagement with new forms of digital 
media. This panel discusses the successes 
and challenges of running a flexible, 
experience-based curriculum in an 
incubator-like setting that focuses on 
product development, team building, 
and critical thinking.

Jerome Durlak
York University
Darryl Williams
Ryerson Polytechnic University 
Ana Serrano 
Bell h@bitat
Canadian Film Centre 
2489 Bayview Avenue 
Toronto, Ontario M2L 1A8 CANADA 
aserrano@cdnfilmcentre.com

12:30 - 2 pm Room 503

Forum
The Teaching of Computer 
Graphics in an Art & Design 
Curriculum
As curriculums expand, so will the defi­
nition of the digital medium and how 
we embrace it in the arts. This forum on 
teaching computer graphics in an art 
and design curriculum confronts a criti­
cal question: Where do we position and 
how do we resolve computer graphics in 
the larger fine art context?

Dena Eber
Heather Elliott 
Mark Marcin 
Bowling Green State University 
School of Art, Room 1000 
Fine Arts Center
Bowling Green, Ohio 43403 USA

2 - 2:30 pm Room 502B
Paper

The Process Behind 
“Rupert,” a Student-Produced 
3D Animation
This paper describes a student 3D ani­
mation produced in an evolving collabo­
ration. Staying focused on collaboration 
and the story while producing animation 
provided an exceptional educational 
experience. Memories, storyboards, 
and videos help educators plan similar 
experiences.

Scott Porter
Brigham Young University 
3620 Castano Drive
Camarillo, California 93010 USA 
sap@email.byu.edu

Educators Program
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THURSDAY, 16 AUGUST

2 - 3 pm Room 505
Panel

Seeing Drawing
Drawing is central to all that is produced 
by art and design practitioners. It is the 
core around which the conceptual and 
intellectual development of students take 
place. A number of art and design insti­
tutions in the United Kingdom have 
developed products that address the 
important subject of drawing, focusing 
on the process of developing visual literacy.

Robin Baker
Ravensbourne College of Design & 
Communication
Fariba Farshad
The London Institute
65 Davis Street
London W1Y 2DA
UNITED KINGDOM 
itrdu@linst.ac.uk

2:30 - 4 pm CAL
Workshop

Graphics in a
Flash: An Introduction to 
Vector-Based Web Graphics
Hands-on experience with one of the 
most widely used technologies for Web 
graphics (Macromedia Flash) and how 
educators can use it to create interactive 
graphic content for the Web.

James L. Mohler 
Purdue University 
1419 Knoy Hall, Room 363 
West Lafayette, Indiana 47907-1419 USA 
james_mohler@siggraph.org

3 - 4 pm Room 502B
Panel

Teaching Computer Animation 
for Results!
Learning (or teaching) computer 
animation depends on knowing what to 
emphasize and what to put on the back 
burner. This session shares solid 
approaches at three levels (foundation, 
undergraduate, and graduate) for teach­
ing animation along with examples of 
successful student results.

Kevin Geiger
California Institute of the Arts
Jim McCampbell
Ringling School of Art & Design
Craig Caldwell
Media Arts Department 
University of Arizona 
P.O. Box 210076
Tucson, Arizona 85721 USA 
craig@u.arizona.edu

4:30 - 6 pm Room 503
Forum

The Promise of the Web for 
Learning
Attendees and panelists explore the 
future of Web technologies and their 
promise for learning.

Colleen Case 
Susan Lupo 
Schoolcraft College 
18600 Haggerty Road 
Livonia, Michigan 48152 USA 
ccase@schoolcraft.cc.mi.us
NASA Ames Research

Purdue University

IBM
Florida International University

The Royal Institute of Technology

Educators Program
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FRIDAY, 17 AUGUST

8:30 - 9 am Room 505

Paper

Rich Resources for Computer 
Graphics Educators
Demonstration programs have a long 
and storied history in computer science 
education, particularly computer graph­
ics. Displays are often worth more than 
the proverbial thousand words. This 
paper presents a suite of graphics tutori­
als, discusses their pedagogical role in 
computer graphics education, and places 
them in context with similar sets.

David B. Levine 
St. Bonaventure University 
Dalton R. Hunkins 
Computer Science Department 
St. Bonaventure University 
St. Bonaventure, New York 14778 USA 
hunkins@cs.sbu.edu

8:30 - 10 am Room 503
Forum

Studio Views on Demo Tapes 
Attendees and panelists discuss how to 
prepare for professional roles in digital 
production studios.

Glenn Campbell
Area 51
Art Durinski
Otis College of Art and Design
Tom Leeser
Rhythm & Hues 
2456 Green Valley Road 
Los Angeles, California 90046 USA 

Brad Reinke 
Cinesite

9:15 - 9:45 am Room 505
Paper

CyberMath: Exploring Open 
Issues in VR-Based Education
Virtual reality can be an effective way 
to teach difficult concepts, but important 
questions related to immersion, 
collaboration, and realism remain to 
be answered. This paper describes 
CyberMath, a shared virtual environ­
ment for mathematics education.

Ambjorn Naeve

Gustav Taxen
Center for User-Oriented IT Design 
The Royal Institute of Technology 
Lindstedtsvogen 5
S-100 44 Stockholm, SWEDEN 
gustavt@nada.kth.se

10:30 - 11 am Room 505

Paper
From Pixels to Scene Graphs: 
The Evolution of Computer 
Graphics Courses
How do educators adjust to the advances 
in graphics technology? This paper out­
lines a proposed introductory course that 
blends 2D and 3D topics and addresses 
trends in the computer graphics industry.

Dennis J. Bouvier
University of Houston-Clear Lake 
2700 Bay Area Boulevard
Houston, Texas 77058 USA 
djb@acm.org

10:30 am - 12:30 pm CAL
Workshop

Adventures in Modeling: 
Building Systems With 
StarLogo
In the Adventures in Modeling project, 
learners use StarLogo to design, create, 
and analyze their own models of complex, 
dynamic systems. Off-screen activities 
provide another way to connect abstract 
scientific systems to personal experience.

Vanessa Colella 
Mitchel Resnick 
Massachusetts Institute of Technology 
Eric Klopfer 
Education Program 
77 Massachusetts Avenue 
MIT Building 7-337
Cambridge, Massachusetts 02139 USA 
klopfer@mit.edu

1 - 2:30 pm Room 503

Forum

The Teaching of Computer 
Graphics in a Computer Science 
Curriculum
Attendees-panelists dialogue on the 
process of teaching computer graphics 
in a computer science curriculum.

Steve Cunningham
California State University, Stanislaus
St. Bonaventure University

University of Houston-Clear Lake

3 - 4 pm Room 502B

Closing Session

Educators Program “Ramp- 
Out” to SIGGRAPH 2002
An opportunity for attendees to help 
shape the SIGGRAPH Education 
Committee’s year-round offerings 
and the SIGGRAPH 2002 Educators 
Program.

James L. Mohler
SIGGRAPH 2002 Educators Program Chair 
Purdue University 
1419 Knoy Hall, Room 363
West Lafayette, Indiana 47907-1419 USA 
educators-2002@siggraph.org
Mike McGrath
Colorado School of Mines
ACM SIGGRAPH Director for Education

Educators Program
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Art Gallery: N-Space

Experience a world-renowned exhibition of digitally based and inspired artwork. Via 
N-Space, viewers travel to places where ideas and expression are rich, and artistic 
freedom is unconstrained by dimension. The art embodies thoughts that go beyond 
labels into an unlimited digital frontier, beyond the medium to a place where it acts 
as a conduit for the message.

Participate in Art Ncounters, hour-long guided interactions through the N-Space 
Art Gallery.

Chair
Dena Eber
Bowling Green State University

Location
Art Gallery
Concourse Foyer
Art Gallery Theater
Room 153A/B
Art Ncounters
Meet at entrance of
Art Gallery
Art Gallery Performances
Room 405

Days & Hours
Sunday, 12 August 
4-7 pm
Monday, 13 August
9 am - 6 pm
Tuesday, 14 August
9 am - 6 pm
Wednesday, 15 August
9 am - 6 pm
Thursday, 16 August
9 am - 6 pm
Friday, 17 August
9 am - 1 pm

Committee
Leslie Balkany
Ackland Art Museum
University of North Carolina at
Chapel Hill

Heather Elliot
Bowling Green State University

Sue Gollifer
University of Brighton

Chris S. Johnson
Northern Arizona University

Carol LaFayette
Texas A&M University

Richard May
Battelle Memorial Institute and
University of Washington

Bonnie Mitchell
Bowling Green State University

Amy Morie
Mia Lehrer + Associates

Karen Sullivan
SIGGRAPH 2002 Art Gallery
Chair
Ringling School of Art and Design

Noah Wardrip-Fruin
New York University

Administrative Assistant
Jill Pareti
Bowling Green State University

Art Gallery Jury
Tammy Knipp
Florida Atlantic University

Barbara Nessim
Parsons School of Design 
New School University

Karen Sullivan
SIGGRAPH 2002 Art Gallery Chair 
Ringling School of Art and Design

Joan Truckenbrod
The School of the Art Institute of
Chicago

Peter Voci
New York Institute of Technology

Art & Culture Papers Reviewers
Mark Bernstein
Johanna Drucker
Dena Eber
Marjorie Luesebri
Michael Mateas
Rebecca Ross
Phoebe Sengers
Eugene Thacker
Noah Wardrip-Fruin

ArtSite Reviewers
Ian Gwilt
Machiko Kusahara 
Niranjan Rajah 
Annette Weintraub

Art Gallery Promotional Video 
Aaron Halifax 
Paul Jonson 
Thomas Maclean 
Kevin Zevchik

Web Site Development 
Michael Carpenter 
KC Dunstan 
Thomas Maclean 
Tony Volpe

Treasure Map
Carol LaFayette 
Art Direction

Christina Garcia 
Design

Barbara Ellison 
Research

Art Gallery: N-Space



Art Gallery Theater Schedule Animation & Video Works also 4 - 7 pm, Sunday, 12 August, Room 153 A/B

AUGUST
13 14 15 16 17

Room 153A/B
9 - 11 am

Art Discussion
Erasing Boundaries: Intermedia Art 
in the Digital Culture

Discussants
Paul Hertz Co-Chair
Northwestern University
Jack Ox Co-Chair
Leonardo
Ina Blom
University of Oslo
Andrea Polli

Columbia College Chicago

Art Discussion
The Pixel/The Line: Approaches to
Interactive Text

Discussants
Noah Wardrip-Fruin Moderator
John Cayley
University of London
Nick Montfort

Bill Seaman
University of California, Los Angeles
Stephanie Strickland
Boise State University
Camille Utterback

New York University

Animation &
Video Works

Animation &
Video Works

Animation &
Video Works

Room 153A/B 
11 am - noon

Art and Culture Papers
Cybernetic Arts:
- Metaphoric Networks in 

“Lexia to Perplexia”
- notime: Identity and Collaboration
- Art in the Information Age: 

Technology and Conceptual Art 
Discussants

N. Katherine Hayles
University of California, Los Angeles
Victoria Vesna
University of California, Los Angeles 
Edward A. Shanken

Duke University

Art and Culture Papers
Narrative Games:
- A Preliminary Poetics for Interactive 

Drama and Games
- Rethinking Agency and Immersion: 

Videogames as a Means of 
Consciousness Raising

- Towards Computer Game Studies
Discussants

Michael Mateas
Carnegie Mellon University
Gonzalo Frasca
Georgia Institute of Technology
Markku Eskelinen

Provosoft

Animation &
Video Works

Animation &
Video Works

Animation &
Video Works

Room 153A/B 
1:30 - 3 pm

Art Talks
Layers

Discussants
Anna Ursyn, Chair
University of Northern Colorado
Jessica Maloney

Tina Bell Vance
Bowling Green State University
Cynthia Beth Rubin
Rhode Island School of Design
James Faure Walker
Kingston University

Art Talks
Embodied Spaces

Discussants
Anna Ursyn, Chair
University of Northern Colorado
Emily Blair
Next Question
Diane Fenster

Bete-Noir Studio
Tammy Knipp
Florida Atlantic University
Rejane Spitz
Pontifica Universidade Catolica 
do Rio de Janeiro

Art Talks
Moving Images

Discussants
Ellen Sandor, Chair 
(art)n
Michael O’Rourke 
Pratt Institute
Andruid Kerne
Creating Media/ 
Tufts University 
Michael Rodemer

Jim Mason
The Long Now
Foundation

Art Talks
Translations Pictured

Discussants
Ellen Sandor, Chair 
(art)n
Kenneth A. Huff 
Phillip George 
Melissa Harshman 
University of Georgia 
Ian Gwilt
Wanganui Polytechnic

Room 153A/B 
3 - 4 pm

Animation &
Video Works

Animation &
Video Works

Animation &
Video Works

Animation &
Video Works

Room 153A/B 
4:30 - 6 pm

Art and Culture Papers
Conversation Agents:
- Dialogue With a Monologue: Voice Chips 

and the Products of Abstract Speech
- What Does a Very Large-Scale Conversation 

Look Like?
- Schizophrenia and Narrative in Artificial Agents 

Discussants
Natalie Jeremijenko
New York University
Warren Sack
University of California, Berkeley
Phoebe Sengers
Institut fur Medienkommunikation

Animation &
Video Works

Animation &
Video Works

Performances
Room 405

Artificial Paradise 
10 am, noon, 2 pm

Chaotic Robic Synesthesia 
10 am, noon, 2 pm

Intuitive Ocusonics 
10 am, noon, 2 pm

That Brain Wave Chick V 
10 am, noon, 2 pm

Art Ncounters
Art Gallery Entrance

9:30 & 11 am, 2:30 & 4 pm
Also 4:15 & 5:45 pm, Sunday, 12 August

10 & 11:30 am, 2 & 3:30 pm 9:30 & 11 am, 
2:30 & 4 pm

9:30 & 11 am

Art Gallery: N-Space



Art and Culture Papers

Art in the Information Age: Technology 
and Conceptual Art

Edward A. Shanken

Department of Art & Art History 
112 East Duke Building 
Duke University, Box 90764 
Durham, North Carolina 27708-0764 USA 
+1.919.684.2224 
+1.919.684.4398 fax 
giftwrap@duke.com

This paper challenges disciplinary bound­
aries that obscure significant parallels 
between conceptual art and art and tech­
nology. Correspondences shared by these 
artistic tendencies offer grounds for 
rethinking the relationship between them 
as part of larger social transformations 
from the machine age of industrial society 
to the information age of post-industrial 
society.

Dialogue With a Monologue: Voice Chips 
and the Products of Abstract Speech

Natalie Jermijenko

Center for Advanced Technology
New York University 
710 Broadway, 12th Floor 
New York, New York USA 10003 
+1.212.998.3382 
+1.212.995.4122 fax 
nat@cat.nyu.edu

This survey of the use of voice chips in 
consumer products and a competition for 
speech recognition interfaces to existing 
products demonstrates what we can learn 
from listening to our products and our­
selves talking to them.

Metaphoric Networks in “Lexia to 
Perplexia”

N. Katherine Hayles

English Department
University of California, Los Angeles 
Los Angeles, California 90095 USA 
+1.310.835.3534 
hayles@humnet.ucla.edu

Talan Memmott’s “Lexia to Perplexia” 
reveals the co-originary status of subjectivi­
ty and electronic technologies. Instead of 
technologies being created by humans, this 
work imagines digital technology as pres­
ent from the beginning, with subjects and 
technologies producing each other through 
multiple recursive loops.

notime: Identity and Collaboration

Victoria Vesna

Department of Design I Media Arts 
University of California, Los Angeles 
1300 Dickson Art Place
Los Angeles, California 90095 USA 
+1.310.825.0925 
vv@ucla.edu

This essay elaborates on conceptualization 
and development of a large networked art 
work: “notime”. Although it describes the 
piece, it focuses mainly on the issues that 
inspired the project, the ideas that 
informed it, and the shifting meaning 
of collaboration.

The Pleasures of Immersion and 
Engagement: Schemas, Scripts, and the 
Fifth Business

J. Yellowlees Douglas 
Department of English 
University of Florida 
Gainesville, Florida 32611 USA 
+1.352.392.0777 x301 
jdouglas@nwe.ufl.edu

This essay, presented at the ACM 
Hypertext Conference, is the basis for an 
ongoing consideration of the aesthetic, cog­
nitive, and design principles involving 
interactive narratives, games, and fiction.

A Preliminary Poetics for Interactive 
Drama and Games

Michael Mateas

Carnegie Mellon University 
Computer Science Department 
5000 Forbes Avenue
Pittsburgh, Pennsylvania 15213 USA
+1.412.268.3070
+1.412.268.5576 fax 
michaelm@cs.cmu.edu

A theory of interactive drama that com­
bines Aristotle’s analytic categories with 
those of Janet Murray.

Rethinking Agency and Immersion: 
Videogames as a Means of Consciousness- 
Raising

Gonzalo Frasca

Georgia Institute of Technology 
710 Peachtree Street North East #404 
Atlanta, Georgia 30308 USA 
+1.404.575.5614 
frasca@jacaranda.org

This paper proposes a modified version of 
“The Sims” that would allow players to 
create behavioral rules for their characters 
that reflect their personal opinions. Like in 
Boal’s Forum Theater, this game would 
foster critical discussion about social and 
personal problems.

Schizophrenia and Narrative in Artificial 
Agents

Phoebe Sengers

Media Arts Research Studies
Institüt fur Medienkommunikation 
GMD Forschungszentrum 
Informationstechnik GmbH 
Schloss Birlinghoven
D-53754 Sankt Augustin, GERMANY 
phoebe.sengers@gmd.de

This paper explores what it means for an 
agent to be designed and built with respect 
to a socio-cultural environment. It terms 
this way of doing AI “socially situated 
AI,” differentiates it from the approaches 
taken in classical and alternative AI, and 
assesses its impact.
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Art Discussions

Thick & Thin: “Direct Manipulation” & 
The Spatial Regimes of Human-Computer 
Interaction

Terry Harpold

Department of English 
4008 Turlington Hall 
University of Florida 
Gainesville, Florida 32611-7310 USA 
+1.352.392.6650 x282 
tharpold@acm.org

A discussion of representation of space in 
interactive games.

Towards Computer Game Studies

Markku Eskelinen

Provosoft
PL 276, 00531
Helsinki, FINLAND 
+358.9.7734495
markku.eskelinen@kolumbus.fi

What Does A Very Large-Scale 
Conversation Look Like?

Warren Sack

University of California, Berkeley 
SIMS
314 South Hall
Berkeley, California 94720-4600 USA 
+1.510.643.3904
sack@sims.berkeley.edu

What does a conversation look like? This 
paper examines existing and emerging 
work on visualizing online conversations.

Erasing Boundaries: Intermedia Art in the 
Digital Age

Examination of the historical concept of 
intermedia (cross-modal multimedia 
composition), compositional methods and 
processes for creating intermedia, issues of 
sense perception and sensory coupling in 
the reception of intermedia, and the impli­
cations of digital multimedia, real-time 
performance, and interaction for future 
development of intermedia.

Discussants
Paul Hertz Co-Chair 
Northwestern University 
1890 Maple Avenue, Suite 175 
The Collaboratory Project 
Evanston, Illinois 60201 USA 
+1.847.467.2443 
+1.847.467.7885 fax 
paul-hertz@northwestern.edu 

Jack Ox Co-Chair 
Leonardo

Ina Blom

University of Oslo

Andrea Polli

Columbia College Chicago

The Pixel/The Line: Approaches to 
Interactive Text

This panel brings together five experts on 
responsive text. Their theoretical and 
applied presentations demonstrating tech­
niques ranging from direct manipulation 
through artificial intelligence and draw on 
the insights of various fields, from visual 
art through literature.

Discussants
Noah Wardrip-Fruin Moderator 
Media Research Lab 
New York University 
719 Broadway, 12th floor 
New York, New York 10003 USA 
+1.212.998.3475 
+1.212.995.4122 fax 
noah@mrl.nyu.edu

John Cayley

University of London

Nick Montfort

Bill Seaman

University of California, Los Angeles 

Stephanie Strickland 
Boise State University

Camille Utterback

New York University

Art Talks

Layers

Anna Ursyn Chair

Cynthia Beth Rubin

Tina Bell Vance

James Faure Walker

Jessica Maloney

Layers of imagery and meaning — past and 
present, fragmentary, distorted, reclaimed 
- converge in the work of these artists. 
This panel discusses layers both in work 
process and the resulting prints.

Embodied Spaces

Anna Ursyn Chair

Emily Blair

Diane Fenster

Tammy Knipp

Rejane Spitz

Through the creation of expressive spaces, 
these artists allow us to explore where we 
could not otherwise reach: from the 
thoughts of women in distant cities, to the 
place where the Internet and a country 
converge, to the chopping-block.

Moving Images

Ellen Sandor Chair

Michael O’Rourke

Andruid Kerne

Michael Rhodemer

James Mason

Data-driven puppets, algorithmically-gen­
erated collages, a dynamic mural, explo­
rations of a distant space - this panel 
explores the moving image beyond the 
frames of television, film, the browser, and 
the animated graph.

Translations Pictured

Ellen Sandor Chair

Ken Huff

Philip George

Melissa Harshman

Ian Gwilt

These artists have translated into pictures 
interface elements, crop patterns, diction­
ary illustrations, and passing that is not 
time — creating image planes that call out 
to other contexts within them.
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Animation & Video Works

Boite Noire
Eric Augier

Ecole Nationale Superieure des Arts 
Decoratifs
31 rue d'ULM
Paris 75240 FRANCE 
+33.0.142.349.880 
+33.0.142.349.890 fax 
eric_augier@yahoo.com

City Block
Erika Schwarz

UCLA
1660 Greenfield Avenue
Los Angeles California USA 90025 
+1.310.206.6783 
+1.323.732.707 fax 
eschwarz@ucla.edu

Disconnected
Hyun Seung Kim 
1321 40th Street #329
Emeryville, California USA 94608 
+1.510.547.1995 
hskim@ilm.com

Early Light
John S. Banks

Artek Images
2327 North Geneva Terrace 
Chicago, Illinois 60614 USA 
+1.773.296.0508
jsbanks@interacess.com

Explosion
Charu Sharma

Texas A&M University 
407 Nagle Street # 307
College Station, Texas 77840 USA 
+1.979.845.6716 
charu@viz.tamu.edu

Futurity
Christopher Chapman

Savannah College of Art and Design 
22 West Bryan Street #325
Savannah Georgia 31401 USA 
+1.888.422.0320 PIN: 6870
cmchapman@cmgrafik.com

HUNGBOGA
Semi Ryu

Carnegie Mellon University 
4733 Centre Avenue
Apartment #5H
Pittsburgh, Pennsylvania 15213 USA 
+1.412.605.0468 
sryu@andrew.cmu.edu or armon- 
co@hotmail.com

Icky Flix: The Residents
Starr Sutherland

Cryptic Corporation 
2239 38th Avenue
San Francisco, California 94116 USA 
+1.415.661.2093 
starr@starr.to

Indefinable Moods
Kathy Smith

University of Southern California 
kates@usc.edu

infection
Jeff Groves

Texas A&M University 
823 San Benito
College Station, Texas 77845 USA 
+1.979.695.7005
jgroves@viz.tamu.edu

Faisons Les Zigopattes! 
Let’s Do the Zigopattes!
For the European Gathering of 
Young Digital Creation 
(Rencontres Europeennes de la 
Jeune Creation Numerique) 
Bruno Follet 
p/o SUPINFOCOM 
10 avenue Henri Matisse
Tertia 3000
Aulnoy-Lez-Valenciennes 59300 
FRANCE 
+33.0.32004.2501 
+33.0.32004.2501 fax 
contact@waveworld.net

Loading Animated Version
Angie Waller 
couchprojects
615 Hudson Street #1
New York, New York 10014 USA 
+1.212.989.5581 
angie@couchprojects.com

Ojo Por Ojo
Fransisco Zepeda

Inglaterra col. 3089 Vallarta 
Poniente c.p. 44500
Guadalajara, Jalisco, MEXICO 
011+52.3.880.0000 
011+52.3.122.3667 fax 
fzepeda@omnilife.com.mx

Second Thoughts
Dennis Miller

Northeastern University 
47 MacArthur Road
Wellesley, Massachusetts 02482-4421 
USA 
+1.781.235.3092
dhmiller@mediaone.net

Sunagimo
Yosuke Fukano

Temple University of Japan 
3-18-12 Shichirigahama-higashi 
Kamakura-city 248-0025 JAPAN 
+81.467.31.2116 
+81.467.31.2116 fax 
sky@kamakuranet.ne.jp

Yuki: The Spirit of the Snow
Akiko Tohma

Kagoshima University
Dental School Department of 
Anatomy for Dental Science 
8-35-1 Sakuragaoka
Kagoshima 890-8544 JAPAN 
a-tohma@nifty.ne.jp

Web Sites

Altzero 3
James Lane and

Anthony Rowe 
squid soup 
First Floor 
59 Rivington Street 
London EC2A 3QQ 
UNITED KINGDOM 
+44.20.7729.7226 
mail@squidsoup.com

CollageMachine: A Streaming 
Collage Browser Learns While 
You Surf
Andruid Kerne

Creating Media/Tufts University 
Department of EECS 
161 College Avenue
Medford, Massachusetts 02155 USA 
+1.781.396.9781
andruid@creatingmedia.com

HaikuTree
Doug Goodwin

Cairn Design 
1246 Pearl Street
Denver, Colorado 80203 USA 
+1.303.861.4120 
dgoodwin@cairn.com

My Language
Clay Debevoise 
4210 Balboa Street #504 
San Francisco California 94121 USA 
+1.415.752.7192 
clay@clayd.com

Network Communicate
Kaleidoscope
Kazushi Mukaiyama 
i@kazushi.net

Visual Chaos
Jody Zellen 
843 Bay Street #11 
Santa Monica, California 90405 USA 
+1.310.452.0150
jodyzel@aol.com
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Installations

Beyond Manzanar
Tamiko Thiel

Munich, GERMANY
tamiko@alum.mit.edu

CASE STUDY 5510 / CASE
STUDY 5510-B
Tammy Knipp

Art Department 
777 Glades Road
Room 106
Boca Raton, Florida 33431 USA 
+1.561.297.3870
tknipp@fau.edu

Contact Water
Taisuke Murakami

Media Artist
100-55 Kunobe
Yasu-cho Yasu-gun
Shiga-ken, 520-2353 JAPAN
taisum98@iamas.ac.jp
http://www.iamas.ac.jp/~taisum98

The Floating Words
Satoko Moroi

Japan Electronics College 
1-25-4 Hyakunin-cho 
Shinjuku-ku
Tokyo 169-8522 JAPAN 
+3.3369.9333 
moroi@ts.jec.ac.jp

Gemotion
Yoichiro Kawaguchi

Interfaculty Initiative in 
Information Studies
The University of Tokyo 
4-6-1 Komaba, Meguro-ku 
Tokyo 153-8904 JAPAN 
+81.3.5453.5889 
+81.3.3467.0648 fax 
yoichiro@iii.u-tokyo.ac.jp

Invisible Places
Emily Blair

Next Question
209 North Washington Strett 
Moscow, Idaho 83843 USA 
+1.509.335.4155 voice 
+1.419.354.8044 voice 
erblair@wsu.edu

Music Creatures
Marc Downie

Synthetic Characters Group 
The Media Lab, MIT 
20 Ames Street
Cambridge, Massachusetts 02139 
USA
+1.617.253.5988
+1.617.253.6215 fax
marcd@media.mit.edu

NAFTA Stock Puppets
Jim Mason

Mike Kuniavsky

The Long Now Foundation
P.O. Box 29462
San Francisco, California 94129 
USA
+1.415.561.6582
jimmason@longnow.org

Netizens, Net-fringers and 
Outsiders
Rejane Spitz 
Electronic Art Unit 
Department of Art & Design 
PUC-Rio University 
Rio de Janeiro, BRAZIL 
+55.21.529.9416 
+5.21.529.9211 fax 
rejane@rdc.puc-rio.br

New York Mural: #2, for
SIGGRAPH
Michael O’Rourke

Pratt Institute
44 Tompkins Place, #1 
Brooklyn, New York 11231 USA 
+1.718.625.5907
morourke@pratt.edu

Not You, Not Here
Michael Rodemer

University of Michigan 
2000 Bonisteel Boulevard
School of Art and Design
Ann Arbor, Michigan 48109-2069
USA
rodemer@umich.edu

Omnipresence Version #4
Haruo Ishii

Aichi Prefectural Art University 
Fine Arts and Music
30-1 Ishibata Narumi-cho
Midori-ku
Nagoya 451-0801 JAPAN 
+81.52.622.8697
MXC00275@nifty.ne.jp

Poem Vacuum Cleaner
Eunmi Yang

Heyhey Communications, Inc.
#911  N-City Officetel 59-2
Singildong
Youngdeungpo-gu
Seoul 150-051 SOUTH KOREA 
+82.11.9030.1867 
eyang@heyhey.com

Protrude, Flow
Sachiko Kodama

Department of Human 
Communications
The University of Electro­
Communications
1-5-1 Chofugaoka,
Chofu-shi, Tokyo 182-8585 JAPAN 
+ 81.424.43.5537 
kodama@hc.uec.ac.jp

Secrets of the Magdalen
Laundries
Diane Fenster

Bete-Noir Studio 
287 Reichling Avenue
Pacifica, California 94044 USA 
fenster@sfsu.edu 
+1.650.355.5007 
www.dianefenster.com

Michael McNabb 
Independent

Telomeres Project On 
Imminent Immortality
Ellen Sandor

Director 
(art)n 
847 West Jackson Boulevard, 
6th Floor
Chicago, Illinois 60607 USA 
+1.312.432.1870 work 
+1.312.432.1850 fax 
artn@artn.com
www.artn.com

Interactive Programs

Of Shifting Shadows
Gita Hashemi

Exisle Creations
1228 King Street West #2 
Toronto, Ontario M6K 1G4 
CANADA
+1.416.531.2545
exisle@excite.com

Texas Moments
Tarikh Korula

tk@texasmoments.com
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Performances

Artificial Paradises
Martin Howse

The Dolphin
85 Red Church Street 
London E2 7DJ 
UNITED KINGDOM 
+44.208.806.0226 
m@1010.co.uk

Artificial Paradises, the first 
total system for cross-media 
data generation, reworks the 
computer as a symphonic bal­
letic environment system (as a 
body without organs).

Chaotic Robotic Synesthesia 
Leesa and Nicole Abahuni 
27 Prospect Street
Farmingdale, New York 11735 USA 
+1.516.293.8318 
turbotwins@hotmail.com

Synesthesia explores sense 
sharing. The music is pro­
pelled by mixing colors and 
sharing frequencies. Forging 
tactile, aural, and visual per­
ception between humans and 
in collaboration with technology 
asks questions that can yield 
ways of better understanding, 
seeing, and hearing natural 
order.

Intuitive Ocusonics
Andrea Polli

Columbia College Chicago 
600 South Michigan
Chicago, Illinois 60605-1996 USA 
+1.312.344.7676 
+1.312.344.8021 fax 
apolli@interaccess.com

Intuitive Ocusonics is a live, 
in-person sound performance 
generated by eye tracking 
instruments.

That Brain Wave Chick V
Paras Kaul

George Mason University 
+1.703.993.8819 
parasw@well.com

This project includes three 30- 
minute concert performances 
of a collaborative brain-wave 
music composition by Mark 
Applebaum and Paras Kaul. 
Performances are presented 
over a two-day period, in 
conjunction with a week-long 
neural music exhibit.

VR Keith 2.0
Keith Roberson

Florida State University 
467 Dirac Science Library 
Tallahassee, Florida 32306 USA 
+1.850.383.9824 
keith@art.fsu.edu

VR Keith 2.0 explores the 
interface among interaction, 
performance, and avatars. 
Using comedy, irony, and 
cheesy quotes from cultural 
theorists, etc. VR Keith inter­
acts directly with the gallery 
audience and argues how 
much better virtual and robotic 
humans are than real ones.

Sculptures

The Smoker
Gene A. Felice II
Art and Technology Department 
The Ohio State University
Tucky76@yahoo.com

Proximal Actuator
Jesse Hemminger

Art and Technology
The Ohio State University 
128 North Oval Mall, Room 146 
Columbus, Ohio 43210-1363 USA 
+1.614.292.5072

2D/3D Wall Hung Images

- Heroine in Peril
Tina Bell Vance

Bowling Green State University 
319 East Evers Avenue
Bowling Green, Ohio 43402 USA 
+1.614.353.4566 
tdvance@dacor.net

- Gestures IV
- Gestures V
Lynn Bishop

Zama Arts
928 Mackenzie Drive
Sunnyvale, California 94087 USA 
+1.408.773.1363 
lyn@zama.com 
www.zama.com

- 7369
- 7450
- 7471
Gloria DeFilipps Brush

University of Minnesota Duluth
Humanities 212, 10 University Drive 
Duluth, Minnesota 55812 USA 
+1.218.726.8580 
+1.218.726.6532 fax
gbrush@d.umn.edu

- Closed Concealments
Kimberly Burleigh

University of Cincinnati
College of DAAP
School of Art
Cincinnati, Ohio 45221-0016 USA 
+1.513.556.2075 
+1.513.556.2887 fax 
burleigh@one.net

- Excerpts from the 1999 War 
Refugees Counting Table

- Yellow Strokes
Hans Dehlinger

University of Kassel, 
Kunsthochschule
Stiegelwiesen 3
Kassel D 34132 GERMANY 
+0049.561.408039 
+0049.561.804-5007 
dehling@uni-kassel.de
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- Rebirth of the VooDoo
Child

Petra Evers

122 Kaelepulu Drive
Kailua, Hawaii 96734 USA 
+1.808.263.1322 
petra@hawaii.rr.com

- F-G and the Iron Clocks of 
Film

- Global Coffee
James Faure Walker

Kingston University
88 Greenwood Road
London E8 1NE
UNITED KINGDOM
+44.207.249.7454
JamesFaureWalker@compuserve.com

- HeliFire III
Michael Field

University of Houston 
Department of Mathematics 
4800 Calhoun
Houston, Texas 77204-3476 USA 
+1.713.743.3470 
+1.713.743.3505 fax 
mf@uh.edu

- Intercere #11
- Intercere #17 
John Fillwalk 
Electronic Arts 
Department of Art 
Ball State University 
jfillwal@bsu.edu

- Waterworks
- Whitewater
Phillip George

11 Miller Street
Bondi
Sydney 2026 AUSTRALIA 
+61.2.9365.2845 
philg@netspace.net.au

- angst in the land of frozen 
syllables

- courage 
- one foot
Harvey Goldman

University of Massachusetts, 
Dartmouth
Department of Design, 
Electronic Imaging Program 
41 Fisher Road
Westport, Massachussetts 02790 USA 
hgoldman@umassd.edu

- Paintings from the Interface: 
Battery Power

Ian Gwilt

Wanganui Polytechnic
Campbell Street
Private bag 3020
Wanganui NEW ZEALAND 
+00646.349.0388 
+00646.349.0389
iangwilt@paradise.net.nz 
newmedialab.co.n/paintings

- A Piece of the Pie
- Breast Stroke
Melissa Harshman 
Associate Professor of Art 
Chair, Printmaking Department 
University of Georgia
Visual Arts Building
Athens, Georgia 30602 USA 
+1.706.542.1643
mharshma@arches.uga.edu

- Oculadders, parti
David Haxton

+1.407.644.3421
+1.407.644.1780 fax
haxtond@aol.com

- Shandong Mountains 
Jean-Pierre Hebert 
102 West Quinto Street
Santa Barbara, California 93105 
USA
+1.805.563.5556
jp@solo.com

- Exponential
- Transport II
- Transport III
- Transport IV
Eric Heller

Harvard University
Resonance Fine Art
55 Baker Bridge Road
Lincoln, Massachussetts 01773 USA 
+1.877.799.4993
slheller@earthlink.net

- Time Cycle
Paul Hertz

Northwestern University 
The Collaboratory Project 
1890 Maple Avenue, Suite 175 
The Collaboratory Project 
Evanston, Illinois 60201 USA 
+1.847.467.2443 
+1.847.467.7885 fax 
paul-hertz@northwestern.edu

- Six-Part Pattern Series: 
2000.3; 2000.5; 2000.6;

- 2000.12a and 2000.12b
Kenneth A. Huff

Independent Artist 
915 Floral Drive
Orlando, Florida 32803 USA 
+1.407.718.5124 
ken@itgoesboing.com

- chelovechki-01
Yelena Ilkanayev 
+1.718.972.9465 
ilkanayev@hotmail.com

- Curving
Spirolaterals

Robert J. Krawczyk 
Illinois Institute of Technology 
College of Architecture 
krawczyk@iit.edu 
BitArt 
bitart@ix.netcom.com

- Disoriented but not 
Confused

- Undefined
- Ask Yourself
Jessica Maloney

22201 Hadden Road
Euclid, Ohio 44117 USA 
+1.216.486.0455
Jessica3@visto.com

- Don't Say Goodbye 
(Variation 1)

- Used Chambers
Leslie Nobler-Farber

300 Pompton Road
Wayne, New Jersey 07470 USA 
+1.973.720.3275
+1.973.720.3273 fax 
farberl@aol.com

- Blue Suspension, Detail 1
- Blue Suspension, Detail 2
- Tentacular Continuum, 

Detail 3
Kent Oberheu

Pandromeda
1615 Cedar Street
Berkeley, California 94703 USA 
+1.510.524.3874
k_oberheu@semafore.com

- Forehead
Michael O’Rourke

Pratt Institute
44 Tompkins Place, #1 
Brooklyn, New York 11231 USA 
+1.718.625.5907
morourke@pratt.edu

- Gatorman
- Octoboy
- KnobHead
Steven Ramsey 
artboy illustration 
234 West Main Street #509 
Waukesha, Wisconsin 53186 USA 
+1.262.796.1188 
artboy@netwurx.net
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2D/3D Wall Hung Images

- Ghost Town Artifacts:
The Keys

- If These Walls Could Talk:
Bubby’s Story

Naomi Ribner

Wellesley College 
668 Washington Street #10
Wellesley, Massachusetts 02482 USA 
+1.781.237.4298 
nribner@wellesley.edu

- Intersections
Kyle Riedel

1006 Lorrain
Austin, Texas 78703 USA 
+1.512.762.8922 
kyleriedel@hotmail.com

- Old House in the
Shadow of the Castle

Cynthia Beth Rubin

Rhode Island School of Design
85 Willow Street #9
New Haven, Connecticut 06511
USA
+1.203.789.0071
cbrubin@risd.edu

- Xrossings: Tidal Pool
Karin Schminke

5803 North East 181st Street 
Kenmore, Washington 98028 USA 
karin@schminke.com
www.schminke.com

- Sarah-Dancing Reflections
Leslie Sobel

214 West Main Street
Milan, Michigan 48160 USA 
+1.734.439.8562
las@lesliesobel.com

- What Noh Masks Whisper 
to Us

Akiko Tohma

Kagoshima University Dental School 
Department of Anatomy for Dental 
Science
8-35-1 Sakuragaoka
Kagoshima 890-8544 JAPAN
a-tohma@nifty.ne.jp

- RT111
Hiroko Uchiyama

Joshibi University of Art and Design 
2-24-7 Shichirigahama-Higashi 
Kamakura 248-0025 JAPAN 
+81.467.31.1756
hiroko@cyberagenz.com

- Commuter’s Tunes
- Moonlit Manifestation
Anna Ursyn

University of Northern Colorado 
Department of Visual Arts
Greeley, Colorado 80639 USA 
+1.970.351.2426 
ursyn@unco.edu

- Crystal Flower
Yayoi Yokoyama

4-199-1-3A Unuma Furuichiba-cho
Kakamigahara-shi Gifu-ken 
509-0133 JAPAN 
+81.583.70.3116
yayoi@qc4.so-net.ne.jp

- Overgrown Artificiality 9
- Overgrown Artificiality 10
- Overgrown Artificiality 11
- Overgrown Artificiality 12
Hye Jin Yoo
30-1 Nonhyun-dong Kangnam-ku 
Seoul 135-010 SOUTH KOREA 
+2.544.2602
tomijin@hotmail.com

- Entering the Event Horizon
Andrzej Zarzycki

41 Gorham Street
Somerville, Massachussetts 02144 
USA
+1.617.776.3472 
zarzycki@alum.mit.edu

- Manufactured Existence: 
The Remains

Jason Zimmerman 
jzimmer890@yahoo.com 
www.j-zimmerman.com

Art Gallery: N-Space
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Computer Animation Festival 
2001: A Digital Odyssey

The world’s most prestigious film and video extravaganza, showcasing dazzling and innovative 
imagery in invited and submitted works selected by a distinguished jury of computer graph­
ics experts and specialists. The works selected for this year’s Computer Animation Festival 
take us on a remarkable journey that combines the talent and brilliance of current and future 
trends in art and science with the very best imagery depicting comedy, drama, romance, 
action, adventure, fantasy, science fiction, and science fact. Selections are presented in a 
multiplex format of daily screenings in three Animation Theaters, and in the Electronic 
Theater matinée and evening shows at the Shrine Auditorium.

Chair
Sande Scoredos
Sony Pictures lmageworks Inc.

Location
Electronic Theater
Shrine Auditorium

Days & Hours
Monday, 13 August 
7-9 pm
Tuesday, 14 August 
2-4 pm & 7 - 9 pm
Wednesday, 15 August 
2-4 pm & 7 - 9 pm
Thursday, 16 August 
7-9 pm

Location
Animation Theaters
Rooms 409,411,501

Days & Hours
Sunday, 12 August
3 - 7 pm
Monday, 13 August through
Thursday 16 August
9 am - 6 pm
Friday, 17 August
9 - 3 pm

Committee
Nick Bali
Database Director
Sony Pictures lmageworks Inc.

Jacquie Barnbrook 
Electronic Theater Producer 
Sony Pictures lmageworks Inc.

Paul Debevec
Technology Director 
USC Institute for Creative
Technologies

Sheena Duggal
Production Designer 
Sony Pictures lmageworks Inc.

Rob Engle 
Pre-show Director 
Sony Pictures lmageworks Inc.

Mark Hall
Volunteer Staffing Director 
Sony Pictures lmageworks Inc.

Pam Hogarth
Outreach Director
Gnomon School of Visual Effects

John McIntosh
SIGGRAPH 2002 Computer 
Animation Festival Chair 
School of Visual Arts

Ladd McPartland
Film Editor
Industrial Light + Magic

Jill Smolin
Animation Theater Director
Cinesite

Jane Stephan
Animation Theater Director
Rhythm & Hues Studios

Eric Withee
Festival Coordinator
Sony Pictures lmageworks Inc.

Jury
Brian Blau

Discreet

Jeremy Cantor

Sony Pictures lmageworks Inc.

Richard Chuang

PDI/DreamWorks

Paul Debevec

USC Institute for Creative
Technologies

Andrew Glassner

Writer and Consultant

Steve Goldberg

Walt Disney Feature Animation

Thomas Hollier

Sony Pictures lmageworks Inc.

Ladd McPartland

Industrial Light + Magic

Alternates
Jacquelyn Ford Morie 
USC Institute for Creative
Technologies

Time Skelly

Design Happy

Computer Animation Festival



Animation Theater Multiplex Showtimes

Features Length
Ac

tio
n &

 A
dv

en
tu

re

Wild Jungle — Motion Ride 3:45
Metal Gear Solid 2 Sons of Liberty 10:07
Master Q 3:30
Stop Motion vs. Computer Animation :44
Oddworld: Munch’s Oddysee, SIGGRAPH Teaser 6:53
Time Out 1:10
Cartoon Network’s “Quick Draw El Kabong” 1:57
Microsoft Xbox “Two to Tango” 1:36
Iomega “Pool” :44

Ar
t &

 M
us

ic
al

s

ManHang 4:56
Early Light 7:35
Ojo Por Ojo 2:24
Our Lady Peace “In Repair”/Bitcasters 4:17
Kent - Tout Est La 2:57
Vel Satis en Capital 5:42
Wardrobe 2:02
Robbie Williams “Let Love Be Your Energy” 6:32
Ericsson “Lines” :43
Ricky Martin, “Private Emotion” 4:00

Co
m

ed
y 1

When Wolfy Met Helga 1:25
Puppet 2:25
O Brother, Where Art Thou? 1:56
Walk 5:35
Moving Pyramid 9:38
Lunch 3:14
Trick or Treats 5:18
AP 2000 8:11

Co
m

ed
y 2

Comics Trip 6:04
Kami 6:37
Tabasco Commercials 1:10
Turing Test 5:27
Hubert’s Brain 1:15
Steam Punk “Go Round” 1:00
Hessi James 4:56

D
oc

um
en

ta
ry

Computer Reconstruction: Temple Site at Phimai 3:22
Elmo’s World: Digital Puppetry on Sesame Street 2:49
Considering an Exotic Pet? :40
Synthesizing Sounds From Physically Based Motion 1:15
DAB: Interactive Haptic Painting With 3D Virtual Brushes 5:38
Desert H2Ouse 1:58
Capitol Zoom 1:45
New Baiyun International Airport, Guangzhou City, China 4:56
Wing 2001 1:37
Courthouse With Curved Elements 3:04
Book of Poosh 5:00

D
ra

m
a 1

Lunch 1:25
Le Processus 7:51
Serenade 2:49
“SAE” (A Bird) 13:10
Perestroika 2:22
Big One That Got Away 2:50
L ‘enfant De La Haute Mer 7:00

D
ra

m
a 2

Grandma 4:12
Silhouette 3:03
Platonic Chin 4:00
Pasta for War 3:27
Modeling & Animation Reel 1:58
L’autre Temps 5:30
Coca Cola “Clay Dolls” :39
Harvey 9:32
Exit 1:51

Sc
iF

i &
 S

ci
Fa

ct
 1 f8 11:40

Hollow Man 3:22
New World Computing Cinematic Team 6:33
ZOIDS 4:00
In the Body 1:26

Sc
iF

i &
 S

ci
Fa

ct
 2

Horses on Mars 6:56
Freeware 6:56
Exploring Serotonin in the GI Tract 2:53
Oblivious :47
Knitwear Rendering 2:47
X-Men: Mystique Transformations 1:24
Antarctica: A Flying Tour of the Frozen Continent 4:59
Evolution of the Universe: Large-Scale
— Structure and Galaxy Formation 1:06
— Structure and Galaxy Formation 1:06

SUNDAY, 12 AUGUST

Theater One
Room 501

3:00 Comedy 1
3:37 Drama 1
4:15 Art & Musicals
4:56 SciFi & SciFact 1
5:23 Action & Adventure
5:53 Documentary
6:25 Drama 2

Theater Two
Room 411

3:00 Comedy 2
3:26 SciFi & SciFact 1
3:53 Drama 1
4:30 Art & Musicals
5:12 Documentary
5:44 Action & Adventure
6:14 Comedy 1

Theater Three
Room 409

3:00 Drama 1
3:37 Documentary
4:09 Action & Adventure
4:39 Drama 2
5:14 Comedy 2
5:40 Art & Musicals
6:21 SciFi & SciFact 2

MONDAY, 13 AUGUST

Theater One
Room 501

9:00 Drama 1
9:37 Comedy 1

10:15 SciFi & SciFact 2
10:42 Art & Musicals
11:24 Action & Adventure
11:54 Comedy 2
12:21 Drama 2
12:55 SciFi & SciFact 1
1:22 Documentary
1:54 Comedy 1
2:31 Drama 2
3:06 Art & Musicals
3:47 Action & Adventure
4:17 Comedy 2
4:44 SciFi & SciFact 2
5:12 SciFi & SciFact 1

Theater Two
Room 411

9:00 Comedy 1
9:37 Action & Adventure

10:08 Drama 2
10:42 Drama 1
11:19 SciFi & SciFact 1
11:46 Art & Musicals
12:27 Documentary
1:00 SciFi & SciFact 2
1:27 Drama 2
2:02 Action & Adventure
2:32 Comedy 2
2:58 SciFi & SciFact 2
3:26 Drama 1
4:04 SciFi & SciFact 1
4:31 Documentary
5:03 Art & Musicals

Theater Three
Room 409

9:00 SciFi & SciFact 1
9:27 Drama 1

10:04 Action & Adventure
10:34 Comedy 1
11:12 Art & Musicals
11:53 Comedy 2
12:20 SciFi & SciFact 2
12:48 Documentary
1:20 SciFi & SciFact 1
1:47 Drama 2
2:21 Art & Musicals
3:02 Action & Adventure
3:32 SciFi & SciFact 2
4:00 Drama 2
4:34 Comedy 2
5:01 Documentary
5:33 SciFi & SciFact 1

Computer Animation Festival



TUESDAY, 14 AUGUST

Theater One
Room 501

9:00 Action & Adventure
9:30 Drama 2

10:04 Art & Musicals
10:45 Comedy 1
11:23 Documentary
11:55 SciFi & SciFact 2
12:23 Drama 1

1:00 Comedy 2
1:27 SciFi & SciFact 1
1:54 Documentary
2:26 Drama 2
3:00 Comedy 1
3:38 Action & Adventure
4:08 Art & Musicals
4:49 Drama 1
5:27 SciFi & SciFact 1

Theater Two
Room 411

9:00 Art & Musicals
9:41 Documentary

10:13 SciFi & SciFact 1
10:40 Comedy 2
11:06 SciFi & SciFact 2
11:34 Drama 2
12:08 Action & Adventure
12:39 Comedy 1

1:16 Drama 1
1:54 Documentary
2:26 Art & Musicals
3:07 SciFi & SciFact 2
3:35 Comedy 2
4:01 Drama 2
4:35 Action & Adventure
5:06 SciFi & SciFact 1

Theater Three
Room 409

9:00 Drama 1
9:37 Comedy 2

10:03 SciFi & SciFact 2
10:31 Art & Musicals
11:12 Action & Adventure
11:43 SciFi & SciFact 1
12:10 Comedy 1
12:48 Documentary

1:20 SciFi & SciFact 2
1:47 Drama 2
2:22 Drama 1
2:59 Comedy 2
3:26 SciFi & SciFact 1
3:53 Comedy 1
4:30 Documentary
5:02 Action & Adventure

WEDNESDAY, 15 AUGUST
Theater One
Room 501

9:00 SciFi & SciFact 2
9:27 Art & Musicals

10:08 Comedy 1
10:46 Drama 2
11:20 Documentary
11:52 Drama 1
12:30 Action & Adventure

1:00 SciFi & SciFact 1
1:27 SciFi & SciFact 2
1:55 Comedy 1
2:33 Drama 2
3:07 Action & Adventure
3:37 Comedy 2
4:04 Art & Musicals
4:45 Drama 2
5:19 SciFi & SciFact 1

Theater Two
Room 411

9:00 Documentary
9:32 Comedy 1

10:09 Action & Adventure
10:40 SciFi & SciFact 1
11:07 Drama 1
11:44 Art & Musicals
12:25 SciFi & SciFact 2
12:53 Drama 2

1:27 Comedy 2
1:54 Drama 1
2:31 Art & Musicals
3:12 Action & Adventure
3:43 SciFi & SciFact 1
4:10 Comedy 1
4:48 Documentary
5:20 Drama 1

Theater Three
Room 409

9:00 Action & Adventure
9:30 Art & Musicals

10:11 Drama 1
10:49 Comedy 2
11:15 Drama 2
11:49 Comedy 1
12:27 Documentary

12:59 SciFi & SciFact 1
1:26 Comedy 1
2:04 Action & Adventure
2:34 SciFi & SciFact 2
3:02 Drama 1
3:39 Art & Musicals
4:21 Comedy 2
4:47 Drama 2
5:21 SciFi & SciFact 1

THURSDAY, 16 AUGUST

Theater One
Room 501

9:00 Comedy 1
9:37 Action & Adventure

10:08 Drama 2
10:42 Drama 1
11:19 SciFi & SciFact 1
11:46 Comedy 2
12:13 Documentary
12:45 SciFi & SciFact 2

1:13 Drama 2
1:47 Action & Adventure
2:17 Art & Musicals
2:58 Comedy 1
3:36 Drama 1
4:14 SciFi & SciFact 1
4:41 Comedy 2
5:07 Documentary

Theater Two
Room 411

9:00 SciFi & SciFact 1
9:27 Comedy 2
9:53 SciFi & SciFact 2

10:21 Art & Musicals
11:02 Drama 1
11:39 SciFi & SciFact 1
12:06 Comedy 1
12:44 Documentary

1:16 SciFi & SciFact 2
1:44 Drama 2
2:18 Drama 1
2:56 Comedy 2
3:22 Action & Adventure
3:53 Comedy 1
4:30 Art & Musicals
5:11 Documentary

Theater Three
Room 409

9:00 Action & Adventure
9:30 Drama 2

10:04 Art & Musicals
10:45 Comedy 1
11:23 Documentary
11:55 SciFi & SciFact 2
12:23 Action & Adventure
12:53 Comedy 2

1:20 SciFi & SciFact 1
1:47 Documentary
2:19 Drama 2
2:53 Comedy 1
3:31 SciFi & SciFact 2
3:59 Art & Musicals
4:40 SciFi & SciFact 2
5:07 Drama 1

FRIDAY, 17 AUGUST

Theater One
Room 501

9:00 SciFi & SciFact 2
9:27 Drama 1

10:05 Comedy 2
10:31 SciFi & SciFact 1
10:58 Documentary
11:30 Drama 2
12:05 Comedy 1
12:42 Action & Adventure

1:13 Art & Musicals
1:54 Documentary
2:26 SciFi & SciFact 2

Theater Two
Room 411

9:00 Drama 2
9:34 Action & Adventure

10:04 Comedy 1
10:42 Drama 1
11:19 Documentary
11:51 Art & Musicals
12:32 SciFi & SciFact 2

1:00 Comedy 2
1:27 Documentary
1:59 Drama 1
2:36 Drama 2

Theater Three
Room 409

9:00 Art & Musicals
9:41 Comedy 2

10:07 SciFi & SciFact 2
10:35 Documentary
11:07 SciFi & SciFact 1
11:34 Drama 2
12:08 Art & Musicals
12:49 Action & Adventure

1:20 SciFi & SciFact 2
1:48 Drama 2
2:22 Comedy 2

Computer Animation Festival



•
Electronic Theater Opening
Sequence 2001: A Digital
Odyssey
Tim Miller

Blur Studio
1130 Abbot Kinney Boulevard
Venice, California 90291 USA 
+1.310.581.8848 
+1.310.581.8850 fax 
tim@blur.com

•
Title Sequences: 4D Painting 
With Light
Sheena Duggal

Sony Pictures lmageworks Inc.

•
102 Dalmatians
Mary Reardon

The Secret Lab
500 South Buena Vista Street 
Burbank, California 91521-8959 
USA
+1.818.526.3590
+1.818.526.3319 fax 
mary.reardon@disney.com

•
Airheads
Mike Wheeler

Ringling School of Art and Design 
c/o Susan Trovas
2700 North Tamiami Trail 
Sarasota, Florida 34234 USA 
+1.941.359.7536 
+1.941.359.7517 fax 
mwheeler@rsad.edu

•
Alien Song
Victor Navone

c/o Pixar Animation Studios 
1200 Park Avenue
Emeryville, California 94608 USA 
navone@navone.org

•
Anjyu
Yasuo Ohba

Namco Limited
1-1-32 Shin-Urashima-Cho
Kanagawa-ku
Yokohama 221-0031 JAPAN 
+81.45.461.8013
+81.45.461.8014 fax 
ohba@rd.namco.co.jp

•
Antarctica: A Flying Tour o 
the Frozen Continent 
Alex Kekesi 
GST
NASA/Goddard Space Flight 
Center
Code 935, Building 28, Room S121 
Greenbelt, Maryland 20771 USA 
+1.301.286.4583 
+1.301.286.1634 fax
Alex.Kekesi@gsfc.nasa.gov

•
AP 2000
Bruno Follet 
p/o SUPINFOCOM 
10 rue Henri Matisse 
Tertia 3000
Aulnoy-Lez-Valenciennes 59300 
FRANCE 
+33.327.28.43.53 
+33.327.28.42.41 fax 
supinfocom@compuserve.com

•
Big One That Got Away, The 
James Torrens 
Vancouver Film School
420 Homer Street
Vancouver, British Columbia V6B 
2V5 CANADA 
+1.604.685.6331, ext. 109 
+1.604.685.6317 fax 
arnault@vfs.com

•
Body Story
Dominic Buttimore

The Moving Picture Company 
127 Wardour Street
London W1F 4NL 
UNITED KINGDOM 
+44.0.207.434.3100 
+44.0.207.437.2641 fax 
dominic-b@moving-picture.com

•
Book of Pooh, The
Paul Lacombe

Shadow Digital LLC 
1375 Boardman Street
Sheffield, Massachusetts 01257 USA 
+1.413.229.7880
placombe@shadowdigital.com

•Budweiser “Come Home” 
Yves Metraux

Industrial Light + Magic 
3155 Kerner Boulevard 
San Rafael, California 94901 USA 
+1.415.448.9000 
+1.415.448.3468 fax 
yves@ilm.com

•
Capitol Zoom
Gregory Shirah

NASA-Goddard Space Flight 
Center
Code 935 Building 28 Room W197 
Greenbelt, Maryland 20771 USA 
+1.301.286.7903 
+1.301.286.1776 fax 
greg.shirah@gsfc.nasa.gov

•
Cartoon Network's "Quick 
Draw El Kabong" 
Sharon Redding

Wild Brain, Inc. 
2650 18th Street
San Francisco, California 94110 USA 
+1.415.216.2026 
+1.415.553.8009 fax 
sharonr@wildbrain.com

•
Cast Away
Don Levy

Sony Pictures lmageworks 
9050 West Washington Boulevard 
Culver City, California 90232-2518 
USA 
+1.310.840.7315 
+1.310.840.8100 fax 
dlevy@sonypictures.com

•
Chameleon
Bach Pablo

SZM Studios, GmbH
Medienallee 7
Munich, Unterfohring 85774 GER­
MANY 
+49.89.9507.6540 
+49.89.9507.6227 fax 
justus.engel@szm.de

•
Coca Cola “Clay Dolls”
Lui Yeung

Centro Digital Pictures Ltd 
601 HKITC
72 Tat Chee Avenue
HONG KONG 
+852.2319.6688 
+852.2319.2272 fax 
lui@Centro.com.hk

•
Comics Trip
Bruno Follet 
p/o SUPINFOCOM 
10 rue Henri Matisse 
Tertia 3000
Aulnoy-Lez-Valenciennes 59300 
FRANCE 
+33.0.327.28.43.53 
+33.0.327.28.42.41 fax 
supinfocom@compuserve.com

•
Computer Reconstruction: 
Temple Site at Phimai 
Richard M. Levy

University of Calgary
2500 University Drive, Northwest 
Calgary, Alberta T2N 1N4 
CANADA 
+1.403.220.3633 
+1.403.284.4399 fax
rmlevy@ucalgary.ca

•
Considering an Exotic Pet?
Skye Carlson

Ringling School of Art & Design 
c/o Susan Trovas
2700 North Tamiami Trail 
Sarasota, Florida 34234 USA 
+1.941.359.7536
+1.941.359.7517 fax 
afn20039@afn.org

•
Crimson Rivers
Maryle Capmas

Mikros Image 
120, rue Danton 
Levallois Perret 92300 FRANCE 
+33.1.55.63.11.00 
+33.1.55.63.11.01 fax
maryle.capmas@mikrosimage.fr

•Crossing Guard, The
Joshua West

Ringling School of Art & Design 
c/o Susan Trovas
2700 North Tamiami Trail 
Sarasota, Florida 34234 USA 
+1.941.359.7536
+1.941.359.7517 
jwest@rsad.edu

•
DAB: Interactive Haptic 
Painting With 3D Virtual 
Brushes
Vincent Scheib

University of North Carolina at
Chapel Hill
Sitterson Hall CB 3175
Chapel Hill, North Carolina 
27599-3175 USA 
+1.919.962.1905 
+1.919.962.1799 fax 
scheib@cs.unc.edu

Computer Animation Festival •Animation Theater • Electronic Theater
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•
Desert H2Ouse
Joseph Kosinski 
k+d.lab 
145 Hudson Street 
2nd Floor
New York, New York 10013 USA 
+1.212.966.1932 
+1.212.966.1937 fax 
joseph@kdlab.net

•
Distrust of Romantica
Hitoshi Suenaga

Taiyo Kikaku Co., Ltd 
2-27-7 Nishishimbashi
Minato-ku
Tokyo 105-0003 JAPAN 
+81.3.3436.4540 
+81.3.3436.0175 fax 
sue@v7.com

•
Dr. Seuss’ How The Grinch
Stole Christmas
Joanna Capitano

Digital Domain 
300 Rose Avenue
Venice, California 90291 USA 
+1.310.314.2805 
+1.310.314.2921 fax
jcapitan@d2.com

•
Early Light
John S. Banks

Artek Images
2327 North Geneva Terrace
Chicago, Illinois 60614 USA 
+1.773.296.0508
jsbanks@interaccess.com

•
Elmo’s World: Digital
Puppetry on Sesame Street
Emre Yilmaz

SMA Video
P.O. Box 460022
San Francisco. California 94146-0022 
USA
emre@digitalpuppetry.com

•
Enemy at The Gates
Mathew Holben

Double Negative

2nd Floor, 77 Shaftesbury Avenue
London W1V8HQ
UNITED KINGDOM 
+44.20.7534.4400 
+44.20.7534.4452 fax 
mh@dneg.com

•
Ericsson “Lines”
Ed Ulbrich

Digital Domain 
300 Rose Avenue
Venice, California 90291 USA 
+1.310.664.3920 
+1.310.664.3939 fax 
eulbrich@d2.com

•
Eve Solal
Marc Miance

Attitude Studio
100 avenue du General Leclerc 
Pantin Cedex 93692 FRANCE 
+33.1.41.71.00.78 
+33.1. 41.71.01.68 fax 
m.miance@attitude-studio.com

•
EVENTIM.DE 
“Mouse/Concerts”
Martinique Spans

Spans & Partner GmbH
Muehlenkamp 59
Hamburg 22303 GERMANY 
+49.40.27.81.88.0 
+49.40.27.81.88.88 fax 
martinique@spans.de

•
Evolution of the Universe:
Large-scale Structure and
Galaxy Formation
Donna Cox

National Center for Supercomputing 
Applications
605 East Springfield
Champaign, Illinois 61820 USA 
+1.217.244.2005 
+1.217.244.2909 fax 
cox@ncsa.uiuc.edu

•
Exit
Mike White

Vancouver Film School 
420 Homer Street
Vancouver, British Columbia V6B 
2V5 CANADA 
+1.604.685.6331, ext. 109 
+1.604.685.6317 fax 
arnault@vfs.com

•
Exploring Serotonin in the GI 
Tract
Eric Rosemann 
lOMedia
126 5th Avenue, Suite 804
New York, New York 10011 USA 
+1.212.352.1115 
+1.212.352.1117 fax 
eric@io-media.com

• •
F8
Jason Wen

Crystalline Lens
1801 Lakeland Park Drive 
Garland, Texas 75043 USA 
+1.972.240.0141 
+1.972.240.0087 fax 
jason_wen@hotmail.com

•
Final Fantasy - The Spirits 
Within
Terri Sasaki

Square USA, Inc.
55 Merchant Street, #3100 
Honolulu, Hawaii 96813 USA 
+1.808.535.9075 
+1.808.535.9100 fax 
terri@squareusa.com

•
Freeware
Michael Kaczmarek

Academy of Art
15267 Hesperian Boulevard, #310 
San Leandro, California 94578 USA 
+1.650.628.7686 
+1.510.357.9680 fax 
mikekaz@hotmail.com

•Fruits of Labor
Rand Cabus

Giant Studios
2160 Hills Avenue, Suite A 
Atlanta, Georgia 30318 USA 
+1.404.367.1999 
+1.404.367.8485 fax 
rand@giantstudios.com

•
Garden of the Metal
Katsuyuki Kamei

Japan Electronics College 
1-25-4 Hyakunin-cho 
Shinjyuku-ku
Tokyo 169-8522 JAPAN 
+81.3.3369.9333 
+81.3.3363.7685 fax 
kamei@ts.jec.ac.jp

•
Grandma
SUNGYEON Joh

Pixar Animation Studios 
1200 Park Avenue #445
Emeryville, California 94608 USA 
+1.510.752.3816 
+1.510.752.3430 fax 
sungy@hotmail.com

•
Harvey
Rachel Roberts

Australian Film Television and 
Radio School
P.O. Box 126
North Ryde
Sydney, New South Wales 1670 
AUSTRALIA 
+61.2.9805.6620 
+61.2.9887.1030 fax 
rachelr@aftrs.edu.au

• •
Hessi James
Johannes Weiland

Filmakademie Baden-Wuerttemberg 
Mathildenstrasse 20
Ludwigsburg 71638 GERMANY 
+49.173.3283188 
+49.714.196955235 fax 
ascaland@gmx.de

•
Hollow Man
Don Levy

Sony Pictures lmageworks Inc.
9050 West Washington Boulevard 
Culver City, California 90232-2518 
USA
+1.310.840.7315 
+1.310.840.8100 fax 
dlevy@sonypictures.com

•
Horses on Mars
Eric Anderson 
1945 Talmadge Street
Los Angeles, California 90627 USA 
+1.323.644.2989 
ela@usc.edu

•
Hubert’s Brain
Nina Rappaport

Wild Brain, Inc.
2650 18th Street 
2nd Floor
San Francisco, California 94110 USA 
+1.415.553.8000 
+1.415.553.8009 fax 
ninar@wildbrain.com

•
Ice Age
John Donkin

Blue Sky Studios 
44 South Broadway 
17th Floor
White Plains, New York 10601 USA 
+1.914.259.6500 
+1.914.259.6499 fax 
jcd@blueskystudios.com

Computer Animation Festival
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•
Images of Seasons
Kenichiro Tanaka

Video Station Q Co., Ltd 
4-20-23 Takamiya Minami-ku 
Fukuoka 815-0083 JAPAN 
+81.92.525.3914 
+81.92.525.0129 fax 
tanaka@vsq.co.jp

•
In the Body
Paul Davies

Savage Frog!
138 Mission Avenue
San Rafael, California 94901 USA 
+1.415.457.5738 
pdavies@savagefrog.com

Industrial Light + Magic: 
Research and Development 
2001
Yves Metraux

Industrial Light + Magic 
3155 Kerner Boulevard
San Rafael, California 94901 USA 
+1.415.448.9000 
+1.415.448.3468 fax 
yves@ilm.com

•
Instant-Animator Machine, 
The
Rick May

Oakland, California 94610 USA 
rick@toonstruck.com

•
Iomega "Pool"
Ed Ulbrich

Digital Domain 
300 Rose Avenue
Venice, California 90291 USA 
+1.310.664.3920 
+1.310.664.3939 fax 
eulbrich@d2.com

•
Kami
Bruno Follet 
p/o SUPINFOCOM 
10 rue Henri Matisse 
Tertia 3000
Aulnoy-Lez-Valenciennes 59300 
FRANCE 
+33.0.327.28.43.53 
+33.0.327.28.42.41 fax 
supinfocom@compuserve.com

•
Kent - Tout Est La
Maryle Capmas

Mikros Image 
120, rue Danton
Levallois Perret 92300 FRANCE 
+33.1.55.63.11.00 
+33.1.55.63.11.01 fax 
maryle.capmas@mikrosimage.fr

•
Knitwear Rendering
Baining Guo

Microsoft Research China 
5F, Beijing Sigma Center 
No 49, Zhichun Road, Haidain District 
Beijing 100080 CHINA 
+86.1062617711 
+86.1088097306 fax 
bainguo@microsoft.com

•
L’autre Temps
Bruno Follet 
p/o SUPINFOCOM 
10 rue Henri Matisse 
Tertia 3000
Aulnoy-Lez-Valenciennes F-59300 
FRANCE 
+33.0.327.28.43.53 
+33.0.327.28.42.41 fax 
supinfocom@compuserve.com

•
Le Processus
Bruno Follet 
p/o SUPINFOCOM 
10 rue Henri Matisse 
Tertia 3000
Aulnoy-Lez-Valenciennes 59300 
FRANCE 
+33.0.327.28.43.53 
+33.0.327.28.42.41 fax 
supinfocom@compuserve.com

•
L’enfant de la Haute Mer
Bruno Follet 
p/o SUPINFOCOM 
10 rue Henri Matisse 
Tertia 3000
Aulnoy-Lez-Valenciennes 59300 
FRANCE 
+33.0.327.28.43.53 
+33.0.327.28.42.41 fax 
supinfocom@compuserve.com

•
Little Miss Spider
Rich Kempster 
Kleiser-Walczak 
6315 Yucca Street 
Hollywood, California 90028 USA 
+1.323.467.3563 
+1.323.467.3583 fax 
rich@kwcc.com

•
Lunch
Marion Gothier 
29 A Sharon Street 
San Francisco, California 94114 USA 
+1.415.621.2219 
gothier@pacbell.net

•
Lunch
Keith Lango

Keith Lango Animation 
1721 Raleigh Trail
Romeoville, Illinois 60446 USA 
+1.630.652.6135 
keith.lango@bigidea.com

•
ManHang (Ephemeral 
Epiphany)
Hyunsuk Kim 
School of Visual Arts 
372 Dekalb Avenue, #4B
Brooklyn, New York 11205 USA 
+1.718.398.8578 
+1.718.789.8089 fax 
hyunnat@aol.com

•
Master Q
Eddy Wong

Menfond Electronic Art and 
Computer Design Co.Ltd 
54/F Hopewell Centre 
183 Queen's Road East 
WanChai HONG KONG 
+852.2802.3382 
+850.2802.3386 fax 
general@menfond.com.hk 

•
Metal Gear Solid 2 Sons of 
Liberty
Scott Dolph

Konami Computer Entertainment 
Japan
Ebisu Garden Place Tower 6F 
4-20-3 Ebisu, Shibuya-ku 
Tokyo 150-6006 JAPAN 
+81.3.5475.0573 
+21.3.5475.0574 fax 
dolph@kcej.konami.com

Metropopular
Julie Haddon 
PDI/DreamWorks 
3101 Park Boulevard
Palo Alto, California 94306 USA 
+1.650.846.8100 
+1.650.320.2895 fax 
marketing@pdi.com

•
Microsoft Xbox “Two to
Tango”
Tim Miller

Blur Studio
1130 Abbot Kinney Boulevard 
Venice, California 90291 USA 
+1.310.581.8848 
+1.310.581.8850 fax 
tim@blur.com

•
Modeling & Animation Reel
Scott Dossett

Vancouver Film School 
420 Homer Street
Vancouver, British Columbia 
V6B 2V5 CANADA 
+1.604.685.6331, ext. 109 
+1.604.685.6317 fax 
arnault@vfs.com

•
Moving Pyramid, The
Wolf-Rudiger Bloss

4178 Oecarie
Montreal, Quebec, H4A 3K2 
CANADA 
+1.514.489.6011 
rudibloss@hotmail.com

New Baiyun International 
Airport, Guangzhou City, 
China
Michael Bogatin

URS Corporation
7650 West Courtney Campbell
Causeway
Tampa, Florida 33607 USA 
+1.813.286.1711 
+1.813.287.8591 fax 
michael_bogatin@urscorp.com

•
New World Computing 
Cinematic Team
John Slowsky

New World Computing 
29800 Agoura Road
Agoura Hills, California 91301 USA 
+1.818.889.5600 x255 
+1.818.560.5682 fax
jslowsky@nwcomputing.com

•
Norfolk Southern “Chasm”
Scot Byrd

Rhythm & Hues Studios 
5404 Jandy Place
Los Angeles, California 90066 USA 
+1.310.448.7477 
+1.310.448.7600 fax 
scotb@rhythm.com

Computer Animation Festival •Animation Theater • Electronic Theater
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•
Nostalgia
Takashi Yamaguchi

Namco Limited
1-1-32 Shin-Urashima-Cho 
Kanagawa-ku Yokohama 221-0031 
JAPAN
+81.45.461.8003 
+81.45.461.8097 fax 
ymg@cg.namco.co.jp

•
O Brother, Where Art Thou?
JOANNO CAPITANO

Digital Domain 
300 Rose Avenue
Venice, California 90291 USA 
+1.310.314.2805 
+1.310.314.2921 fax 
jcapitan@d2.com

•
Oblivious
Alex Whitney 
c/o Susan Trovas 
Ringling School of Art & Design 
2700 North Tamiami Trail 
Sarasota, Florida 34234 USA 
+1.941.359.7536 
+1.941.359.7517 fax 
awhitney@ringling.edu

•
Oddworld: Munch's Oddysee 
Jenny Shaheen 
Oddworld Inhabitants
869 Monterey Street 
San Luis Obispo, California 
93401 USA 
+1.805.503.3000 
+1.805.503.3030 fax 
jenny@oddworld.com

•
Ojo Por Ojo
Fransisco Zepeda

Arte y Parte 
Ay Inglaterra 3089 
colonia Vallarta Poniente 
Guadalajara, Jalisco 44500 MEXICO 
+52.3.880.0000 
+52.3.122.3667 fax 
fzepeda@monilife.com.mx

•
Our Lady Peace “In Repair”
Mike Nesbitt

Bitcasters Inc, 
364 Richmond Street West, 5th Floor 
Toronto, Ontario M5V 1X6 
CANADA 
+1.416.351.0889 
+1.416.351.9884 fax 
mike@bitcasters.com

•
Pasta for War
Zach Schlappi

P.O. Box 1098
New York, New York 10163-1098 
USA 
+1.212.307.0998
zach@blueskystudios.com

•
Pearl Harbor
Yves Metraux

Industrial Light + Magic 
3155 Kerner Boulevard
San Rafael, California 94901 USA 
+1.415.448.9000 
+1.415.448.3468 fax 
yves@ilm.com

Perestroika
Alexandrovich Friderici

Evileye Animation 
3031 Northeast 51st Street, #205
Ft. Lauderdale, Florida 33308 USA 
+1.954.351.1419
evileye@bellsouth.net

•
Pipe Dream
Wayne Lytle

Animusic
317 Nye Road
Cortland, New York 10345 USA 
+1.607.756.0190
wayne@animusic.com

•
Pit 2, The
Tim Miller

Blur Studio
1130 Abbot Kinney Boulevard 
Venice, California 90291 USA 
+1.310.581.8848 
+1.310.581.8850 fax 
tim@blur.com

Platonic Chain
Hiroshi Kitahara 
ACiD inc.
3-6-6 Nishi-Azabu,Minato-ku 
Tokyo 106-0031 JAPAN 
+81.3.3445.0111 
+81.3.3445.0115 fax 
hk@acid-inc.com

•
Puppet
Raf Anzovin

Anzovin Studio
534 Main Street, Suite C
Amherst, Massachusetts 01002 USA 
+1.413.253.2358 
raf@anzovin.com

•Red Planet — AMEE
Jill Smolin

Cinesite
1017 North Las Palmas 
Los Angeles, California 90048 
USA
+1.323.468.2102 
jill@well.com

•Rendering Translucent 
Materials
Henrik Wann Jensen 
Stanford University 
Gates 362 B
Palo Alto, California 94305-4070 
USA
+1.650.725.3696 
+1.650.723.0033 fax 
henrik@graphics.stanford.edu

•
Ricky Martin: “Private 
Emotion”
Tonia Wallander 
Pixel Envy, Inc.
1540 7th Street, Suite 300
Santa Monica, California 90401 USA 
+1.310.899.9779 
+1.310.587.2745 fax 
tonia@pixel-envy.com

•
Robbie Williams: “Let Love 
Be Your Energy”
Joanna Stevens 
Passion Pictures 
25-27 Riding House Street 
London W1W 7DU 
UNITED KINGDOM 
+44.0.20.7323.9933 
+44.0.20.7323.9030 fax 
joanna@passion-pictures.com

•
Rule-Based Dynamic 
Simulation for “Wave of 
Death”
Stephan Trojansky

CA Scanline Production GmbH 
Bavariafilmplatz 7 
Gebaeude 48
Munich 82031 GERMANY 
+49.89.6498470 
+49.89.64984711 fax 
munich@scanline.de

•
SAE (A Bird)
Byung-Sue Kim

469-66, Seo-Kyo-Dong, Ma-po-gu 
Seoul 120-210 SOUTH KOREA 
+82.02.332.5580 
suestdio@chollian.net

•
Say Cheese 
Derek Flood 
Das Werk AG 
Osterwald Strasse 10 
Munchen 80805 GERMANY 
+49.89.368148.522 
+49.89.368148.111 fax 
derek@muc.das-werk.de

•
The Search for Infinity
Jill Smolin

Cinesite 
1017 North Las Palmas
Los Angeles, California 90048 USA 
+1.323.468.2102 
jill@well.com

•
Sequence From “Monsters, 
Inc.”
Karen Hartquist

Pixar Animation Studios 
1200 Park Avenue
Emeryville, California 94608 USA 
+1.510.752.3819 
+1.510.752.3800 fax 
hart@pixar.com

•
Serenade
Jason Judy

Ringling School of Art and Design 
c/o Susan Trovas
2700 North Tamiami Trail 
Sarasota, Florida 34234 USA 
+1.941.359.7536 
+1.941.359.7517 fax 
jjudy@Ringling.edu

Shrek
Julie Haddon 
PDI/Dream Works 
3101 Park Boulevard
Palo Alto, California 94306 USA 
+1.650.846.8100 
+1.650.320.2895 fax 
marketing@pdi.com

•
Silhouette
Amber Rudolph and Tonya 
Noerr

Ringling School of Art and Design 
c/o Susan Trovas
2700 North Tamiami Trail 
Sarasota, Florida 34234 USA 
+1.941.359.7536 
+1.941.359.7517 fax 
tnoerr@Ringling.edu

Computer Animation Festival
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•Steam Punk “Go Round”
Hironori Terai

P.I.C.S.
Houraiya Building 401
5-2-1 Roppongi
Tokyo 106-8521 JAPAN 
+81.3.5785.3400 
+81.3.5785.3415 fax 
terry@picsco.net

•Stop-Motion Versus CG
Kyle Bell

Will Vinton Studios
1400 Northwest 22nd Avenue
Portland, Oregon 97210 USA 
+1.503.225.1130
kyle@vinton.com

•
Synthesizing Sounds from 
Physically Based Motion 
James O'Brien

University of California, Berkeley 
633 Soda Hall, Mail Code 1776 
EECS, Computer Science Division 
Berkeley, California 94720-1776 
USA
+1.510.642.0865
+1.510.642.5775 fax 
job@eecs.berkeley.edu

•
Tabasco Commercials
Bodo Keller

UPSTART! Filmproduktion GmbH 
Frankfurterstrasse 28
Wiesbaden 65189 GERMANY 
+49.0.611.15.797.0 
+49.0.611.333.527.0 fax 
bodo@upstart.de

•
Time Out
John Wong

Vancouver Film School 
420 Homer Street
Vancouver, British Columbia
V6B 2V5 CANADA
+1.604.685.6331 x 109
+1.604.685.631 fax
arnault@vfs.com

Trick Or Treats
Bruno Follet

p/o SUPINFOCOM
Tertia 3000
1 0, rue Henri Matisse
Aulnoy-Lez-Valenciennes 59300 
FRANCE
+33.0.327.28.43.53
+33.0.327.28.42.41 fax
supinfocom@compuserve.com

•
Turing Test, The
Mark Sagar

LifeFX Networks, Inc.
7080 Hollywood Boulevard, Suite 
1015
Hollywood, California 90028 USA 
+1.323.960.1461 
+1.323.960.1454 fax 
msagar@lifefx.com

•
Unexpected Perspectives
Scott Dickey

Ringling School of Art and Design 
c/o Susan Trovas
2700 North Tamiami Trail
Sarasota, Florida 34234 USA 
+1.941.359.7536 
+1.941.359.7517 fax 
sdickey@ringling.edu

•
Until Wolfy Met Helga
Mookie Weisbrod

Ringling School of Art and Design 
c/o Susan Trovas
2700 North Tamiami Trail
Sarasota, Florida 34234 USA 
+1.941.359.7536 
+1.941.359.7517 fax 
mweisbro@rsad.edu

•
Values
Van Phan

Cinema-Television School 
University of Southern California 
4644 West 137th Street
Hawthorne, California 90250 USA 
+1.310.644.3726 
vanphan75@hotmail.com 
anim.usc.edu/phan

•
Vel Satis en Capitale
Olivier Boulanger

Renault
Technocentre Renault - TCR AVA 
D 03
1, avenue du Golf
Guyancourt Cedex 78288 FRANCE 
+33.1.34.95.36.84 
+33.1.34.95.36.80 fax
olivier.boulanger@renault.com

•
Walk
Jeff Drew

Jeff Drew Pictures
1006 Carlisle Southeast
Albuquerque, New Mexico 87106 
USA
+1.505.265.1556
automatedrew@aol.com

•
Wardrobe, The
Maria Lee 
P.O. Box 191485 
San Francisco, California 94119 USA 
+1.415.577.8003 
fanbow@yahoo.com

• 
Where is Frank? 
Angela Jedek 
Filmakademie Baden-Wurttemberg 
Mathildenstrasse 20
Ludwigsburg 71638 GERMANY 
+49.7141.969.235 
+49.7141.969.55235 fax 
sven.pannicke@filmakademie.de

•
Wild Jungle — Motion Ride
Shingo Yasumaru

SEGA Corporation 
1-2-12, Haneda, Ohta-ku 
Tokyo 144-8531 JAPAN 
+81.3.5736.7294 
+81.3.5736.7295 fax 
yasumarus2@soj.sega.co.jp

•
Wing 2001
Yusaku Toyoshima

Digital Frontier Corporation 
7F Nielsen Building
1-1-71 Nakameguro, Meguroku 
Tokyo 153-0061 JAPAN 
+ 81.3.3794.2476 
+81.3.3794.2472 fax 
toyo@dfx.co.jp

•
Woodrow Wilson Bridge 
Project
Michael Bogatin 
URS
7650 West Courtney Campbell 
Causeway
Tampa, Florida 33607 USA 
+1.813.286.1711 
+1.813.287.8591 fax 
michael_bogatin@urscorp.com

•
Work in Progress
Yves Metraux

Industrial Light + Magic 
3155 Kerner Boulevard 
San Rafael, California 94901 USA 
+1.415.448.9000 
+1.415.448.3468 fax 
yves@ilm.com

•
X-MEN “Morphology” 

Joanna Capitana

Digital Domain 
300 Rose Avenue
Venice, California 90291 USA 
+1.310.314.2805 
+1.310.314.2921 fax 
jcapitan@d2.com

•
X-Men: Mystique 
Transformations 
Rich Kempster 
Kleiser-Walczak
6315 Yucca Street (at Vine) 
Hollywood, California 90028 USA 
+1.323.467.3563 
+1.323.467.3583 fax 
rich@kwcc.com

•
Zoids
Atsushi Fujii

Shogakukan Music & Digital 
Entertainment Co., Ltd.
2-4-5,Kanda Ogawamachi 
Chiyoda-Ku
Tokyo 101-0052 JAPAN 
+001.81.35281.6600 
fujii@smde.co.jp

Computer Animation Festival •Animation Theater • Electronic Theater
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Emerging Technologies

Emerging Technologies celebrates not only the technology we develop to play, but also the 
play we all enjoy in exploring the challenge of continually advancing the field, inventing 
entirely new archetypes, and tackling design issues. From lab prototypes to student research 
projects and industry beta tests, Emerging Technologies allows you to get your hands on, and 
your head around, some truly unique visions of the future of technology, as well as some solid 
examples of the state of art right now. Everything from display systems to interfaces, robotics, 
collaboration, simulation, music, and online applications is available for exploration.

Chair
Mk Haley
Walt Disney Imagineering

Committee
David Newton
University of Toronto, Student

Preston Smith
EDS

Chris Carney
ArtSource

Ralph Loos
University of Massachusetts
Amherst

Brian C. Mashburn 
Management Services for 
Education Data

Scott Senften
SIGGRAPH 2002 Emerging
Technologies Chair
SGI

Jury
Andrew Glassner 
Writer and Consultant

Mk Haley
Walt Disney Imagineering

Issac Kerlow
The Walt Disney Company

Joe Paradiso
Massachusetts Institute of
Technology

Randy Pausch
Carnegie Mellon University

Scott Senften
SIGGRAPH 2002 Emerging 
Technologies Chair
SGI

Joshua Strickon 
Massachusetts Institute of
Technology

Program Coordinator
Katie Rylander 
Capstone Solutions, Inc.

Location
Concourse Hall, 
Rooms 150, 151, 152

Days & Hours 
Sunday, 12 August 
4 - 7 pm

Monday, 13 August 
9 am - 6 pm

Tuesday, 14 August 
9 am - 6 pm

Wednesday, 15 August 
9 am - 6 pm

Thursday, 16 August 
9 am - 6 pm

Friday, 17 August
9 am - 3 pm

Emerging Technologies



α wolf
Chair’s Prerogative Exhibit

Bill Tomlinson
Massachusetts Institute of Technology 
20 Ames Street
Cambridge, Massachusetts 02139 USA 
Badger@media.mit.edu 
badger.www.media.mit.edu/people/ 
badger/alphaWolf.html

This installation, featuring compelling 
characters with a novel multi-person 
interface in an expressive graphical set­
ting, allows participants to interact 
socially with a pack of autonomous 
wolves. It is an extension of previous 
work by the MIT Media Lab’s Synthetic 
Characters Group on creation of 
autonomous virtual creatures.

Technical Innovation
• Interactive synthetic social behavior

An Interface for Touching 
the Interface

Juried Exhibit
Takuya Nojima 
The University of Tokyo 
7-3-1 Hong, Bunkyo-ku 
Tokyo 113-8656 JAPAN 
Tnojima@star.Lu-tokyo.ac.jp

New augmented-reality technology uses 
real-time sensors and a haptic display to 
haptize a dynamically changing real 
environment. In this application, the 
technology “touches” the interface 
between two liquids.

Technical Innovations
• Haptic feedback of things you can’t feel
• Converting chemical boundaries into 

physical feedback

CircleMaze
Juried Exhibit

Clifton Forlines

Carnegie Mellon University 
630 Clyde Street #202
Pittsburgh, Pennsylvania 15213 USA 
Forlines@cs.cmu.edu
www.etc.cmu.edu/projects/jamodrum/index.htm

An interactive musical game that 
encourages player communication 
through a shared audio-visual experi­
ence. The CircleMaze combines novel 
input devices with a projected tabletop. 
Players participate in a collaborative 
game and make music at the same time.

Technical Innovation
• Fun, collaborative gaming experience

Cylindrical 3D Display 
Observable From All Directions

Juried Exhibit

Tomohiro Endo
Telecommunications Advancement 
Organization of Japan
6th floor, 1-33-16, Hakusan, Bunkyo-ku 
Tokyo 113-0001 JAPAN
Yendo@3dpro.tao.go.jp

A cylindrical, multi-viewer display that 
presents 360-degree 3D images without 
special glasses. Because the display is 
based on ray-space and super-multi-view 
technologies, its images have smooth 
motion parallax.

Technical Innovation
• Unencumbered, naked-eye volumetric display

EnhancedDesk
Juried Exhibit

Yoichi Sato

The University of Tokyo 
4-6-1 Komaba, Meguro-ku 
Tokyo 153-8505 JAPAN 
Ysato@iis.u-tokyo.ac.jp 
www.hci.iis.u-tokyo.ac.jp/research/index.html

This augmented desk interface system 
provides novel man-machine interfaces 
based on direct manipulation of both 
real and projected objects with human 
hands and fingers.

Technical Innovations
• User-specified object recognition
• Overlay of interactive functionality
• Fast and accurate real-time video 

tracking of multiple hands and fingers

Enhanced Reality: A New 
Frontier for Computer 
Entertainment

Juried Exhibit

Richard Marks
Sony Computer Entertainment America 
919 East Hillsdale Boulevard
Foster City, California 94404 USA 
richard_marks@playstation.sony.com 
www.devnet.scea.com/research/index.html

A new form of computer entertainment 
that enables movie-like special effects by 
mixing live video input and computer 
graphics in real time (augmented reality 
but with an entertainment focus). 
Participants interact with a virtual char­
acter, play with virtual butterflies, and 
have a “magic” duel.

Technical Innovations
• Intelligent natural interfaces
• Video input
• Collaborative, real-time situated awareness

Everywhere Displays
Juried Exhibit

Claudio Pinhanez
IBM T.J. Watson Research Center
P.O. Box 218
Yorktown Heights, New York 10598 USA 
pinhanez@us.ibm.com 
www.research.ibm.com/people/p/pinhanez/ 
cp_research_ed.htm

An everywhere displays projector uses a 
rotating mirror to project information 
onto any surface in an environment. 
User interaction is detected by a video 
camera so no physical contact with any 
computer device is required. In this 
playful demonstration, an ED projector 
helps visitors collaboratively render an 
image composed of M&Ms.

Technical Innovation
• Responsive projection of information onto 

real world surfaces

Excerpts From Experiments in 
the Future of Reading

Juried Exhibit

Dale MacDonald 
RED-Xerox PARC 
3333 Coyote Hill Road 
Palo Alto, California 94304 USA 
macdonal@parc.xerox.com 
www.parc.xerox.com/red

Reading changes as digital technologies 
allow ever-easier manipulation of forms 
and genres. In this display, robust, 
hands-on interactive reading experiences 
demonstrate how reading might change 
in the near future and encourage visitors 
to experience for themselves how new 
technologies might shape the reading 
experience.

Technical Innovation
• Interactive information displays for text

FEELEX
Juried Exhibit

University of Tsukuba
Institute of Engineering Mechanics and Systems 
Tsukuba 305-8573 JAPAN 
iwata@kz.tsukuba.ac.jp 
intron.kz.tsukuba.ac.jp

A haptic-visual display composed of a 
flexible screen, an actuator array, and a 
projector that allows viewers to touch 
and feel the image with their bare hands. 
A rubber sponge and an array of rods 
displays the rigidity distribution of virtual 
objects.

Technical Innovation
• High-resolution, unencumbered 

haptic-feedback device 
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i-ball: Interactive Information 
Display Like a Crystal Ball 

Juried Exhibit

Takeshi Naemura
Gates Computer Science Building 
Room 3B-390
Stanford, California 94305-9035 USA 
i-ball@hc.t.u-tokyo.ac.jp 
www.hc.t.u-tokyo.ac.jp/i-ball/

This spherical, transparent, object-ori­
ented spatial display captures and 
processes images of the observer's behav­
ior. Like a crystal ball, it enables image 
communication.

Technical Innovations
• Spatial display with the illusion of depth sensation
• Gesture-based interaction with CG characters
• Gaze awareness for video conferencing

IllusionHole
Juried Exhibit

Yoshifumi Kitamura 
Osaka University 
2-1 Yamadaoka, Suita 
Osaka 565-0871 JAPAN 
kitamura@eie.eng.osaka-u.ac.jp 
www-human.eie.eng.osaka-u.ac.jp/~kitamura/

This interactive, stereoscopic display 
system allows three or more moving 
observers to simultaneously observe indi­
vidual stereoscopic image pairs from 
their own viewpoints. With a simple 
configuration, it provides intelligible 3D 
stereoscopic images free of flicker and 
distortion.

Technical Innovations
• Collaborative
• Multiple simultaneous viewing of 

correct stereographic imagery
• Mixed reality

Informative Art
Juried Exhibit

Tobias Skog
PLAY, Interactive Institute 
Box 620
40530 Goteborg, SWEDEN 
tobias.skpg@interactiveinstitute.se 
www.viktoria.informatik.gu.se/groups/play/ 
projects/slowtech/installations.html

How computer displays can be integrat­
ed into the everyday environment.
Informative Art borrows from the lan­
guage of traditional art to create digital 
displays that convey dynamic informa­
tion. For example, an abstract painting 
indicates the amount of unread email in 
an office.

Technical Innovation
• Innovative way of using technology to display 

information

Just Follow Me: A VR-Based 
Motion Training System

Juried Exhibit

Ungyeon Yang
Pohang University of Science and Technology
1 San Hyoja-dong
Pohang 790-784 SOUTH KOREA 
uyyang@postech.ac.kr

A virtual reality motion-training system 
based on the “ghost” metaphor.

Technical Innovation
• Interactive real-time human motion training 

for dance, sports, and entertainment

Meditation Chamber
Chair’s Prerogative Exhibit

Diane Gromala
Georgia Institute of Technology 
School of Literature, Communication, 
and Culture 
686 Cherry Street
Atlanta, Georgia 30317 USA 
diane.gromala@lcc.gatech.edu 
www.gvu.gatch.edu/meditation/

Meditation and relaxation are well estab­
lished as helpful in treating a variety of 
ailments. The Meditation Chamber 
demonstrates how biofeedback-driven 
visual, auditory, and tactile stimuli can 
create, guide, and maintain meditation 
and relaxation experiences.

Technical Innovation
• Biofeedback-based interaction

Micro Archiving
Juried Exhibit

Tatsuya Saito
Keio University
5322 Endo Fujisawa
Kanagawa 252-8520 JAPAN 
tatsu@wem.sfc.keio.ac.jp

Micro Archiving enables digital archives 
of small objects like insects. This appli­
cation demonstrates Micro Archiving’s 
easy acquisition of high-definition 3D 
models and displays an interactive 
environment in which visitors interact 
with virtual bugs.

Technical Innovation
• High-resolution digitizing of shape and color 

for tiny objects

Mobile Augmented Reality 
Systems

Juried Exhibit

Steven Feiner 
Columbia University 
500 West 120th Street, 450 CS Building 
New York, New York 10027 USA 
feiner@cs.columbia.edu
www.cs.columbia.edu/grahics/projects/
siggraph2001-etech/

Four attendees, wearing see-through 
head-worn displays tracked by a wide- 
area, six-degrees-of-freedom tracker, 
interact with a shared virtual informa­
tion space that documents Emerging 
Technologies. Two attendees are fully 
mobile. They can roam Emerging 
Technologies and switch automatically 
between the six-degrees-of-freedom 
tracker and a coarse IR position-tracking 
infrastructure.

Technical Innovations
• Mixed reality
• Wearable computing
• Situated awareness

Origami Desk
Chair’s Prerogative Exhibit

Wendy Ju 
Massachusetts Institute of Technology 
MIT Media Lab 
20 Ames Street 
E15-468b
Cambridge, Massachusetts 02139 USA 
wendyju@media.mit.edu

Origami Desk is an interactive installa­
tion that guides participants through the 
creation of various origami structures. 
The installation utilizes several ground­
breaking interaction technologies, 
including electric field-sensing arrays 
and RFID tags, to illustrate how real- 
world graphics, interaction design, and 
sensing technologies can be integrated to 
help users perform process-driven tasks.

Technical Innovation
• Innovative integration of sensor feedback 

and projection
• Custom designed sensor embedded paper

Emerging Technologies
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OttoAndIris.com
Chair’s Prerogative Exhibit

Bryan Loyall
Zoesis Studios
246 Walnut Street, Suite 301 
Newton, Massachusetts 02460 USA 
bryan@zoesis.com 
ottoandiris.com/

A playful theme park filled with fun 
activities in a 3D world. The core 
elements of the theme park are two 
autonomous, real-time interactive char­
acters with individual personalities con­
structed from believable-agent and inter­
active-drama technology developed by 
Zoesis Studios, a spin-off of the Oz 
project at Carnegie Mellon University.

Technical Innovations
• Highly interactive, personality-rich 

autonomous characters
• Interactive dramatic guidance
• Interactive music
• Web-based online delivery

Pirates!
Chair’s Prerogative Exhibit

Peter Ljungstrand 
PLAY, Interactive Institute 
Box 620
40530 Goteborg, SWEDEN 
peter.ljungstrand@interactiveinstitute.se 
www.viktoria.informatik.gu.se/groups/play/ 
projects/pirates/index.html

A mobile, multi-user, context-aware 
computer game that runs on PDAs in a 
wireless network and is experienced in 
physical space. The game uses mobile 
terminals to take advantage of, and rely 
upon, players’ mobility as an intrinsic 
part of the game. Unlike most computer 
games, the experience depends just as 
much on social interaction with people 
in the real world as on the computer- 
mediated game elements.

Technical Innovation
• Location sensitive, multi-user 

collaborative wireless game

Riding the Net
Juried Exhibit

Christa Sommerer
ATR Media Integration & Communications 
Research Laboratories, Kyoto 
2-2 Hikari-dai Seika-cho, Soraku-gun 
Kyoto 619-0288 JAPAN 
christa@mic.atr.co.jp 
www.mic.atr.co.jp/~christa/

In this speech-based image browser, an 
interactive window displays a collection 
of constantly updated images derived 
from the Internet. As users speak into 
voice-input devices, keywords generate 
downloads of corresponding images. 
Users can interact with the images on 
the window’s surface.

Technical Innovations
• Voice-driven image retrieval of data mined 

from the Internet
• Touch-screen intervention

RobotPHONE: RUI for 
Interpersonal Communication 

Juried Exhibit

Dairoku Sekiguchi 
The University of Tokyo 
7-3-1 Hongo, Bunkyo-ku 
Tokyo 113-0033 JAPAN 
info@robotphone.org 
www.robotphone.org/

A user interface that uses robots as phys­
ical avatars for interpersonal communi­
cation. It enables users in remote loca­
tions to communicate and interact with 
each other by exchanging the shape and 
motion of the robot.

Technical Innovation
• Cooperative mechanical and interpersonal 

communication via robotic interfaces

sensingChair
Juried Exhibit

Hong Tan
Purdue University
1285 Electrical Engineering Building
West Lafayette, Indiana 47907-1285 USA 
hongtan@purdue.edu
www.ecn.purdue.edu/HIRUprojects_chair.html

An office chair that senses its occupant 
through a layer of “artificial skin.” The 
sensingChair opens up new opportuni­
ties for human-computer interactions.

Technical Innovations
• Chair-based HCI
• Real-time classification of seated posture

Ultra-Bright Ultra-High 
Resolution Reality Center

Chair’s Prerogative Exhibit

Andrew Joel
BARCO Simulation Products
(A Division of BARCO Projection Systems) 
3240 Town Point Drive
Kennesaw, Georgia 30144 USA 
andrew.joel@barco.com 
www.barco.com/projection_systems/ 
virtual_and_augmented_reality/

In this stereoscopic projection demon­
stration, high-resolution light-valve pro­
jectors are modified with simulation­
based optimizations that are normally 
applied only to CRT projection. The 
result: A Reality Center without walls 
that opens up multi-channel, curved- 
screen stereoscopic displays to larger 
audiences and greater collaboration than 
previously possible.

Technical Innovations
• State of the art in stereoscopic light-valve 

projection technology
• Advanced geometry correction for 

curved-screen light-valve projection
• Advanced soft-edge matching for 

multi-channel light-valve projection

Emerging Technologies
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The Studio

The Studio is a "hands-on" experience for attendees who want to collaborate with advanced 
digital systems and each other to generate 2D and 3D creations. It is the only SIGGRAPH 2001 
program where the content is created at the conference by attendees.

Artists, scientists, and engineers can walk in, create, and realize their ideas on paper.

Location
The Studio: West Hall A

Interactive Classroom:
CAL/The Studio Area

Days & Hours
Sunday, 12 August
1 - 7 pm

Monday, 13 August
9 am - 6 pm

Tuesday, 14 August
9 am - 6 pm

Wednesday, 15 August
9 am - 6 pm

Thursday, 16 August
9 am - 6 pm

Friday, 17 August
9 am - 6 pm

Chair
Jon Cone

Cone Editions Press, Ltd.

Committee
Bill Bergh
Cone Editions Press, Ltd.

Lyn Bishop
Zama Arts

Pete Braccio
MBARI

Dan Collins
SIGGRAPH 2002 Studio Chair
Arizona State University

Larry Danque
Cone Editions Press, Ltd.

Michael J. Gudz
Independent Computer Graphics
Artist

Francois Krygier
Academy of Art College of
San Francisco

Hugh O'Donnell
Boston University

David Richard Nelson
Pixar Animation Studios

Brian Schroeder
CPU Technology, Inc.

Manny Sepulveda
Praxisoft

James Stewart 
Arizona State University

Elona Van Gent
Grand Valley State University

Scott Van Note
Arizona State University

Program Coordinator
Vicki Caulfield
Capstone Solutions, Inc.

The Studio



2D

The 2D section of The Studio is designed to introduce participants 
to the world of 2D output using the latest technology. When used 
in conjunction with the Creativity Center, the 2D section supports 
creation of original and unique art. Participants are invited to take 
full advantage of the tutorial offerings. When they are combined 
with the 2D section’s state-of-the-art equipment and the Studio’s 
volunteer expertise, the result is an opportunity to learn new and 
exciting processes and techniques.

Lenticular Imaging, 3D and Anaglyph

Lenticular prints bend light to produce the illusion of 3D, morph­
ing, or animation. In this area, attendees work with software that 
allows creation of “3D” images with lenticular screens or anaglyph 
(red-blue glasses) techniques. They can create real-time 3D photo­
graphs and specify lenticular or anaglyph printing methods. The 
Creativity Center is also available for use in conjunction with this 
area.

Make Art

In the 2D Make Art section, digital fine art becomes a reality. 
Attendees are introduced to a variety of input, digital-art-creation, 
and output possibilities, and encouraged to create original and 
creative images in this digital print shop. Various scanners, image 
editing software, and desktop printers are available for use. The 
Creativity Center offers a variety of traditional media to combine 
with your digital print.

PiezographyBW/B&W Printing

Learn how to prepare and output amazing black-and-white prints. 
Attendees are introduced to techniques that take advantage of 
PiezographyBW, a new software-and-ink combination that allows 
artists and photographers to create high-resolution, large-dynamic- 
range black-and-white prints. Topics include: input, resolution 
requirements, and output options. The Creativity Center is also 
available for use in conjunction with this area.

3D

Data Capture

This area offers an array of devices that scan objects of various sizes 
to attain 3D digital data that can be manipulated on the computer. 
Attendees can bring in objects to be scanned, scan themselves, or 
sculpt an object out of clay (in the Creativity Center) and scan that. 
While each scanner works a little differently, they all share the abil­
ity to create a “point cloud” of data points that describe an object in 
3D space. In the computer, the points become vertices that can be 
connected by segments to create a “skin” or “surface” of triangles 
and squares that are the digital equivalent of the surface of the 
object that was scanned. Some scanning processes result in a very 
detailed digital model. Others capture only the primary features of 
objects. Once an object has been scanned and converted into a digi­
tal model (usually an .stl file), that file can be imported into 3D 
modeling applications to enable further cleanup or manipulation 
(cut, scaled, twisted, bent, combined with other models, etc.). When 
the digital model is complete, it can be output to a rapid prototyp­
ing machine (going full circle to again become a physical 3D 
object), animated with 3D animation software, or shaded, textured, 
rendered, and printed as a 2D image.

Modeling

Almost any form, real or imagined, can be generated using 3D 
modeling applications. The excitement is in the realization that you 
are actually drawing in three dimensions where objects (or whole 
environments) can be viewed from any point of view and quickly 
moved, scaled, or more dramatically altered, enabling more 
dynamic and intuitive creative exploration. Attendees can also 
try out the latest haptic modeling device, which allows for tactile 
feedback in the digital 3D modeling process. A completed model 
can be output to a rapid prototyping machine, animated with 3D 
animation software, or shaded, textured, rendered, and printed.

Rapid Prototyping

Rapid Prototyping (RP), or 3D printing, is an elegant and simple 
manufacturing process. Almost any file made with a 3D modeling 
package can be realized as a physical object. Any CAD model that 
has wall thickness or that is “solid” can be prototyped. The com­
puter model is first digitally “sliced” into very thin layers (usually 
a few thousands of an inch). The RP machine then uses those slices 
to physically build the object layer by layer. Some machines build 
by sintering (melting) granules of plastic or hardening layers of 
epoxy, while others extrude thin layers of thermal plastic, or 
laminate layers of paper. Each process and material has its own 
interesting advantages and disadvantages, and most allow hands- 
on “bench work” for final finishing. RP was primarily developed 
and used in aerospace, automotive, toy, and medical applications, 
but it has gained wide acceptance in the arts, architecture, jewelry, 
and other areas. The distinct advantage of rapid prototyping over 
all of the other automated processes is that it fabricates additively. 
This is a simple yet profound difference. Undercuts, convolutions 
of form, intricate geometry, nested forms — all are easily 
accomplished in an additive process.

The Studio



Animation

In the Animation section of The Studio, animated ideas become 
reality. Attendees are introduced to various off-the shelf animation 
software packages (interfaces, workflow, and creation tools) via 
hands-on sessions and interactive tutorial presentations. Concepts 
include: modeling, texturing, lighting, and application of the basic 
principles of animation. Participants generate key frames 
and procedural animation to bring their creatures, characters, 
props, and other scene elements to life. Scene optimization and 
rendering techniques are also discussed to ensure efficient 
rendering for output to CD-ROM or Flipbook.

Creativity Center

In this vibrant, hands-on environment, attendees work with a 
variety of traditional media and digital imaging to sculpt 3D 
models, paint and sketch with traditional media, create digital 
transfer prints, and experiment with incorporating traditional 
and digital techniques in artwork.

Digital Collaboration Workshop

Sign up to work with international artist Hugh O'Donnell, The 
Studio’s Collaboration Chief for one or more days and access all 
The Studio has to offer. Attendees can create collaborative digital 
productions utilizing a variety of scanning facilities, 2D, 3D, and 
animation. Expertise in art making and software use is not a 
prerequisite. Participants receive copies of their collaborative 
artworks whenever possible.

The Studio



SUNDAY, 12 AUGUST

1 - 2 pm Interactive Classroom

Virtual Studio: Virtual Reality 
Learning Environments in Art 
Development and demonstration of a 
fully immersive, interactive virtual 
learning environment using the Virtual 
Studio.

Kenneth Sakatani 
The University of the Arts 
ksakatani@aol.com

DaShawn Hall
The University of the Arts 
mstudios@bellatlantic.net

2:30 - 3 pm Interactive Classroom

The Collaborative Process
An introduction to the Digital 
Collaboration Workshop and collabora­
tive creation of digital productions 
utilizing a variety of scanning facilities, 
2D, 3D, and animation.

Hugh O’Donnell
Boston University 
hodonnel@bu.edu

3 - 4 pm Studio Floor

Breakout Session
Character Animation
Introduction to fundamental character 
animation using Alias|Wavefront Maya. 
Topics include: basic character set up; 
the relationship between the root and 
legs of a character in a walk cycle, 
through timing, key framing (squash 
and stretch in the time line), pose-to- 
pose, and in-betweening; and new tricks 
and techniques in animating (setting a 
default pose, grabbing poses, moving 
holds, recycling poses).

Mohammed Allababidi 
Academy of Art College 
mallabab@hotmail.com

David Richard Nelson
Pixar Animation Studios 
dnelson@pixar.com

4 - 4:30 pm Interactive Classroom

Artist Talk: Designer Chaos
At first sight, chaos and design seem 
antithetical. Yet there is an intimate con­
nection between randomness and coher­
ent structure. This talk explains methods 
based on chaotic dynamics for design of 
symmetric patterns and describes some 
practical applications of these techniques 
to teaching art students (some mathe­
matics) and mathematics teachers (some 
art). Illustrations include examples of 
symmetric designs.

Mike Field
University of Houston 
mike@math.uh.edu

4:30 - 5 pm Interactive Classroom

Artist Talk: Lines and Plots
Algorithmic drawings with lines. A line 
is a basic conceptual element from which 
the formulation of rich expressions is 
possible. Lines meet each other, depart, 
cross over, expand, move away, and 
return. Lines are fascinating, and belong 
to a universe in their own right.

Hans Dehlinger
Universitat Gesamthochschule Kassel 
dehling@uni-kassel.de

5 - 6 pm Interactive Classroom

Solid Modeling: Preparing 
Models for Rapid Prototyping 
3D Modeling demonstration and tutorial 
using Rhino to build 3D objects and pre­
pare them for rapid prototyping.

Kim Voigt
Temple University 
kimvoigt@earthlink.net

MONDAY, 13 AUGUST

9 - 10 am Interactive Classroom

Character Animation
Acting out shots and the process of 
doing it in Alias|Wavefront Maya 
through blocking, animating and layer­
ing animation, follow through, overlap, 
mel scripts, and moving holds. In the 
end, attendees should have a good 
understanding of the principles of 
character animation, FK versus IK, 
joints, and hierarchy with concepts of 
grouping versus parenting.

Mohammed Allababidi 
Academy of Art College 
mallabab@hotmail.com

9:30 - 10 am Studio Floor

Breakout Session
3D Data Capture Overview
An overview of 3D data-capture 
processes and demonstration of specific 
scanning devices in operation in the 
Studio.

Dan Collins
Arizona State University 
dan.collins@asu.edu

Osha Makai Smith 
Arizona State University 
omsmith@asu.edu

10 - 11 am Interactive Classroom

Strange Pixels: The Life & 
Times of the Dot
A profusely illustrated talk on the 15-bil- 
lion-year history of the dot in imaging. 
After a survey of the first 14,999,999,852 
years of activity, the presentation focuses 
on the last 149 years of dot art and 
science.

Glenn Zucman
Artboy USA 
artboy@ioc.net

11 - 11:30 am Studio Floor

Breakout Session
Rapid Prototyping Overview
An overview of rapid-prototyping 
processes and explanation of RP systems 
in operation in the Studio.

Elona Van Gent
Grand Valley State University 
vangente@gvsu.edu
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11 am - noon Interactive Classroom

Modeling
NURBS, polygons, and subdivision 
surface modeling in the Alias|Wavefront 
Maya environment. Topics include: 
modeling from scratch in the digital 
environment, building from scanned 
geometry for animation, and various 
parameterization and creation tech­
niques. The emphasis is on animation 
output.

David Richard Nelson
Pixar Animation Studios 
dnelson@pixar.com

noon - 12:30 pm Interactive Classroom

Artist Talk: Archival 
Evolutionary Prints
Leslie Sobel works from digital video 
to produce archival Epson prints using 
concepts from evolutionary computing 
to capture archetypal imagery. The sub­
ject matter for the images is highly tran­
sitory, but the resulting prints should last 
as long as current technology permits. 
She discusses both content and output.

Leslie Sobel 
Independent 
las@lesliesobel.com

12:30 - 1 pm Interactive Classroom

Artist Talk: Telomeres Project 
on Imminent Immortality and 
other Installations
Ellen Sandor (founding artist and 
director of (art)n), TJ McLeish, 
Fernando Orellana, Pete Latrofa, Keith 
Miller, and Janine Fron discuss collabo­
rative processes for making installations 
and commissioned works, including the 
Telomeres Project on Imminent 
Immortality (in the SIGGRAPH 2001 
Art Gallery) and the Battle of Midway 
Memorial for Chicago’s Midway 
Airport. Topics include: the pervasive 
nature of artists working in electronic 
media today (artist as producer, artist as 
programmer, artist as curator, artist as 
director) and how the convergence and 
divergence of these roles informs our 
relationships with media and art history.

Ellen Sandor 
(art)n 
artn@artn.com

2 - 2:30 pm Studio Floor

Breakout Session

B+W Printmaking with 
Piezography
The basic techniques for making 
black-and-white digital prints with 
Piezography BW.

Bill Bergh
Cone Editions Press, Ltd. 
bergh@cone-editions.com

2:30 - 3 pm Interactive Classroom

Lenticular Imaging
The history and evolution of lenticular 
prints, which bend light to produce the 
illusion of 3D, morphing, or animation.

Raleigh Souther 
Motion Graphix 
raleigh@motiongraphix.com

5 - 5:30 pm Interactive Classroom

Artist Talk:
Dynamic Collage Layout 
CollageMachine, an information-visuali­
zation browser, alters the granularity of 
browsing. It downloads documents and 
decomposes them into media elements 
(images and chunks of text) that stream 
into a collage. As users rearrange the 
collage interactively, an agent models 
their interests.

Andruid Kerne 
Tufts University 
andruid@creatingmedia.com

5:30 - 6 pm Interactive Classroom

Artist Talk: Network 
Communicate Kaleidoscope
In Network Communicate Kaleidoscope, 
a virtual space accessible via the Internet, 
people connect to a void world as “parti­
cles” and enjoy chatting and interacting 
with others. After they disconnect, their 
remnant particles interact with other 
particles to represent the activity of all 
who have ever connected in the virtual 
space. The project’s theme is to explore 
and create beautiful images such as a 
kaleidoscope of “clustering fireflies,” 
but images can be made by anonymous 
personalities beyond the artists. In this 
context, the user/joiner contributes to 
and knows the substance of the art.

Kazushi Mukaiyama 
Independent 
i@kazushi.net

The Studio
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TUESDAY, 14 AUGUST
9 - 9:30 am Interactive Classroom

Input: Integrating the Hand
How to use scanning and capture tech­
niques to integrate the hand into the 
input process.

Jon Cone
Cone Editions Press, Ltd. 
jon@cone-editions.com

9:30 - 10 am Interactive Classroom
Output: the Digital Print
What makes a great digital print? 
Starting with the print and working 
backward, this session shows what to 
look for in a fine-art print.

Larry Danque
Cone Editions Press, Ltd. 
larry@cone-editions.com

10 - 10:30 am Interactive Classroom

Collecting and Using Unique 
Source Material
How artists Helen Golden and Lyn 
Bishop collect and integrate unique 
source material into their work. Topics 
include: image gathering and image use 
in the artmaking process and how to 
integrate Genuine Fractals and Lucis 
Art software in combination with 
Photoshop to create new images.

Helen Golden 
Tradigital Fine Art 
hsgolden@aol.com

Lyn Bishop 
Zama Arts 
lyn@zama.com

10:30 - 11 am Studio Floor

Breakout SessionScanning Unusual 2D Objects
How unusual 2D objects are scanned as 
unique source material.

Larry Danque
Cone Editions Press, Ltd 
larry@cone-editions.com

Helen Golden
Tradigital Fine Art 
hsgolden@aol.com

Lyn Bishop
Zama Arts 
lyn@zama.com

10:30 - 11:30 am Interactive Classroom

Beyond the Technology
Artists who make extensive use of 3D 
computer technologies show their work 
and discuss the impact (both practical 
and conceptual) of rapid-prototyping 
processes on their studio practice.

Michael Rees
New York Institute of Technology 
x@michaelrees.com

Robert Michael Smith 
New York Institute of Technology 
sculpt3D@nyc.rr.com

James Stewart
Arizona State University 
james.stewart@asu.edu

Scott Van Note
Arizona State University 
scottv@asu.edu

noon - 1 pm Interactive Classroom

3D Modeling Applications: 
Comparisons and Contrasts
3D modeling techniques are 
demonstrated in different software 
packages (Rhino, Maya, form*Z, Marai, 
3D Studio Max) to show the strengths 
(and glitches) of each.

David Richard Nelson
Pixar Animation Studios 
dnelson@pixar.com

Michael Rees
New York Institute of Technology 
x@michaelrees.com

Robert Michael Smith 
New York Institute of Technology 
sculpt3D@nyc.rr.com

Kim Voigt
Temple University 
kimvoigt@earthlink.net

1 - 1:30 pm Studio Floor

Breakout Session
Creating Alternative Substrates
Various techniques for creating unique 
substrates. With traditional art media 
such as modeling paste, rabbit-skin glue, 
and fresco materials, unique surfaces can 
be created for printing or transferring a 
digital print.

Lyn Bishop
Zama Arts 
lyn@zama.com

1:30 - 2 pm Studio Floor

Breakout Session
Transfer Techniques
Various techniques for transferring 
digital images to a variety of substrates, 
including traditional paper and 
alternative surfaces.

Larry Danque 
Cone Editions Press, Ltd 
larry@cone-editions.com

Lyn Bishop 
Zama Arts 
lyn@zama.com

2 - 2:30 pm Interactive Classroom

Digital Fabric Design
Basic techniques for creating repeatable 
pattern tiles for use in digital textile 
printing. Participants apply what they 
learn to creation of digital fashions as 
part of the Digital Couture collabora­
tion. Selected attendee designs are 
printed, sewn, and shown in The Studio 
fashion show on Friday, 17 August.

Isa Gordon
Arizona State University 
isa.gordon@asu.edu

2:30 - 3 pm Interactive Classroom

Cool Stuff With Painter
Some of Painter’s key capabilities, 
including cloning, tracing, layers, shapes, 
and scripts.

Jacquelyn Martino 
Philips Research, USA 
jam67@columbia.edu

5 - 5:30 pm Interactive Classroom

Artist Talk: Ghost City and 
Visual Chaos Revealed
Visual Chaos.org uses the Web as a 
sculptural space. It asks viewers to inter­
act with animated graphics that move 
across the frame in order to delve deeper 
and deeper into the space of an imagi­
nary city.

Jody Zellen 
Independent 
jodyzel@aol.com

The Studio
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WEDNESDAY, 15 AUGUST

9 - 9:30 am Interactive Classroom

Reverse Engineering
A high-level overview of reverse 
engineering or creating CAD surfaces 
from scanned data. Topics include using 
software from 3D compression technolo­
gies and Raindrop Geomagic to illustrate 
converting-point cloud and polygonal 
data (PLY and STL files), using com­
pression schemes for Web viewing, and 
converting them into B-spline patches. 
This brief tutorial does not allow enough 
time for details. Attendees should sched­
ule some hands-on work in The Studio 
for further exploration.

Anshuman Razdan 
Arizona State University 
razdan@asu.edu

10 - 10:30 am Studio Floor

Breakout Session
3D Data Capture Overview
An overview of 3D data-capture processes 
and demonstration of specific scanning 
devices in operation in The Studio.

Dan Collins
Arizona State University
dan.collins@asu.edu

Osha Makai Smith
Arizona State University
omsmith@asu.edu

10:30 - 11 am Studio Floor

Breakout Session
Rapid Prototyping Overview
An overview of rapid prototyping 
processes and explanation of RP systems 
in operation in The Studio.

Elona Van Gent
Grand Valley State University 
vangente@gvsu.edu

2 - 5 pm Studio Floor

Breakout Session
The Art of Blender
Blender, a freeware 3D tool by Not a 
Number, is a powerful alternative for 
generating 3D content and animation. 
The interface, modeling, and animation 
tools are shown and discussed as a means 
of encouraging The Studio participants 
to explore this unique and accessible 
tool.

David Richard Nelson 
Pixar Animation Studios 
dnelson@pixar.com

4 - 6 pm Studio Floor

Breakout Session
Digital Fabric Preview for The 
Studio Fashion Show
Attendees preview and vote on the 
digital fabrics that will be featured in 
The Studio’s Couture Show on Friday, 
17 August. Winning fabrics are printed 
and sewn into garments on The Studio 
floor.

Jason J. Brown
Low Resolution Films 
jasonjbrown@hotmail.com

5:30 - 6 pm Interactive Classroom

Color Management with 
Photoshop 6
This survey of color fundamentals cov­
ers many questions such as: What is 
color? What is an ICC profile? And 
what is a working space? Topics include 
how Photoshop 6 handles color via the 
new color settings dialog box, where 
users set up color spaces and specify 
color-management policies.

Manny Sepulveda 
Praxisoft
mannys@praxisoft.com

The Studio
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THURSDAY, 16 AUGUST

9 - 10 am Interactive Classroom

Effects and Dynamics 
Animation
An introduction to particle systems, 
dynamics, and volumetric shading tech­
niques using Alias|Wavefront Maya. 
Topics include: water simulation as an 
example of what can be accomplished 
using Maya’s core tools and optimization 
of these systems for efficient rendering.

Michael Gudz
Independent Graphic Artist 
visions@webinsite.com

10 - 10:30 am Studio Floor

Breakout Session
3D Data Capture Overview
An overview of 3D data-capture processes 
and demonstration of specific scanning 
devices in operation in the Studio.

Dan Collins
Arizona State University
dan.collins@asu.edu

Osha makai Smith
Arizona State University
omsmith@asu.edu

10:30 - 11 am Studio Floor

Breakout Session
Rapid Prototyping Overview
An overview of rapid prototyping 
processes and explanation of RP systems 
in operation in the Studio.

Elona Van Gent
Grand Valley State University 
vangente@gvsu.edu

1 - 1:30 pm Interactive Classroom

Creating Panoramas With 
QTVR
Creating Quicktime VR panoramic 
paintings with an interactive interface 
and soundtrack. QTVR panoramas are 
composites of traditional and digital 
painting and imaging, with variable 
levels of scale and detail.

Philip Sanders
CLO
ps@thing.net

5 - 6 pm Interactive Classroom

2D Animation Special Effects 
Tips & Tricks
Discussion of the fundamentals of 
Adobe AfterEffects Pro Bundle. Topics 
include: special effects tips and tricks 
(motion paths, 3D illusions, expressions, 
and parenting), using Vector Paint, 
compositing, and much more.

Jeff Danser 
Collegis, Inc. 
jeff@danser.com

Edward Howell 
Collegis, Inc.
ehowell@valencia.cc.fi.us

FRIDAY, 17 AUGUST

All Day

The Studio Fashion Show
This mission-critical project involves 
2D artists and wide-format printing 
with performance art via a fashion 
show developed during the five days 
of SIGGRAPH 2001.

Jason J. Brown
Low Resolution Films 
jasonjbrown@hotmail.com

The Studio
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Student Volunteers

Student Volunteers provide essential services to the annual SIGGRAPH conference, and they 
gain valuable tangible and intangible benefits: attendance at the world’s premier conference 
on computer graphics and interactive techniques; the opportunity to meet and work with the 
pioneers, professionals, and peers in their chosen field; contacts and friendships with many 
other people with similar interests; and a strong sense of accomplishment.

Chair
M. Damon Hill 
Valtech

Committee
Robert Gianino
Industrial Light + Magic

Jim Kilmer 
The Opal Group

Brian C. Mashburn 
Management Services for 
Education Data

DJ Merrill
Dartmouth College

Shannon Tucker
SIGGRAPH 2002 Student 
Volunteers Chair 
University of Maryland

Student Volunteers



SIGGRAPH TV

Informative, insightful HDTV summaries of SIGGRAPH 2001 delivered to high-resolution plasma 
displays in monoliths located throughout the Los Angeles Convention Center.

Chair
Brad A. Lawrence
United Space Alliance

Committee
Kipp Aldrich
Industrial Light + Magic

Nic Dugger 
Media Arts, Inc.

Lynn Hennagin 
Communication Images 
Productions

Erica Hornung 
Sony Pictures lmageworks

Mary Nichols 
Middle Tennessee State 
University

Yogi Parish
Central Pictures

Karla Roberts
Latitude360

Steve Schain
StarMedia

Donna Skattum
Shot In The Dark Productions

Jon Skattum
Shot In The Dark Productions

David Stanley
United Space Alliance

Gary Stone
Gold Standard Productions

Valerie Tensen
ESI

Debey Von
Debey Von Productions

Robyn Wilson
Science Applications International
Corporation (SAIC)

Program Coordinator
Kaley Bieker
Capstone Solutions, Inc.

SIGGRAPH Online

Live and archived, streamed and served. Papers. Interactive and animated 3D graphics. Video, 
audio, images, and transcripts. Panels, art, emerging technology, and interviews, all online.

Chair
Don Brutzman
Naval Postgraduate School

Committee
Mike Collins
Naval Postgraduate School 
(Student)

Allen Dutton
Naval Postgraduate School 
(Student)

Juan Gril
Yahoo Argentina

Barb Helfer
The Ohio State University

Mike Hunsberger
Naval Postgraduate School 
(Student)

Jerry Isdale
HRL Laboratories, LLC

Stephen Matsuba
Yumetech LLC

Shane Nicklaus
Naval Postgraduate School 
(Student)

Nick Polys
VirtuWorlds LLC

Kat Polys 
VirtuWorlds LLC

Jeff Weekly 
Rolands & Associates

Program Coordinator 
Katie Rylander 
Capstone Solutions, Inc.

SIGGRAPH TV SIGGRAPH Online



GraphicsNet

A state-of-the-art fiber backbone featuring wired and wireless communication links with the 
convention center and with the global computer graphics community. GraphicsNet is the 
SIGGRAPH 2001 conference intranet. It serves as the link among the many conference programs 
and events, and as the gateway to the global graphics community.

SIGGRAPH 2001 provides wireless ethernet links in limited areas of the Convention Center.
Attendees who want to use the wireless links should have their own wireless PC cards (802.11b).

GraphicsNet is built on FastEthernet links (100 Mbps) connecting the Internet Access Centers 
and wireless network locations; the presentation rooms for Papers, Panels, Courses, Sketches & 
Applications; Art Gallery, Educators Program, Emerging Technologies, Creative Applications 
Lab, and The Studio.

The production backbone is built with products from Cisco Systems, 3C0M, Fluke, and others.
It is connected to the Internet through a T3 circuit supplied by the Convention Center. The 
primary network management workstations and servers used in the Network Operations Center 
(NOG) are supplied by Sun Microsystems, Inc.

Networking Chair
Alan Verlo
University of Illinois at Chicago

Networking Committee
Joe Cychosz
SIGGRAPH 2002
GraphicsNet Chair, 
WorldServer, Inc., and
Purdue University

David Evans
Sandia National Laboratories

Larry Kauffman
Sallie Mae Servicing Corporation

CJ Murzyn
Exodus Communications, Inc.

David Spoelstra
MediaMachine

Steve Van Frank
Van Frank Consulting

Alan Verlo
University of Illinois at Chicago

On-site Support
Carlos Cardenas
IBM

Joe Frasca
Riot Pictures

Marientina Gotsis
University of Illinois at Chicago

Jodi Giroux
Riot Pictures

Ka-Leung Jark
University of Illinois at Chicago

Ed Konowal
Lee County, Florida School
District

Lance Long
University of Illinois at Chicago

Fast Ethernet Backbone

GraphicsNet



International Resources

The SIGGRAPH 2001 International Committee delivers assistance, information, and answers to 
your questions in multiple languages at the International Center. Throughout the Los Angeles 
Convention Center, multi-lingual student volunteers are available to answer questions and 
provide assistance. Look for their yellow vests with flags that indicate language fluency.

Chair
Alain Chesnais

TrueSpectra Inc.

Committee

French, English
Alain Chesnais 
+1.416.224.0076 
+1.416.224.0309 fax 
international-s2001@siggraph.org

Russian
Igor S. Alexandrov 
+7.095.264.0588 
+1.617.236.7356 USA 
+1.617.262.5268 fax 
igorsa@aol.com

German, English 
Christian Bauer 
+43.6562.4867 
+43.6562.4804 fax 
chris@well.com

English
Alan Chalmers 
+44.117.9545150 
+44.117.9545208 fax 
alan_chalmers@siggraph.org

French, English
Thierry Frey
SIGGRAPH 2002 International 
Resources Chair 
+33.1.55.95.83.83 
thierry_frey@siggraph.org

Turkish
Ugur Gudukbay 
+90.312.290.1386 
+90.312.266.4126 fax 
gudukbay@s.bilkent.edu.tr

English
Linda Hersom &
Jim Scidmore 
+1.763.476.4976 
+1.763.476.6083 fax 
scidmore@siggraph.org

Japanese
Masa Inakage 
+81.467.32.7941 
+81.467.32.7943 fax 
inakage@cybergenz.com

English
Malcom Kesson 
+1.912.525.6352 
+1.912.231.8571 fax 
malcom.kesson@prodigy.net

Greek, English, French 
Katerina Mania 
+44.117.9545249 
+44.117.9545208 fax 
mania@compsci.bristol.ac.uk 
mania@cs.bris.ac.uk

Italian
Maria Grazia Mattei 
+39.02.798760 
+39.02.798701 fax 
mgm@mi.camcom.it

Spanish, English
Juan Michelone 
+525.105.0747 
+525.652.4063 fax 
juan@siggraph.org.mx

Japanese
Ayumi Miyai 
+81.3.3535.3501 
+81.3.3562.4840 fax 
miyai@cgarts.or.jp

Arabic, English
Ahmad Nasri 
+961.1.35000 ext. 4223/4210 
+961.1.744461 fax 
anasri@aub.edu.lb

Spanish, English 
Marilenis Oliveria 
+1.510.584.5671 
+1.510.885.4301 fax 
mari_oliveria@hotmail.com

Portuguese
Marcelo Zuffo 
+55.11.8185659 
+55.11.8185664 fax 
marcelo_knorich-zuffo@siggraph.org

International Resources
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Au Centre international, le Comité international du SIGGRAPH 2001 offrira une assistance, des 
informations et des réponses à vos questions dans diverses langues. Dans tout le palais des 
congrès de Los Angeles, des étudiants bénévoles multilingues seront également à votre 
disposition pour prêter assistance et répondre à vos questions.

El Comité Internacional de SIGGRAPH 2001 proporciona asistencia, información y respuestas a sus 
preguntas en varios idiomas, en el Centro Internacional. Por todo el Centro de Convenciones de 
Los Angeles habrá estudiantes multilingües voluntarios para asistirle y contestar sus preguntas.

SIGGRAPH 2001 インターナショナル•コミティーは、インターナショナル•センターにおいて 多言語で皆さまを 

アシストし、情報提供や質問 への応対をいたします。また、ロサンゼルス•コンベンション•センターではいた 

る所で、多 言語の学生ボランティアがご質問にお答えし、アシストできるようお待ちしております。

SIGGRAPH 2001 International Committee 는국제 센터에서 여러분의 문의 에 대해 다국어로지원과 도움,해답을제공합니다 오 
로스앤젤레스 컨벤션 센터 어디 에서나, 다국어 학생 자원봉사자들이 문의사항에 대해 답해 드리고, 도움을 제공하기 

위해 대기하고있습니다.

English is the official language of SIGGRAPH 2001.

L’anglais est la langue officielle du SIGGRAPH 2001.

Englisch is die offizielle Sprache der SIGGRAPH 2001.

L’inglese è la lingua ufficiale di SIGGRAPH 2001.

0 inglês é língua oficial da SIGGRAPH 2001.

Английский язык является официальным языком общения СЫГГРАПЖ 2001.

El inglés es el idioma oficial de SIGGRAPH 2001.

SIGGRAPH 2001の公用語は英語です。

SIGGRAPH 2001 의 정식 언어는 영어입니다.

英文是 SIGGRAPH 2001 的法定吾吾言。

International Resources



Career Services

Are you looking for a job in the computer graphics industry? Does your company have openings 
for qualified individuals in the computer graphics industry? If so, then SIGGRAPH 2001's 
employment headquarters is the place for you!

Career Center
SIGGRAPH 2001 hosts the world’s largest annual career center for companies and job-seekers in 
computer graphics and interactive techniques. Employers post job openings and schedule 
interviews with candidates. Prospective employees post resumes, show their demo reels, and 
consult with experienced professionals about career opportunities. Companies that are not 
SIGGRAPH 2001 exhibitors must pay a $600 fee to participate in the Career Center. Non-profit 
organizations are eligible for discounted fees.

Job Fair
On Wednesday, 15 August, the leading companies in computer graphics along with thousands 
of SIGGRAPH 2001 attendees share information about skills, experience, and employment 
opportunities in a relaxed, informal setting. The Job Fair is open to all SIGGRAPH 2001 
attendees. Fee for participating exhibitors and non-exhibitors: $800.

Career Center Location
Kentia Hall

Days & Hours
Sunday, 12 August
2 - 7 pm

Monday, 13 August through
Thursday, 16 August
8 am - 6 pm

Friday, 17 August
8 am - 3 pm

Job Fair Location
Kentia Hall

Day & Hours
Wednesday, 15 August 
8 am - 5 pm

Job Fair Participants (as of 16 July 2001) See Web site for complete details.

Angel Studios

Carlsbad, California USA

The Art Institutes 
Pittsburgh, Pennsylvania USA

Boris FX
Boston, Massachusetts, USA

High Voltage Software

Hoffman Estates, Illinois USA

Lucas Arts Entertainment

San Rafael, California USA

Majesco Inc.
Edison, New Jersey USA

Midway Home

Entertainment Inc.
San Diego, California USA

NELVANA

Toronto, Ontario, CANADA

NextEngine, Inc.
Santa Monica, California USA

Nintendo of America

Redmond, Washington USA

Oddworld Inhabitants

San Luis Obispo, California USA

Pacific Northwest 
National Laboratory -
Battelle

Richland, Washington USA

Savannah College of Art 
and Design

Savannah, Georgia USA

Stormfront Studios

San Rafael, California USA

Career Services



Birds of a Feather

Sessions for attendees who think and work in similar technologies and environments. These 
sessions are open to all attendees.

At SIGGRAPH 2001 impromptu gatherings can be organized through the Birds of a Feather 
schedule board. Simply use the sign-up board in the South Lobby, where late additions and 
revisions to the Birds of a Feather schedule are posted.

For more information on these Birds of a Feather sessions, contact:

ACCAD Alumni -
The Ohio State University

Viki Jones

+1.614.292.1025

ACM SIGGRAPH Carto
BOF Meeting

Theresa-Marie Rhyne

+1.919.544.1817

ACM SIGGRAPH
Chapters Business Meeting

Scott Lang

+1.201.343.6000 x3380

ACM SIGGRAPH Chapters
Development Workshop

Scott Lang

+1.201.343.6000 x3380

ACM SIGGRAPH Chapters
Start up Meeting

Scott Lang

+1.201.343.6000 x3380

ACM SIGGRAPH Student
Chapters Start up Meeting

Scott Lang

+1.201.343.6000 x3380

Character Studio Central
Michele Bousquet

+1.603.895.2477

Component Based Visualization 
and Interactive Environments

Arthur Olson

+1.858.784.9702

Computer Graphics Pioneers
Sherry Keowen

+1.818.347.2210

Education Committee
Open Meeting

Mike McGrath

+1.303.454.9726

Eurographics Workshop
Clint Chua

+1.213.740.4250

Hash Animation: Master SIG
Ken Baer 
+1.360.750.0042

Houdini General Session 
and User Group Meeting / 
Reception

Erin Coughlin

+1.310.319.9876

IEEE Technical Committee on
Visualization and Graphics

Robert Moorhead

+1.662.325.2850

ISEA Meeting
Cynthia Rubin

+1.203.789.0071

Java 3D
Michael Schulman 
+1.650.786.0529

Java Media Framework
API BOF

Gary Ginstling

+1.408.517.5619

Massively Parallel Graphics and 
Visualization

Patricia Crossno

+1.505.845.7506

Molecular Graphics 
Michael Pique 
+1.858.784.9775

New York Institute of 
Technology Presidential 
Medal Award

Helen Bayona

+1.212.261.1796

Non-Photorealistic
Rendering BOF

Amy Gooch 
+1.919.587.7645

OpenGL Birds of a Feather
Chelesa Pavlina

+1.949.224.4566

OpenGL Performers
Users Group

Chelesa Pavlina

+1.949.224.4566

OpenML Birds of a Feather 
Elizabeth Riegel 
+1.408.399.2233

OpenSG BOF
Dirk Reiners 
+49.6151.155273

OZONE: Computer Art, 
A-Life, Archaeology

Kevin Cain

+1.510.843.4261

Ray Tracing Roundtable 
Eric Haines 
+1.807.277.5445

SIGGRAPH Public Policy
Bob Ellis

ellis@siggraph.org

SPEC/GPC Press Conference
Bob Cramblitt

+1.919.481.4599

Student Chapters
Meet & Greet

John Utter 
+1.503.648.3300

The 14th SIGGRAPH
Sake Party

Toshihiro Yatsumonji 
+81.489.66.8127

The Future of the
SIGGRAPH Conference

Scott Owen I
Jennifer Anderson 
+1.719.599.3734

The Next Big Thing
Susan Hughes

+1.603.891.9425

The Underground
Demo Scene

Vincent Scheib

+1.919.962.1905

UNC-Chapel Hill
Graphics Reunion

Elizabeth Smithwick

+1.919.962.1779

University of Utah
Alumni Meeting

Amy Gooch

+1.901.587.7645

Birds of a Feather
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Hotels/Maps of Los Angeles

Best Western Colorado Inn 
2156 East Colorado Inn 
Pasadena, California 
+1.626.793.9339 
+1.626.568.2731 fax

Best Western Mayfair 
1256 West 7th Street
Los Angeles, California 
+1.213.484.9789 
+1.213.484.2769 fax

Best Western Pasadena Inn 
3570 East Colorado Boulevard 
Pasadena, California 
+1.626.796.9100 
+1.626.405.9948 fax

Best Western Pasadena Royale 
3600 East Colorado Boulevard 
Pasadena, California 
+1.626.793.0950 
+1.626.568.2827 fax

Beverly Hilton
9876 Wilshire Boulevard 
Beverly Hills, California 
+1.310.274.7777 
+1.310.285.1313 fax

Courtyard by Marriott
Century City
10320 West Olympic Boulevard 
Los Angeles, California 
+1.310.556.2777 
+1.310.203.0563 fax

Doubletree Hotel Pasadena 
191 North Los Robles Avenue 
Pasadena, California 
+1.626.792.2727 
+1.626.795.7669 fax

Hilton Pasadena 
168 South Los Robles 
Pasadena, California 
+1.626.577.1000 
+1.626.584.3148 fax

Holiday Inn Downtown
Los Angeles
750 Garland Avenue
Los Angeles, California 
+1.213.628.9900 
+1.213.628.1201 fax

Holiday Inn Los Angeles 
City Center
1020 South Figueroa Street 
Los Angeles, California 
+1.213.748.1291 
+1.213.748.6028 fax

Holiday Inn Select Beverly Hills 
1150 South Beverly Drive 
Los Angeles, California 
+1.310.553.6561 
+1.310.277.4469 fax

Hotel Figueroa
939 South Figueroa Street 
Los Angeles, California 
+1.213.627.8971 
+1.213.689.0305 fax

Hyatt Regency Los Angeles 
711 South Hope Street 
Los Angeles, California 
+1.213.683.1234 
+1.213.629.3230 fax

Inn Towne Hotel
913 South Figueroa Street 
Los Angeles, California 
+1.213.628.2222 
+1.213.687.0566 fax

Kawada Hotel 
200 South Hill Street 
Los Angeles, California 
+1.213.621.4455 
+1.213.687.4455 fax

Los Angeles Athletic Club 
431 West Seventh Street 
Los Angeles, California 
+1.213.625.2211 
+1.213.689.1194 fax

Los Angeles Marriott 
Downtown
333 South Figueroa Street 
Los Angeles, California 
+1.213.617.1133 
+1.213.613.0291 fax

Millennium Biltmore 
(formerly Regal Biltmore) 
506 South Grand Avenue 
Los Angeles, California 
+1.213.624.1011 
+1.213.612.8221 fax

Miyako Inn 
328 East 1st Avenue 
Los Angeles, California 
+1.213.617.2000 
+1.213.617.2700 fax

New Otani Hotel
120 South Los Angeles Street 
Los Angeles, California 
+1.213.629.1200 
+1.213.622.0980 fax

Old Pasadena Courtyard 
by Marriott
180 North Fair Oaks Avenue 
Pasadena, California 
+1.626.403.7600
+1.626.403.7700 fax

Omni Los Angeles 
251 South Olive Street
Los Angeles, California 
+1.213.617.3300 
+1.213.617.3399 fax

Quality Inn & Suites 
Downtown Los Angeles 
1901 West Olympic Boulevard 
Los Angeles, California 
+1.213.385.7141 
+1.213.385.5808 fax

Quality Inn Pasadena 
3321 East Colorado Boulevard 
Pasadena, California 
+1.626.796.9291 
+1.626.796.9780 fax

Radisson Wilshire Plaza 
3515 Wilshire Boulevard
Los Angeles, California 
+1.213.381.7411 
+1.213.386.7379 fax

Ramada Inn Pasadena
3500 East Colorado Boulevard 
Pasadena, California 
+1.626.792.1363
+1.626.792.9213 fax

Ritz-Carlton Huntington 
1401 South Oak Knoll Avenue 
Pasadena, California 
+1.626.568.3900 
+1.626.568.3700 fax

Sheraton Pasadena 
303 East Cordova Street 
Pasadena, California 
+1.626.449.4000 
+1.626.584.1390 fax

Travelodge Pasadena
2131 East Colorado Boulevard 
Pasadena, California 
+1.626.796.3121 
+1.626.793.4713 fax

Vagabond Inn Pasadena West 
1203 East Colorado Boulevard 
Pasadena, California 
+1.626.449.3170 
+1.626.577.8873 fax

Westin Bonaventure
404 South Figueroa Street 
Los Angeles, California 
+1.213.624.1000 
+1.213.612.4800 fax

Westin Century Plaza 
Hotel & Tower
2025 Avenue of the Stars 
Los Angeles, California 
+1.310.277.2000 
+1.310.551.3355 fax

Westway Inn
1599 East Colorado Boulevard 
Pasadena, California 
+1.626.304.9678 
+1.626.449.3493 fax

Wilshire Grand Hotel and Centre 
(Headquarters Hotel) 
930 Wilshire Boulevard
Los Angeles, California 
+1.213.688.7777 
+1.213.612.3989 fax

Wilshire Royale Howard 
Johnson Plaza
2619 Wilshire Boulevard 
Los Angeles, California 
+1.213.387.5311 
+1.213.380.8174 fax

Wyndham Checkers 
535 South Grand Avenue
Los Angeles, California 
+1.213.624.0000 
+1.213.626.9906 fax

Hotels/Maps of Los Angeles



Wilshire Grand Hotel & Centre (Headquarters Hotel)

Best Western Colorado Inn

Best Western Mayfair

Best Western Pasadena Inn

Best Western Pasadena Royale

Beverly Hilton

Courtyard by Marriott Century City

Doubletree Hotel Pasadena

Hilton Pasadena

Holiday Inn Downtown Los Angeles

Holiday Inn Los Angeles City Center

Holiday Inn Select Beverly Hills

Hotel Figueroa

Hyatt Regency Los Angeles

Inn Towne Hotel Los Angeles

Kawada Hotel

Los Angeles Athletic Club

Los Angeles Marriott Downtown

Miyako Inn

New Otani Hotel

Old Pasadena Courtyard by Marriott

Omni Los Angeles

Quality Inn & Suites Downtown Los Angeles

Quality Inn Pasadena

Radisson Wilshire Plaza

Ramada Inn Pasadena

Regal Biltmore (Now Millennium Biltmore)

Ritz-Carlton Huntington

Sheraton Pasadena

Travelodge Pasadena

Vagabond Inn Pasadena West

Westin Bonaventure

Westin Century Plaza Hotel & Tower

Westway Inn

Wilshire Royale Howard Johnson Plaza

Wyndham Checkers

Los Angeles Area

Downtown Los Angeles

Hotels/Maps of Los Angeles



Registration and
Media Information

Conference Registration Categories
■ Full Conference
• Conference Select
▲ Exhibits Plus

Programs, Activities, and 
Documentation Included with 
your Registration

▲ • ■ Exhibition/Startup Park

TECHNICAL PROGRAM

■ Courses

■ Papers

■ Panels

• ■ Sketches & Applications

• ■ Educators Program

CONFERENCE PROGRAMS & ACTIVITIES
▲ • ■ ACM SIGGRAPH Forum

▲ • ■ Art Gallery

▲ • ■ Birds of a Feather

▲ • ■ Career Center

■
• ■

▲ • ■

Computer Animation Festival:

Electronic Theater Ticket - Any Show

Electronic Theater Matinee Ticket

Animation Theaters

• ■ Creative Applications Lab

▲ • ■ Emerging Technologies

▲ • ■ Exhibitor Forums

▲ • ■ Fundamentals Seminar

▲ • ■ International Resources

▲ • ■ Internet Access Centers

▲ • ■ Job Fair

▲ • ■ Keynote Address/Awards

▲ • ■ Pathfinders

▲ • ■ SIGGRAPH TV

• ■
▲ • ■

Special Sessions:

Daytime

Evening

• ■ The Studio

DOCUMENTATION

• ■ Conference Abstracts & Applications 
& CD-ROM

• ■ Electronic Art & Animation Catalog 
& CD-ROM

■ Conference Proceedings, Video, 
& CD-ROM

■ Course Notes CD-ROM

RECEPTIONS

■ Courses Reception

■ Papers/Panels Reception

Member Rate

If you are currently an ACM or ACM 
SIGGRAPH member, you are eligible 
for member discounts. You must provide 
your current ACM or ACM SIGGRAPH 
membership number in order to receive the 
discount, otherwise you will be charged the 
non-member rate. Local or regional ACM 
SIGGRAPH memberships are not eligible 
for registration discounts.

Student Rate

You must be a full-time student in order 
to qualify. You must include copies of the 
following to your registration form to 
qualify for student rates (this applies for 
those registering in advance as well as at 
the conference):

• Your 2001 ACM student membership 
card OR

• Your valid 2001 student identification 
card AND a letter on school letterhead 
verifying you are a student. The letter 
must include your registrar’s name, 
address, and phone number so we 
can verify your student status.

• When you arrive at SIGGRAPH 2001, 
you must present your ID card (not a 
copy) in order to pick up your credentials.

Failure to attach one of the above to your 
registration form will result in you being 
charged the non-member rate.

Note: Your badge will include your name, 
organization, city, state, and country as 
indicated on your registration form.

Registration Hours

Saturday, 11 August 6 - 8 pm
Sunday, 12 August 9 am - 7 pm
Monday, 13 August 8 am - 5 pm
Tuesday, 14 August 8 am - 5 pm
Wednesday, 15 August 8 am - 5 pm
Thursday, 16 August 8 am - 5 pm
Friday, 17 August 8 - 11 am

Media Headquarters
Room 301
Los Angeles Convention Center

Days & Hours
Sunday, 12 August  10 am - 6 pm 
Monday, 13 August  8 am - 6 pm
Tuesday, 14 August  8 am - 6 pm
Wednesday, 15 August 8 am - 6 pm 
Thursday, 16 August 8 am - 5 pm 
Friday, 17 August  8:30 am - 1 pm

Media Registration

Media representatives must register in the 
Media Headquarters Office, Room 301. 
You must submit full and proper media 
credentials for a media pass. No exceptions 
will be made.

Media Briefing/ 
Exhibition Floor Tour

The official SIGGRAPH media briefing 
is the place for you to hear about what’s 
new and what’s hot at SIGGRAPH 2001. 
Preview the Electronic Theater and receive 
insight into SIGGRAPH 2001 programs 
and activities. Gain access to the exhibit 
floor before it opens to the attendees for a 
“sneak preview” of the latest products and 
applications. Small groups of media 
representatives will be escorted onto the 
exhibit floor.

Media Briefing
LACC Theater, Room 411
Tuesday, 14 August  8:15 - 8:45 am

Exhibition Floor Tour
Exhibit Floor
Tuesday, 14 August  9 - 10 am

Exhibitor Media Events

A schedule of various exhibitor media 
events will be available in the Media 
Headquarters Office in Room 301 of the 
Los Angeles Convention Center.

Registration & Media Information



Attendee Services
SIGGRAPH 2001 and the Los Angeles Convention Center offer several services during the 
conference to make your week more enjoyable.

Airport Shuttle Desk
Lobby Outside Kentia Hall
800.427.7483

Days & Hours
Saturday, 11 August  6 - 8 pm
Sunday, 12 August   9 am  - 7 pm
Monday, 13 August   9 am  - 5 pm
Tuesday, 14 August  9 am  - 5 pm
Wednesday, 15 August   9 am  - 5 pm
Thursday, 16 August  9 am  - 5 pm
Friday, 17 August  9 am - 6:30 pm

A service desk is available to make airport 
shuttle reservations. Return reservations 
should be made at least one day prior to 
your departure.

Audio/Visual Services
Room in Back of West Hall A
+1.213.765.4639

Days & Hours
Saturday, 11 August noon - 7 pm 
Sunday, 12 August 7 am  - 7 pm
Monday, 13 August 7 am  - 7 pm
Tuesday, 14 August 7 am  - 7 pm
Wednesday, 15 August 7 am - 7pm 
Thursday, 16 August 7 am  - 7 pm
Friday, 17 August 7 am  - 2 pm

Direct all questions about audio/visual 
needs to this office. For more information 
on audio/visual services for speakers, see 
Speaker Prep Room (located in the front of 
West Hall A).

Automated Teller Machines 
(ATMs)
There are several ATMs located through­
out the lobbies of the Los Angeles 
Convention Center.

Banks/Currency Exchange

The closest bank and Currency Exchange 
to the Los Angeles Convention Center is 
Washington Mutual Bank located at 888 
West 7th Street (+1.213.624.1403) and 
Foreign Currency Express located at 404 
South Figueroa (+1.213.624.3693). They 
are both available for any banking/currency 
exchange needs you may have during your 
stay in Los Angeles.

Beaming Stations

NEW! SIGGRAPH 2001 will provide 
conference and exhibitor information for 
Palm OS handheld devices through the use 
of beaming stations located throughout the 
Los Angeles Convention Center.

Bookstore
West Lobby

For the latest books and CD-ROMs on 
computer animation, graphic design, 
gaming, 3D graphics, modeling and 
digital lighting, visit the SIGGRAPH 2001 
bookstore, which is managed by Breakpoint 
Books (BPB). Be sure to look for the latest 
books from SIGGRAPH 2001 speakers 
and award winners. Attendees can pur­
chase books at a 10% discount rate.

Breakpoint Books will be coordinating a 
“Meet the Author” event in the bookstore 
location on Tuesday, 14 August. This is a 
great opportunity to meet with your indus­
try colleagues! Stop by the bookstore to 
learn more about this event.

Sunday, 12 August 9 am - 7 pm
Monday, 13 August 8 am - 5 pm
Tuesday, 14 August 8 am - 5 pm
Wednesday, 15 August 8 am - 5 pm
Thursday, 16 August 8 am - 5 pm
Friday, 17 August 8 am - 6 pm

Note: Bookstore returns will be accepted 
up to 30 days after the conference. All 
bookstore policies are those of Breakpoint 
Books and not SIGGRAPH 2001.

Child Care
Room 518

KiddieCorp, Inc. provides child care services 
for children from three months to 16 years of 
age at the Los Angeles Convention Center. 
Children must be registered for a minimum 
of 3 hours. The registration fee is $14.50 per 
child per hour. If you have any questions 
regarding registration, stop by Room 518.

The KiddieCorp, Inc. staff is certified in 
infant and child CPR. Child care services 
are available during the following hours:

Monday, 13 August 7:45 am - 6:15 pm
Tuesday, 14 August 7:45 am - 6:15 pm
Wednesday, 15 August 7:45 am - 6:15 pm
Thursday, 16 August 7:45 am - 6:15 pm
Friday, 17 August 7:45 am - 6:15 pm

Child care services can be arranged at 
other times by contacting KiddieCorp's 
office at +1.858.455.1718.

NEW! Children registered for Child Care 
services at SIGGRAPH 2001 are eligible 
for a new complimentary Child Pass, which 
provides access to Emerging Technologies, 
the Animation Theaters, and other programs 
and events. Children are not allowed to 
use their Child Passes alone. They must 
be accompanied by an adult with a valid 
SIGGRAPH 2001 registration. The Child 
Pass is not valid for the Exhibition. Children 
under 16 are not allowed on the exhibit 
floor at any time.

Conference Management Office 
Room 304
+1.213.765.4625

If you have questions regarding SIGGRAPH 
2001, call or stop by this office anytime.

Exhibition Management Office 
Room 303
+1.213.765.4620

If you have any questions regarding the 
SIGGRAPH 2001 Exhibition, call or visit a 
staff member here.

Attendee Services



Exhibitor Registration
Outside South Hall

Exhibitors should pick up their badges at 
the exhibitor registration counter, which is 
open during registration hours. See 
Registration.

First Aid Offices
South Hall
+1.213.741.1151 x5136

Petree Hall/West Hall 
+1.213.741.1151 x5133

Calling within convention center: 4605

A nurse or paramedic is on duty at 
the first aid area.

Food Services
The Los Angeles Convention Center oper­
ates several food concession areas for the 
convenience of SIGGRAPH 2001 atten­
dees. Food carts and casual seating are also 
available throughout the Convention 
Center.

Housing/Airline Desk 
Lobby Outside Kentia Hall 
+1.213.765.4632

If you have any questions about hotel 
accommodations or airline travel, stop by 
or call the Housing/Airline Desk.

Information Desks
South and West Lobbies

For answers to your questions about 
SIGGRAPH 2001, stop by the information 
desk. The staff can provide information on 
conference programs and events and 
answer Los Angeles-related questions.

International Center
West Lobby 
+1.213.765.4212

The International Committee is available 
throughout the week to provide assistance 
and answer questions in multiple lan­
guages at the International Center.

Internet Access Centers
Rooms 410 and 510-512

These networked areas in the Los Angeles 
Convention Center provide email access 
for all attendees.

Los Angeles Convention Center 
1201 South Figueroa Street
Los Angeles, California 90015 USA 
+1.213.741.1151 
www.lacclink.com

Accessibility
The Convention Center is wheel chair 
accessible. It has no curbs, and there are 
elevators to upper levels. If you have 
special needs or requirements, please call 
conference management at +1.213.765.4625.

Business Center
A variety of services are offered by the 
Business Center including: computer time 
rental, faxing services, and photocopying. 
The Business Center also sells office 
supplies and U.S. stamps.

Parking
SIGGRAPH 2001 attendees can park at the 
Los Angeles Convention Center for $7 per day.

Lost and Found/Security 
+1.213.765.4605

After the conference, all items will be 
turned over to the Los Angeles Convention 
Center security office. Lost registration 
badges will be held at Special Assistance in 
Kentia Hall.

Luggage/Coat Checks
South Lobby
Sunday, 12 August 8:30 am  - 7:30 pm
Monday, 13 August 7:30 am  - 6:30 pm
Tuesday, 14 August 7:30 am  - 6:30 pm
Wednesday, 15 August 7:30 am  - 6:30 pm
Thursday, 16 August 7:30 am  - 6:30 pm

West Lobby
Thursday, 16 August 7:30 am  - 6:30 pm
Friday, 17 August 7:30 am  - 6:30 pm

Merchandise Pickup Center
South Lobby

Full Conference and Conference Select regis­
trants must pick up technical materials that are 
included with registration at SIGGRAPH 
2001. Shipping services are available at 
SIGGRAPH 2001. Technical materials 
will not be shipped after the conference.

Days & Hours
Saturday, 11 August 6 - 8 pm
Sunday, 12 August 9 am - 7 pm
Monday, 13 August 8 am - 5 pm
Tuesday, 14 August 8 am - 5 pm
Wednesday, 15 August 8 am - 5 pm
Thursday, 16 August 8 am - 5 pm
Friday, 17 August 8 - 11 am

Message Center
South Lobby
+1.213.765.4600

A message center will be staffed during all 
registration hours. Message center staff 
will be able to leave messages for any regis­
tered attendee. Message center staff will 
not be able to page any attendees.

Registration (Advance & On-site)
Kentia Hall
Saturday, 11 August 6 - 8 pm
Sunday, 12 August 9 am - 7 pm
Monday, 13 August 8 am - 5 pm
Tuesday, 14 August 8 am - 5 pm
Wednesday, 15 August 8 am - 5 pm
Thursday, 16 August 8 am - 5 pm
Friday, 17 August 8 - 11 am

Restaurant Information Desk 
South Lobby 
+1.213.765.4543

A restaurant information desk will be 
staffed during registration hours. The staff 
will be happy to set up dinner arrange­
ments for small to large parties in the 
many restaurants of Los Angeles and the 
surrounding area.

Shipping Desk
South Lobby

For your convenience, a shipping desk at 
SIGGRAPH 2001 provides next-day air, 
second-day air, and regular ground shipping 
services to destinations throughout the world.

Attendee Services
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Shuttle Service
Outside of West Hall 
800.975.7762

Los Angeles Convention Center Shuttle 
Days & Hours
Saturday, 11 August  4:30 - 8:30 pm 
Sunday, 12 August  8 am - 7:30 pm 
Monday, 13 August  7:30 am - 9 pm
Tuesday, 14 August  7:30 am - 6:30 pm
Wednesday, 15 August  7 am - 9:30 pm 
Thursday, 16 August  7:30 am - 8:30 pm
Friday, 17 August  7:30 am - 6:30 pm

SIGGRAPH 2001 provides complimentary 
shuttle bus service between most conference 
hotels, the Los Angeles Convention Center, 
and to and from the SIGGRAPH 2001 
receptions, Electronic Theater, and Course 
35 at the Pacific Theatre. Look for signs 
and flyers indicating pick-up times and 
locations at your hotel, and the information 
desk located in the LACC. Please note: the 
Holiday Inn Los Angeles City Center, the 
Hotel Figueroa, and the Inn Towne Hotel 
Los Angeles are considered “walk” hotels 
and will not have shuttle service to or from 
the Los Angeles Convention Center.

If you have any questions, contact the Shuttle 
Service directly during official shuttle hours. 
Also, for assistance with handicapped 
service, please call 800.975.7762.
SIGGRAPH 2001 provides buses 
with wheel chair lifts and downs.

Shuttles for Receptions 
Courses Reception 
Pershing Square 
Olive and 6th Street

Papers/Panels Reception
Universal Studios Hollywood 
100 Universal City Plaza 
Universal City

Buses begin shuttling from all hotels 30 
minutes before the receptions start. The 
last bus departs 15 minutes after the recep­
tions close. Shuttles will transport attendees 
staying at the “walk” hotels (Holiday Inn 
City Center, Hotel Figueroa, and Inn 
Towne Hotel) to and from the receptions.

Shuttles to Electronic Theater 
Shrine Auditorium
649 West Jefferson Boulevard

Matinee
Tuesday, 14 August  2 - 4 pm 
Wednesday, 15 August 2 - 4 pm

Matinee shuttles begin transporting atten­
dees to the Shrine one-hour prior to the 
start time. Shuttles return to the Los 
Angeles Convention Center only after the 
performance. Electronic Theater matinee 
shuttles do not drop off attendees at hotels.

Evening
Monday, 13 August 7 - 9 pm
Tuesday, 14 August 7 - 9 pm
Wednesday, 15 August 7 - 9 pm
Thursday, 16 August 7 - 9 pm

Evening shuttles begin transporting 
attendees from the LACC to the Shrine 
1.5 hours prior to the start time. Shuttles 
return to the LACC, all hotels, and any 
corresponding receptions after the 
performance.

Shuttles to Pacific Theatre 
Course 35
Monday, 13 August  9 am - 5 pm

Digital Cinema Laboratory at the 
Pacific Theatre
6433 Hollywood Boulevard 
Hollywood, California

Shuttles will begin loading at West Hall of 
the Los Angeles Convention Center at 7:45 
am. There will be limited service between 
the Pacific Theatre and the LACC through­
out the day. Shuttles return to the LACC 
after the performance. Pacific Theatre 
shuttles do not drop off attendees at hotels.

SIGGRAPH Store
South Lobby 
+1.213.765.4228

At SIGGRAPH 2001, visit the 
Merchandise Store to purchase technical 
materials and the full range of SIGGRAPH 
2001 merchandise items. Merchandise is 
available on a first-come, first-served basis. 
Please note that merchandise vouchers that 
are received as part of your registration can 
only be redeemed in the Pickup Center.

Some technical material and the SIGGRAPH 
Video Reviews are also available for sale 
after the conference. To order, contact the 
ACM Order Department at 800.342.6626.

Saturday, 11 August  6 - 8 pm
Sunday, 12 August 9 am - 7 pm
Monday, 13 August 8 am - 6 pm
Tuesday, 14 August 8 am - 6 pm
Wednesday, 15 August 8 am - 6 pm
Thursday, 16 August 8 am - 6 pm
Friday, 17 August 8 am - 3 pm

Speaker Prep Room 
Front of West Hall A 
+1.213.765.4202

Saturday, 11 August noon - 7 pm 
Sunday, 12 August 7 am - 7 pm
Monday, 13 August 7 am - 7 pm
Tuesday, 14 August 7 am - 7 pm
Wednesday, 15 August 7 am - 7 pm
Thursday, 16 August 7 am - 7 pm
Friday, 17 August 7 am - 2 pm

All speakers must check in at the Speaker 
Prep Room at least 24 hours before their 
presentation. Speakers and contributors 
should use the contributor registration 
desk to pick up registration credentials and 
obtain conference information. Speaker 
ribbons and badge holders are available 
only in the Speaker Prep Room. Speakers 
may use the Speaker Prep Room to prepare 
for their presentation, preview slides and 
videotapes, sort slides, and obtain slide 
carousels. Changes in audio/visual equip­
ment needs in presentation rooms should 
be directed to the Speaker Prep Room.

Special Assistance Desk
Kentia Hall
+1.213.765.4222

Staff members at the special assistance desk 
can help attendees resolve a wide range of 
possible problems and concerns, including:

• Credit card problems (validations, errors) 
• Lost badges
• Registration corrections and upgrades 
• Substitute registration (only if 

authorized on company letterhead)

Special Policies
• Registered attendees under the age of 16 

must be accompanied by an adult at all 
times.

• Children under 16 are not permitted in 
the Exhibition. Age verification is 
required.

• No camera or recording devices are 
permitted at SIGGRAPH 2001. Abuse 
of this policy will result in the loss of the 
individual’s registration credentials.

• Food and beverages cannot be brought 
into Electronic Theater performances.

Attendee Services



Technical Material Sold
After the Conference

• SIGGRAPH 2001 Conference Proceedings
• Conference Proceedings CD-ROM
• Electronic Art & Animation Catalog
• Electronic Art & Animation CD-ROM
• Conference Abstracts & Applications
• Conference Abstracts & Applications 

CD-ROM
• Course Notes CD-ROM
• Video Reviews

To order, contact:
ACM Order Department
800.342.6626 (Continental US and Canada) 
+1.212.626.0500 (International) 
+1.212.944.1318 fax
orders@acm.org

Technical Session Lounge
After each technical session, join presenters 
and authors for continued discussion in a 
comfortable, informal lounge setting. A 
technical session lounge will be located 
outside of each technical session.

Ticket Purchase and
Exchange Counter
Kentia Hall

Electronic Theater Tickets
One ticket per person is included with Full 
Conference and Conference Select registra­
tions. Every attempt is made to accommo­
date your requested Electronic Theater 
performance. If you would like to exchange 
your ticket, you may do so at this counter 
based on availability. All performances 
contain the same material.

Badged attendees may purchase Electronic 
Theater tickets (subject to availability) 
at the Ticket Purchase and Exchange 
Counter beginning at noon on Saturday, 
11 August. Last-minute tickets are generally 
available. They will be sold at the door to 
the Electronic Theater one-hour prior to 
show time. All sales are final.

Reception Tickets
Course and Papers/Panels reception tickets 
can also be purchased at this counter by 
any badged attendee. Cost is $50 per 
person, per reception. All sales are final.

Telephone Numbers

Airport Shuttle Desk
800.427.7483

Art Gallery Office
+1.213.765.4262

Audio/Visual Services
+1.213.765.4639

Computer Animation Festival 
Office
+1.213.765.4210

Conference Management Office
+1.213.765.4625

Creative Applications Lab Office
+1.213.765.4245

Educators Program
+1.213.765.4237

Emerging Technologies
+1.213.765.4649

Exhibition Management Office
+1.213.765.4620

First Aid Office
South Hall 
+1.213.741.1151 x5136

Petree Hall/West Hall 
+1.213.741.1151 x5133

Calling within convention center: 4605

Housing/Airline Desk 
+1.213.765.4632

International Resources
+1.213.765.4212

Los Angeles Convention Center
+1.213.741.1151

Media Headquarters 
+1.213.765.4651

Message Center
+1.213.765.4600

Restaurant Information Desk
+1.213.765.4543

Security
+1.213.765.4605

Shuttle Service
800.975.7762

SIGGRAPH Store
+1.213.765.4228

Speaker Prep Room
+1.213.765.4202

Special Assistance Desk
+1.213.765.4222

The Studio Office
+1.213.765.4243

Attendee Services
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Exhibition

Discover, understand, and select the new-generation tools that empower your interaction and 
digital images. In the SIGGRAPH 2001 Exhibition, over 300 international exhibitors offer their 
hardware, software, and services to the worldwide computer graphics industry. Startup Park 
presents the companies that will define the state of interactive graphics in 2006. For the latest, 
most complete list of SIGGRAPH 2001 exhibitors, see www.siggraph.org/s2001/exhibition

NEW! The world’s first and only complete directory of the organizations that supply hardware, 
software, and systems to the computer graphics industry: www.siggraph.org/industry

Exhibits Plus Registration
With Exhibits Plus, you receive admission to the Exhibition, Startup Park, Art Gallery: N-Space, 
Animation Theaters, Emerging Technologies, Special Sessions/Evening, ACM SIGGRAPH Forum, 
Birds of a Feather, Career Center, Exhibitor Forums, Fundamentals Seminar, International 
Resources, Internet Access Centers, Job Fair, Keynote Address/Awards, and Pathfinders. Exhibits 
Plus registration is non-refundable.

Location

Exhibition
South Hall

Startup Park
South Hall

Days & Hours

Tuesday, 14 August
10 am - 6 pm

Wednesday, 15 August
10 am - 6 pm

Thursday, 16 August
10 am - 5 pm

Space Reservation

To purchase exhibition space 
for SIGGRAPH 2002, call 
or write:

SIGGRAPH 2002 
Exhibition Management 
Hall-Erickson, Inc.
98 East Naperville Road 
Westmont, Illinois 60559 USA 
+1.630.434.7779
+1.630.434.1216 fax
halleric@siggraph.org

Products and Services on Display
2D Graphics 
3D Graphics 
3D Modeling 
3D Rapid Prototyping 
Aerospace and Automotive

Applications 
Animation
Architecture Applications 
Artificial Intelligence 
Authoring Software 
Broadcast Design Software 
Business and Financial Graphics 
CAD/CAM/CAE/CIM 
Commercial Game Engines/

Equipment
Computer-Video Interfacing 
Conferences and Exhibitions 
Consulting
Contract Graphics/Programming 
Data Analysis
Desktop Publishing
Desktop Video Production 

Software
Digital Cameras 
Digital Imaging 
Digital Video Hardware 
Digitizing Cameras 
DVD Authoring Tools

Education/Training
Electronic Publishing 
Encoders/Decoders
Engineering Applications 
Furniture
Geographic Information Systems
Graphic Design Systems
Graphics Accelerator Boards 
Graphics Standards Software 
GroupWare
Haptic Input Devices
HDTV
Head Mounted Displays
High Performance Graphics 

Processors
High Resolution Technologies
Image Based Modeling
Image Management
Industrial Design
Information Visualization
Input Devices 
Interface Tools
Mapping and Cartography
Medical Imaging Software
Mobile Computing
Monitors and Displays
Motion Capture
Multimedia Tools and Applications

Networking
OEM Components
Paint Systems
Printers and Plotters
Projectors
Publications
RAID Systems and Storage 
Rendering and Modeling 
Robotics
Scan Converters
Scanners
Scientific Application
Scientific Visualization
Simulation
Storage Devices; Tape/Disk 
Streaming Technology
Systems Integrators
Terminals, Monitors, and Displays
Video Effects Equipment
Video Encoding and Compression
Video Servers
Visual Effects Software
VR Software
Web 3D
Web Graphics
Workstations

Exhibition
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Exhibitors

2ce, Inc.
Booth 2331

950 West Valley Forge Road 
King of Prussia, Pennsylvania 
19406 USA
+1.610.768.8868 
clotz@2ce.com 
www.2ce.com

2ce, Inc. produces the 
CubicEye, a set of 3D Web 
browser and development tools 
running inside IE 5.5 for 
Windows 98, ME, and 2000 
operating systems.

2d3 Ltd.
Booth 1433

14 Minns Business Park
West Way
Oxford, OX2 OJB 
UNITED KINGDOM 
+44.1865.811061 
2d3@2d3.com 
www.2d3.com

2d3 Ltd. bridges the gap 
between filmed footage and 
CG with a unique product, 
Boujou, an automatic camera 
tracker.

3D Metrics, Inc.
Booth 917

921 Transport Way, Suite 10 
Petaluma, California 94945 
USA
+1.707.769.5057 
info@3dmetrics.com 
www.3dmetrics.com

3D Metrics, Inc. develops 
3DFlash! technologies that 
enable users to capture 
extremely accurate, high- 
density, 3D digital images 
using a standard digital 
camera, proprietary flash, 
and software.

3D Nature, LLC
Booth 1066

5740 Oide Wadsworth, Suite C 
Arvada, Colorado 80002 USA 
+1.303.659.4028 
wcsinfo@3dnature.com 
www.3dnature.com

3D Nature produces the 
world-renowned landscape 
modeling, animation, 
visualization, and rendering 
tool: World Construction Set. 
Come see the newest WCS 
Version 5.

3D Pipeline Corporation
Booth 1908

1224 Prospect Avenue 
Suite 150
La Jolla, California 92037 
USA
+1.858.454.2739 
sales@3dpipeline.com 
www.3dpipeline.com

Contract product development 
services, including software 
development and content 
creation for hardware manu­
facturers, game producers, 
and toy companies.

The3DShop.com
Booth 951

5555 Oakbrook Parkway 
Suite 540
Norcross, Georgia 30093 USA 
+1.770.368.8988 
cktan@the3dshop.com 
www.the3dshop.com

The3DShop.com has been 
a leader in custom-built 
3D/DV workstations since the 
first generation of OpenGL 
and DV.

3D Systems, Inc.
Booth 1267

26081 Avenue Hall 
Valencia, California 91355 
USA
+1.661.295.5600
moreinfo@3dsystems.com 
www.3dsystems.com

3D Systems provides solid 
imaging products and services 
that substantially reduce the 
time and cost required to 
design, test, and manufacture 
products.

3D World
Booth 929

30 Monmouth Street 
Bath, Avon BA1 2BW 
UNITED KINGDOM 
+44.225.442244 
freddie.wasem@futurenet.co.uk 
www.3dworldmag.com

3D World introduces the 
ultimate design magazine 
for 3D artists and animators. 
Providing inspiration from 
industry leaders, practical tips, 
creative advice, plus ground­
breaking hardware/software 
reviews.

3Dlabs Inc. Ltd.
Booth 1423

480 Potrero Avenue 
Sunnyvale, California 
94085-4117 USA 
800.464.3348 
info@3dlabs.com 
www.3dlabs.com

Experience absolute 
productivity! Visit our 
exhibit to learn more about 
our Oxygen and Wildcat 
professional 3D graphics cards.

3D-Online
Booth 2439

820 Manhattan Avenue
Suite 104
Manhattan Beach, California 
90266 USA
+1.310.406.1169
contactus@3d-online.com 
www.3d-online.com

The leading experts in interac­
tive Web 3D development, 
providing industry analysis, 
consulting, 3D modeling, 
software engineering, deploy­
ment, and corporate and 
university training.

3Q
Booth 748

100 Galleria Parkway 
Suite 1170
Atlanta, Georgia 30339 USA 
+1.770.612.1176 
info@3q.com 
www.3q.com

3Q, a pioneer in 3D human 
form technology, is enabling 
PC gamers to capture their 3D 
image and easily upload it into 
computer games.

3rdTech, Inc.
Booth 1752

119 East Franklin Street 
3rd Floor
Chapel Hill, North Carolina 
27514 USA
+1.919.929.1903 
info@3rdtech.com 
www.3rdTech.com

3rdTech, Inc. demonstrates its 
high-performance, high- 
accuracy HiBall Wide Area 
6DOF Tracker, and 
DeltaSphere Laser 3D Scene 
Digitizer for rapid digitization 
of large scenes or models.
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4D-Vision GmbH
Booth 523

Lobstedter StraBe 101
Jena 07749 GERMANY 
+49.3641.488273 
sieben@4d-vision.de 
www.4d-vision.de

Three-dimensional displays of 
various sizes allowing users to 
present spatial impressions to 
a multitude of viewers without 
special glasses.

5D Solutions Limited
Booth 1947

Abbey Mill, The Wharf, 
Eashing Godaiming, Surrey 
GU7 2QG
UNITED KINGDOM 
+44.1483.862700 
info@five-d.com 
www.five-d.com

Products: 5D Cyborg, effects 
editing and workflow 
environment; 5D Cyborg 
[Commander], real-time film 
and video playback/output 
solution; 5D Monsters plug-ins; 
5D Masher.

5DT (Fifth Dimension 
Technologies)
Booth 411

2005 De La Cruz Boulevard 
Suite 292
Santa Clara, California 95050 
USA
+1.408.748.1316 
info@5DT.com 
www.5DT.com

5DT develops, produces, and 
distributes data gloves, HMDs, 
space controllers, trackers and 
motion capture systems. 5DT 
also offers a wide range of 
simulators and systems.

A K Peters, Ltd.
Booth 1918

63 South Avenue
Natick, Massachusetts 01760 
USA
+1.508.655.9933 
service@akpeters.com 
www.akpeters.com

Book and journal publisher 
serving the graphics 
community with titles for 
graphics researchers, game 
programmers, and animators. 
15% discount. The source for 
your graphics library.

Academy of Digital 
Animation
Booth 459

3000 College Heights 
Boulevard
Ridgecrest, California 93555 
USA
+1.760.384.6338 
recruit@cc.cc.ca.us 
www.coyote3d.com

Students enrolled in this 
program develop professional 
skills in preproduction, story­
telling, modeling, texturing, 
lighting, character animation, 
effects, animation program- 
ming/technical direction, Web 
animation, and game design.

Accom, Inc.
Booth 1946

1490 O'Brien Drive
Menlo Park, California 94025 
USA
+1.650.328.3818 
info@accom.com
www.accom.com

Accom, Inc. designs, manufac­
tures, sells, and supports digital 
video production, disk record­
ing, and editing tools encom­
passing the production, post 
production, broadcasting, and 
computer video markets.

ACM SIGCHI
Booth 1054

1515 Broadway, 17th Floor 
New York, New York 10036 
USA
+1.212.626.0607 
www.acm.org/sigchi/

ACM SIGCHI: engineering 
interactive systems, designing/ 
evaluating human-machine 
communication, characterizing 
uses and contexts of use for 
interactive systems, design 
methodology, and new designs.

Activeworlds, Inc.
Booth 2122

95 Parker Street 
Newburyport, Massachusetts 
01950 USA
+1.978.499.0222 
tricia@activeworlds.com 
www.activeworlds.com

Activeworlds, Inc. is the 
developer of a leading 3D 
browser with over 1.5 million 
downloads that enables 
efficient delivery of 3D 
content over the Internet.

Actuality Systems, Inc.
Booth 536

315 Main Street, Suite 102 
Reading, Massachusetts 01867 
USA
+1.781.944.8941 
favalora@actuality-systems.com 
www.actuality-systems.com

Volumetric 3D display systems 
(100 megavoxel) for MCAD, 
biotech, entertainment.

Addison Wesley-New 
Riders Publishing
Booth 1036

201 West 103rd Street 
Indianapolis, Indiana 46290 
USA
+1.317.817.7032
kathy.malmloff@newriders.com

New Riders: Publishing the 
voices that matter in 3D.
Addison-Wesley: Publishing, 
the authorities in computer 
science. Meet the experts, and 
check out our newest books.

Adobe Systems, Inc.
Booth 1637

345 Park Avenue
San Jose, California 95110 
USA
+1.408.536.6000 
info@adobe.com 
www.adobe.com

Adobe Systems builds award­
winning software solutions for 
Web and print publishing.
Adobe is the second largest PC 
software company, with annual 
revenues of $1 billion.

Advanced Imaging 
Magazine
Booth 417

445 Broad Hollow Road 
Melville, New York 11747 
USA
+1.631.845.2700
info@advancedimagingmag.com 
www.advancedimagingmag.com

Advanced Imaging Magazine 
is the only international 
publication dedicated to pro­
viding the latest information 
on imaging hardware, 
software, and peripherals for 
all forms of imaging.
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Advanced Media
Production
Booth 1014

1250 Bellflower Boulevard
UTC-113
Long Beach, California 
90840-2802 USA 
+1.562.985.4352 
ampc@csulb.edu 
www.amp.csulb.edu

Advanced Media Production 
at California State University, 
Long Beach offers continuing 
education programs on 3D 
animation software.

AJA Video
Booth 547

443 Crown Point Circle
Suite C, P.O. Box 1033 
Grass Valley, California 95945 
USA
+1.530.274.2048 
pam@aja.com 
www.aja.com

AJA Video provides HD video 
interface solutions for the pro­
fessional broadcast/produc- 
tion/display industries, offering 
miniature D/A and A/D 
converters, along with the new 
PCI HDSDI Framestore cards.

Alias|Wavefront
Booth 1601

210 King Street East 
Toronto, Ontario M5A 1J7 
CANADA
800.447.2542 
info@aw.sgi.com 
www.aliaswavefront.com

As the world’s leading innova­
tor of 3D graphics technology, 
Alias|Wavefront develops 
software for the film and 
video, games, interactive 
media, industrial design, and 
visualization markets.

AMD
Booth 701

One AMD Place
P.O. Box 3453
Sunnyvale, California 94088 
USA
800.538.8450 
sonja.patillo@amd.com 
www.amd.com

AMD is a global supplier of 
integrated circuits for the per­
sonal and networked computer 
and communications markets. 
AMD produces the award­
winning Athlon processor.

American Paper Optics, 
Inc.
Booth 959

3080 Bartlett Corporate Drive 
Bartlett, Tennessee 38133 
USA
+1.901.381.1515
sales@3dglassesonline.com 
www.3dglassesonline.com

All types of 3D glasses for 
every application.

Animation Magazine
Booth 925

30101 Agoura Court, Suite 110 
Agoura Hills, California 91301 
USA
+1.818.991.2884 
info@animationmagazine.net 
animationmagazine.net

Animation Magazine is the 
only monthly trade magazine 
covering the animation indus­
try around the world and pub­
lisher of the yearly Animation 
Industry Directory.

Anthro Corporation
Booth 1914

10450 SW Manhasset Drive 
Tualatin, Oregon 97062 USA 
800.328.3841 
sales@anthro.com 
www.anthro.com

The fit system from Anthro 
Corporation. Furniture for 
technology applications that 
fits you, your space, your hard­
ware. Perfect for multimedia 
applications. Comes with a 
lifetime warranty.

ArchVision
Booth 2235

110 South Upper Street 
Lexington, Kentucky 40507 
USA
+1.858.252.3118 
kmcmahon@archvision.com 
www.rpcnet.com

ArchVision is the developer of 
RPC technology, the first 
image-based rendering product 
available. RPC uses image 
data to represent complex 
objects instead of polygonal 
information.

Arete Entertainment, 
Inc.
Booth 546

5000 Van Nuys Boulevard 
Suite 450
Sherman Oaks, California 
91403 USA 
+1.818.501.1045 
info@areteis.com 
www.areteis.com

Arete Entertainment, Inc. 
demonstrates its new 
DNT|Game software as well 
as Digital NatureTools v4.5 
for Maya.

ARIUS3D, Inc.
Booth 1167

4250 Sherwoodtowne 
Boulevard
Mississauga, Ontario L4Z 2G6 
CANADA 
+1.905.270.7999 
info@arius3d.com 
www.arius3d.com

Arius3D Inc. creates and 
delivers the world's best visual 
content. A revolutionary 
system captures color and 
geometry simultaneously, at 
microscopic resolution, to 
create stunning, photo-realistic 
content.

ARRI Inc.
Booth 647

617 Route 303
Blauvelt, New York 10913 
USA
+1.845.353.1400 
ccobb@arri.com 
www.arri.com

Manufacturer of motion 
picture post production equip­
ment including the ARRI- 
LASER, a cine film recorder, 
and the ARRI LOCPRO 35, 
a location projector.
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Artabel
Booth 2416

69 rue de Paris
Orsay, 91400 FRANCE 
+33.169.189595 
alex@artabel.net 
www.artabel.net

Artabel manufactures and 
sells high-performance, 
scalable, real-time 3D graphics 
supercomputers.

Artbeats Digital Film 
Library
Booth 937

1405 North Myrtle Road 
Suite 5
Myrtle Creek, Oregon 97457 
USA
+1.541.863.4429 
info@artbeats.com 
www.artbeats.com

Artbeats Digital Film Library 
is a leading provider of 
royalty-free stock footage for 
broadcast, desktop video, mul­
timedia, and 3D texture map­
ping. Content includes effects, 
water, backgrounds, and more.

Artbyte Magazine
Booth 971

39 East 78th Street, Suite 501 
New York, New York 10021 
USA
+1.212.988.5959 
info@artbyte.com 
www.artbyte.com

Artbyte, The Magazine of 
Digital Arts and Culture, is 
about the fusion of technology 
with art, design, music, cine­
ma, and the Web.

The Art Institutes
Booth 911

300 Sixth Avenue, Suite 800 
Pittsburgh, Pennsylvania 15222 
USA
+1.412.562.0900 
dowdallc@aii.edu 
www.artinstitutes.edu

The Art Institutes is a 
nationwide system of 22 post­
secondary schools providing 
an important source of design, 
media arts, fashion, and 
culinary professionals.

ASC-American 
Cinematographer 
Booth 915

1782 North Orange Drive 
Hollywood, California 90028 
USA
+1.323.969.4333 
saul@theasc.com 
www.cinematographer.com

Obtain copies of AC as well as 
discounts on the ASC Manuals 
& Writer of Light. Drop a 
business card for daily 
drawings and prizes.

Ascension Technology 
Corporation
Booth 1747

P.O. Box 527
Burlington, Vermont 05402 
USA
+1.802.893.6657 
ascension@ascension-tech.com 
www.ascension-tech.com

Ascension spotlights innova­
tive, new motion-tracking 
solutions at SIGGRAPH 2001. 
See our new ReActor, an 
active-optical infrared motion­
capture system.

ATI Technologies Inc.
Booth 617

33 Commerce Valley Drive 
East
Thornhill, Ontario L3T 7N6 
CANADA
+1.905.882.2600 
sales@ati.com 
www.ati.com

ATI Technologies Inc. is the 
world's largest supplier of 
innovative 3D graphics and 
multimedia technology for the 
PC, set top box, and consumer 
electronic markets.

The Austrian Trade
Commission
Booth 2453

11601 Wilshire Boulevard
Suite 2420
Los Angeles, California 90025 
USA
+1.310.477.9988 
atc-la@ix.netcom.com 
www.austriantrade.org

Presenting Austria's newest 
products and technologies in 
computer animation, Web 
design, and computer graphics.

auto.des.sys, Inc.
Booth 2037

2011 Riverside Drive 
Columbus, Ohio 43221 USA 
+1.614.488.8838
zwebsales@formz.com 
www.formz.com

form*Z is a hybrid 3D solid 
and surface modeler with 
drafting, photorealistic 
rendering, animation, and a 
full range of unique, state-of- 
the-art 3D modeling opera­
tions.

AXA Software I 
netGuru Inc.
Booth 2163

22700 Savi Ranch Parkway 
Yorba Linda, California 92887 
USA
+1.714.974.2500 
napoleon@ca.reiusa.com 
www.axasoftware.com

AXA Team 2D and AXA 
Web: 2D animation software 
and vector software for the 
Web, animation industries, and 
schools that have a digital 
department.

B&H Photo-Video-Pro 
Audio Corp.
Booth 2329

420 Ninth Avenue
New York, New York 10001 
USA
800.947.9910
rosef@bhphotovideo.com 
www.bhphotovideo.com

B&H Photo-Video-Pro Audio 
offers an outstanding selection 
of professional-format photo 
and video camera systems, 
studio and location lighting 
products, darkroom, AV 
mixers, and much more.

BARCO Projection 
Systems America
Booth 1035

3240 Town Point Drive 
Kennesaw, Georgia 30144 
USA
+1.770.218.3200 
sales.us.bps@barco.com 
www.barco.com/projecti/bsp

BARCO Projection Systems 
America has been providing 
innovative product solutions 
for all simulation, virtual 
reality, and augmented reality 
applications since 1983.
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Baydel North America, 
Inc.
Booth 2419

2370 Bering Drive
San Jose, California 95131 
USA
+1.408.383.7474 
paulh@baydelna.com

Baydel North America, Inc. 
RAIDS are feature-rich RAID 
subsystems designed and man­
ufactured by Baydel using 
state-of-the-art microprocessor, 
disk, and memory technology. 
Baydel RAIDS feature excel­
lent reliability and incredible 
performance.

Basis Software, Inc.
Booth 429

1550 McDaniel Drive 
West Chester, Pennsylvania 
19380 USA
+1.610.701.9790 
info@surphaser.com 
www.surphaser.com

SURPHASER - portable laser 
3D surface digitizer/scanner.

Big Idea Productions
Booth 733

206 Yorktown Center 
Lombard, Illinois 60148 USA 
+1.630.652.6000 
jana.day@bigidea.com 
www.bigidea.com

“VeggieTales” and the new 
“3-2-1 Penguins!” are 3D 
computer-animated series 
for kids that blend Sunday 
morning values with Saturday 
morning fun.

Biomorph Interactive 
Desk
Booth 1861

11 Broadway, Room 1010 
New York, New York 10004 
USA
+1.212.809.4323 
info@biomorphdesk.com 
www.biomorphdesk.com

The Biomorph Interactive 
Desk line of high-end 
computer furniture is 
ergonomically designed to 
facilitate comfortable and 
healthy computing.

Bionatics SA
Booth 1950

12,  avenue Raspail 
Gentilly 94250 FRANCE 
+33.149.691220 

 info@bionatics.com
www.bionatics.com

Bionatics SA is the technologi­
cal leader in virtual plant 
modeling. Bionatics develops 
professional cutting-edge 
applications for 3D animation, 
architecture, real-time visuali­
zation, and landscape design.

Blizzard Entertainment
Booth 746

P.O. Box 18979
Irvine, California 92623 USA 
800.953.7669 
sales@blizzard.com 
www.blizzard.com

The Creators of Starcraft, 
the Diablo Series and the 
upcoming Warcraft III.

Blue Sky Studios, Inc.
Booth 447

44 South Broadway 17th Floor 
White Plains, New York 10601 
USA
+1.914.259.6500 
linda@blueskystudios.com 
www.blueskystudios.com

Blue Sky Studios, Inc., a unit 
of Fox Filmed Entertainment, 
is an Oscar Award-winning 
animation studio.

Boards Magazine
Booth 528

366 Adelaide Street West
Suite 500
Toronto, Ontario M5V 1R9 
CANADA
+1.416.408.2300 
tsymes@brunico.com 
www.boardsmag.com

Boards Magazine is an 
international business-to- 
business trade publication for 
the commercial production 
industry. Please visit us at 
www.boardsmag.com!

Boris FX
Booth 2438

381 Congress Street 
Boston, Massachusetts 02210 
USA
+1.617.451.9900 
kristen@borisfx.com 
www.borisfx.com

Boris FX offers professional 
content-creation tools for 3D 
compositing, vector-based 
2D/3D title animation, roto- 
scoping, and paint as well as its 
legendary Effects Creation.

Bournemouth
University, 
Bournemouth Media
School
Booth 558

Talbot Campus Fern Barrow 
Poole, Dorset BH 12 5BB 
UNITED KINGDOM 
+44.1202.524111 
ncca@bournemouth.ac.uk 
ncca.bournemouth.ac.uk

The National Centre for 
Computer Animation at 
Bournemouth University offers 
excellent undergraduate and 
postgraduate degrees in 
computer animation.

BOXX Technologies, 
Inc.
Booth 1059

9390 Research Boulevard 
Kaleido II, Suite 300 
Austin, Texas 78759 USA 
+1.512.835.0400 
sales@boxxtech.com 
www.boxxtech.com

BOXX Technologies, Inc. is a 
leading-edge developer/manu- 
facturer of high-performance, 
high-bandwidth NT, 
Windows 2000 and Linux­
based hardware/software 
solutions, with products 
focused on DCC, including 
film, HDTV, visual effects, 
and postproduction.
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Cambridge Animation 
Systems
Booth 847

Titan House Castle Park 
Cambridge CB3 OAY 
UNITED KINGDOM 
+44.1223.488200 
sales@cambridgeanimation.com 
www.cambridgeanimation.com

The complete 2D animation 
solution, offering an unrivalled 
range of compositing tools, 
unique 2D/3D integration 
and now, Macromedia Flash 
output.

CCT International
Booth 535

P.O. Box 51584 Kifissia 
Athens 14501,51584 
GREECE 
+30.93.850.8688 
rkhoury@cctintl.com 
www.cctintl.com

CCT International is an 
international management 
consulting and systems 
integration firm specializing in 
knowledge-management 
systems.

Cebas Computer
Booth 2067

Lilienthalstrasse 19 
Eppelheim 69214 
GERMANY 
+49.6221.760038 
e.braun@cebas.com 
www.cebas.com

Cebas Computer and Trinity 
Animation exhibit powerful 
new plug-ins for 3D Studio 
Max and Truespace, and new 
training materials for Maya.

CELCO
Booth 1000

10291-A Trademark Street 
Rancho Cucamonga, 
California 91730 USA 
+1.909.481.4648 
info@celco.com 
www.celco.com

CELCO introduces the 
eXtreme NITRO HD Motion 
Picture Recorder. CELCO 
systems have set the standard 
in digital motion picture film 
recording.

CG2, Inc.
Booth 767

6000 Technology Drive 
Building 1, Suite A 
Huntsville, Alabama 35805 
USA
+1.256.217.2703 
info@cg2.com 
www.cg2.com

CG2, Inc. is a leading-edge 
computer graphics company 
committed to the development 
of high quality virtual environ­
ments, military training, and 
3D visualization tools.

Charles River Media
Booth 1910

20 Downer Avenue, Suite 3 
Hingham, Massachusetts 02043 
USA
+1.781.740.0400 
jniles@charlesriver.com 
www.charlesriver.com

Publisher of quality books for 
graphics/game programmers 
and designers covering all 
major 3D applications and 
high-end techniques including 
the Game Programming 
Gems series.

New High Definition Products

High-Quality, Low-Cost
Available and In-Stock 

Award Winning Products

HD-NTV 2 Ch I/O PCI Bus HD Video
Interface and Framestore NEW! $7,900

HD10A High Definition A/D Converter NEW! $3,200 
H D10C High Definition D/A $2,295
H D10M HD Analog to NTSC NEW! $ 800
HD5DA HD-SDl DA $ 800

800-251-4224 US 
530-274-2048 INTL 

 www.aja.com

AJA VIDEO
morph your workspace 

with your workstyle

see us at booth #1861

biomorph® 
interactive DESK

call for free ergonomic furniture 
catalog 888 302-DESKbiomorphdesk.com

Multi desk in Charcoal, starting at $1,895.00. Biomorph is a reg. trdmk of S.Bartow Lawson ©2001 Ground Support Equipment (US) Ltd.
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Chyron Corporation
Booth 514

5 Hub Drive
Melville, New York 11747 
USA
+1.631.845.2000 
info@chyron.com 
www.chyron.com

Chyron Corporation is a global 
leader in high-performance, 
integrated solutions for 
broadcasters.

Ciprico
Booth 2325

2800 Campus Drive 
Plymouth, Minnesota 55441 
USA
+1.763.551.4000 
tiverson@ciproco.com 
www.ciprico.com

Ciprico designs, manufactures, 
and markets high-performance, 
direct-attached, and networked 
storage solutions, including 
intelligent disk array hardware, 
software, and services.

Cogswell College
Booth 2414

1175 Bordeaux Drive 
Sunnyvale, California 94089 
USA
+1.408.541.0100 
admin@cogswell.edu 
www.cogswell.edu

The fusion of engineering 
and digital arts, Cogswell’s 
curricula includes: traditional 
and digital animation and 
modeling, digital film, digital 
audio technology, digital illus­
tration, the Web, etc.

Compaq Computer 
Corporation
Booth 1101

20555 SH 249 M/S 580304 
Houston, Texas 77070-2698 
USA
+1.281.514.2718 
donna.alfred@compaq.com 
www.compaq.com

Compaq Computer 
Corporation, the NonStop 
Internet Company, 
demonstrates solutions for 
developing 3D and video 
content for interactive media 
and the Internet.

Computer Graphics 
Systems Development 
Corporation
Booth 1030

2483 Old Middlefield Way 
Suite 140
Mountain View, California 
94043 USA 
+1.650.903.4920 
rlatham@cgsd.com 
www.cgsd.com

Textures, bump textures, 3D 
models, VR systems, head­
mounted displays, newsletter, 
augmented-reality systems, 
driving simulators, motion 
systems, custom systems, 
entertainment systems.

Computer Graphics 
World
Booth 1909

98 Spit Brook Road 
Nashua, New Hampshire 
03062 USA
+1.603.891.9425 
shughes@pennwell.com 
www.cgw.com

Computer Graphics World is 
the premier authority on 
innovative graphics, 
technology and applications. 
CGW explores how leading­
edge graphic techniques are 
used in applications.

Content Republic - CGI 
Magazine
Booth 667

3 Saint Peters Street, 
Islington Green 
London N1 8JD 
UNITED KINGDOM 
+44.207.704.3324 
stephenm@contentrepublic.com 
www.contentrepublic.com

Creation Engine LLC
Booth 1837

348 East Middlefield Road 
Mountain View, California 
94043 USA 
800.431.8713 
info@creationengine.com 
www.creationengine.com

Academic discount prices on 
graphics, Web, and 3D soft­
ware from Adobe, Alien Skin, 
Discreet, Electric Image, Hash, 
Macromedia, Maxon, and 
NewTek.

creativePLANET, Inc.
Booth 947

5700 Wilshire Boulevard 
Suite 600
Los Angeles, California 90036 
USA
+1.323.634.3375 
bob@creativeplanet.com 
www.vfxpro.com

Curious Labs, Inc.
Booth 713

655 Capitola Road, Suite 200 
Santa Cruz, California 95062 
USA
+1.831.462.8901 
curious@curiouslabs.com 
www.curiouslabs.com

Curious Labs, Inc., continues 
the legacy of Poser-the award­
winning 3D human and 
animal character figure-posing 
and animation tool.

Curious Software 
Company Ltd 
Booth 1926

184 Royal College Street 
London, NW1 9NN 
UNITED KINGDOM 
+44.20.7428.0288 
info@curious-software.com 
www.curious-software.com

Curious World Maps: a unique 
and powerful software package 
that gives you total creative 
control to produce stunning 
maps and graphics for broad­
cast, the Web, and print.

Cybelius Software Inc.
Booth 747

4 North Second Street 
Suite 560
San Jose, California 95113 
USA
+1.408.286.1600 
sales-usa@cybelius.net 
www.cybelius.com

Cybelius Software Inc. 
provides interactive 3D 
solutions for e-business 
and e-commerce. Cybelius 
technology enables large 
Web sites with complex 
products and the collaborative 
use of 3D.

Cyberware
Booth 1933

2110 Del Monte Avenue 
Monterey, California 93940 
USA
+1.831.657.1450 
grace@cyberware.com 
www.cyberware.com

Cyberware designs, manufac­
tures, and sells standard and 
custom 3D scanning systems 
and software.
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Improve your image...

Daily Prize Drawings and Author Signings!
Stop by Booth #1910

www.charlesriver.com

http://www.charlesriver.com


Cycore
Booth 2000

Dragarbrunnsgatan 35 
Uppsala, 75320 SWEDEN 
+46.18.656560 
info@cycore.com 
www.cycore.com

Cycore Cult3D is a streaming 
3D technology for the Internet, 
Adobe Acrobat, and Microsoft 
Office, allowing users real­
time interaction with 3D 
objects.

Cyra Technologies, Inc.
Booth 2165

8000 Capwell Drive 
Oakland, California 94621 
USA
+1.510.633.5000 
info@cyra.com 
www.cyra.com

Cyrax is a portable, 3D laser 
scanning system that captures, 
visualizes, and models complex 
structures and sites with an 
unprecedented combination of 
completeness, speed, accuracy, 
and safety.

da Vinci Systems, Inc.
Booth 2206

3427 Goni Road
Carson City, Nevada 89706 
USA
+1.775.886.5050 
info@davsys.com 
www.davsys.com

da Vinci’s RESTOR Product 
Group demonstrates Rs2 
PowerHouse, the latest film 
and video restoration product, 
and dual-channel, shared- 
storage, uncompressed 
DDRs from the STOR 
ProductGroup.

Darkling Simulations
Booth 1050

181 Piedra Loop
Los Alamos, New Mexico 
87544 USA 
+1.505.672.0640 
support@darksim.com 
www.darksim.com

Darkling Simulations shows 
the latest version of their 
award-winning 3D procedural 
shader authoring solution, 
DarkTree Textures. 2.0 sets 
a new standard in power 
and workflow.

Deep Video Imaging 
Ltd.
Booth 1760

Airport Road RD2 
Mystery Creek 
Hamilton 02021 
NEW ZEALAND 
+64.7843.2560 
teree@deepvideo.com 
www.actualdepth.com

Producer of flat-panel 
monitors that provide actual 
depth in a compact display 
without the requirements of 
steroscopic goggles, lenticular 
lenses, or head-tracking 
devices.

Desktop Engineering 
Magazine
Booth 1028

174 Concord Street 
Peterborough
New Hampshire 03458 USA 
+1.603.924.9631 
vmuskie@helmers.com 
www.deskeng.com

Desktop Engineering 
Magazine focuses on the latest 
hardware and software for 
mechanical and design 
engineers in the process and 
manufacturing industries.

Desktop Images
Booth 1034

1805 West Magnolia Boulevard 
Burbank, California 91506 
USA
+1.818.841.8980 
info@desktopimages.com 
www.desktopimages.com

Desktop Images produces 
high-quality instructional 
videotapes for software and 
hardware products, such as 
NewTek’s LightWave 3D and 
Aura, Adobe Photoshop, and 
Adobe After Effects.

dhima & Digital 
Hollywood
Booth 2153

1315 Third Street Promenade 
Suite 300
Santa Monica, California 90401 
USA
+1.310.899.9377 
info@dhima.com 
www.dhima.com

dhima & Digital Hollywood is 
a multimedia school system 
with facilities in Japan, South 
Korea, and the United States.
Check out exciting student 
works!

DigiCel, Inc.
Booth 540

1 Lanterna
Aliso Viejo, California 92656 
USA
+1.949.916.8767 
info@digicelinc.com 
www.digicelinc.com

DigiCel, Inc. demonstrates 
their full line of 2D animation 
software for professional and 
aspiring animators, from 
FlipBook Lite for $99 to 
FlipBook Pro for $999.

Digimation, Inc.
Booth 1361

107 Mallard Street, Suite D 
St. Rose, Louisiana 70087 
USA
+1.504.468.7898 
sold@digimation.com 
www.digimation.com

Digimation, Inc., Discreet’s 
preferred plug-in publisher for 
3ds max, is pleased to bring 
you the latest in digital 
animation tools for use by 
graphic professionals.

Digital Domain, Inc.
Booth 2448

300 Rose Avenue
Venice, California 90291 USA 
+1.310.314.2800
corporate@digitaldomain.com 
www.digitaldomain.com

Since 1993, Digital Domain, 
Inc. has established a world­
class standard for artistic and 
technical achievement for the­
atrical features (three Academy 
Awards) and commercial 
advertisements.

Digital Immersion 
Software Corporation 
Booth 2001

1360 Kelly Lake Road 
Sudbury, Ontario P3E 5P4 
CANADA
+1.705.522.7991 
tyler@digital-immersion.com 
www.merlin3d.com

Digital Immersion Software 
Corporation produces Merlin 
3D, a real-time modeling, 
rendering, and animation 
software.
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Quality 3D Data

Cyberware®



Digital Vision Ltd.
Booth 524

267 Fifth Avenue, 4th Floor 
New York, New York 10016 
USA
+1.212.229.6779 
feedback@digitalvisiononline.com 
www.digitalvisiononline.com

Digital Vision is the largest 
independent, royalty-free 
photographic library. We have 
cutting-edge photography 
and footage for the design, 
advertising, publishing, and 
corporate markets.

Digital Voodoo 
Australia Pty Ltd
Booth 2317

17B Market Street
South Melbourne 3205 
AUSTRALIA 
+61.3.9682.9477 
info@digitalvoodoo.net 
www.digitalvoodoo.net

Digital Voodoo manufacturers 
D1 Desktop, the world’s 
highest quality QuickTime 
video card. Works with Final 
Cut Pro, AfterEffects, 
Combustion, and more.

DISC, Incorporated
Booth 1004

372 Turquoise Street 
Milpitas, California 95035 
USA
+1.408.934.7000 
sales@disc-storage.com 
www.disc-storage.com

DISC is a leading manufactur­
er of automated storage 
solutions, allowing users to add 
capacity to their networks for a 
fraction of the cost of RAID.

Discreet
Booth 1247

10 rue Duke
Montreal, Quebec H3C 2L7 
CANADA
+1.514.393.1616 
shannon.titus@autodesk.com 
www.discreet.com

Discreet leads in integrated 
digital content creation, 
management, and distribution 
tools: systems and software for 
visual effects, 3D animation, 
editing, and production.

DMG Publishing
Booth 2413

2756 North Green Valley 
Parkway, Suite 261 
Henderson, Nevada 89014 
USA
+1.702.990.8656 
dmg@keyframemag.com 
www.ic3dmag.com

DPS/Leitch, Inc.
Booth 1147

11 Spiral Drive
Florence, Kentucky 41042 
USA
+1.859.371.5533 
sales-us@dps.com 
www.dps.com

DPS, a Leitch Technology 
business unit, designs digital 
video products including 
digital disk recorders and 
non-linear editing systems for 
the broadcast, animation, and 
post-production industries.

DVS GmbH
Booth 2239

Krepenstrasse 8 
Hannover D-30165 
GERMANY 
+49.511.678070 
info@dvs.de 
www.dvs.de

DVS GmbH manufactures a 
comprehensive line of DTV/ 
HDTV/high-resolution video 
servers, DDRs, still-and-clip 
stores, and PCI bus I/O boards 
for storage and computer video 
interfacing in digital post, 
broadcast, computer-video, 
digital cinema, and 
presentation.

Dynamic Digital Depth
Booth 523

2120 Colorado Avenue
Suite 100
Santa Monica, California 90404 
USA
+1.310.566.3340 
troth-borunda@ddd.com 
www.ddd.com

Dynamic Digital Depth’s 3D 
TV provides the best 3D 
visualization available. Three- 
dimensional content created in 
various graphics packages can 
be viewed in true stereo 3D 
without glasses!

Edit Point
Booth 2204

620 North Victory Boulevard 
Burbank, California 91502 
USA
+1.818.841.7336 
lzook@editpoint.com 
www.editpoint.com

Rimage CD-R & DVD-R 
duplication, Spruce DVD 
authoring, nonlinear editing, 
Media 100, streaming, systems 
integration.

Electric Image, Inc.
Booth 2057

3 Imperial Promenade 
Suite 400
Santa Ana, California 92707 
USA
+1.714.433.0400 
brad@electricimage.com 
electricimage.com

Three-dimensional animation 
and modeling software for 
blockbuster films, broadcast 
television, graphic arts, 
industrial design, visualization, 
and game development.

Electronic Arts
Booth 1560

209 Redwood Shores Parkway 
Redwood City, California 
94065 USA
+1.650.628.1500 
chaugh@ea.com 
www.ea.com

Electronic Arts is the leading 
developer, publisher, and 
distributor of interactive 
entertainment for all platforms 
including online.

Elumens Corporation
Booth 801

1100 Crescent Green, Suite 211 
Cary, North Carolina 27511 
USA
+1.919.816.8787 
ggalloway@elumens.com 
www.elumens.com

The VisionStation is a hemi­
spherical display designed for 
dimensional visualization of 
digital content. The system 
envelops the user, integrating 
operator and information.
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Please join us for a screening and celebration of Academy student and alumni 
work, including SIGGRAPH Electronic and Animation Theatre pieces.

Tuesday evening August 14
6:3o pm - 8:00 pm 
in the Wilshire Grand Hotel Ballroom.

For more information about employing 
Academy students and alumni, contact: 
www.academyart.edu

For information about the Academy’s 
10 areas of instruction from 3D 
Animation to Motion Pictures & 
Television, contact:
1.8oo.544.ARTS
WWW.academyart.edu 
79 New Montgomery Street 

San Francisco Ca 94105

AcademyOfArtCollege

Enhance Technology
Booth 758

12221 Florence Ave.
Santa Fe Springs, California 
90670 USA
+1.562.777.3488 
sales@enhance-tech.com 
www.enhance-tech.com

Manufacturer of custom high 
performance RAID sub­
systems. EnhanceRAID 
subsystems work with MacOS, 
WindowsNT, and SUNSolaris 
and support interfaces like 
IDEtoSCSI, ultra3SCSI, NAS, 
and Fibre Channel.

EON Reality, Inc.
Booth 1767

31 Technology Drive West 
Irvine, California 92618 USA 
+1.949.585.1690 
mats@eonreality.com 
www.eonreality.com

EON Studio is a complete 
development tool that allows 
users to build interactive real­
time 3D applications quickly 
and easily with no program­
ming experience required.

Eovia
Booth 827

5330 Carroll Canyon Road 
Suite 201
San Diego, California 92121 
USA
+1.858.457.5359 
emily@eovia.com 
www.eovia.com

Eovia, a TGS company, is the 
developer and publisher of 
Amapi 3D and Carrara, two 
leading 3D software applica­
tions. Come visit our brand- 
new booth!

EPG/E-powergate
Booth 415

Sinhanguk Building 4F 1699 3 
Seocho-gu 137-070 
SOUTH KOREA
+82.11.290.8464
kenny@epowergate.co.kr 
www.epowergate.co.kr

ESC Entertainment
Booth 2047

2550 Monarch Street 
Building 2, Wing 10 
Alameda, California 94501 
USA
+1.510.749.7300 
hr@escfx.com

ESC Entertainment is a 
ground-breaking digital effects 
company looking for top-notch 
digital artists, developers, 
software, and systems support 
to be part of our cutting-edge 
team.

Exhibitors

mailto:sales@enhance-tech.com
http://www.enhance-tech.com
mailto:mats@eonreality.com
http://www.eonreality.com
mailto:emily@eovia.com
http://www.eovia.com
mailto:kenny@epowergate.co.kr
http://www.epowergate.co.kr
mailto:hr@escfx.com


Essential Reality, LLC
Booth 2353

253 West 28th Street
2nd Floor
New York, New York 10001 
USA
+1.212.244.3200 
achieffet@essentialreality.com 
www.essentialreality.com

P5 is a 3D peripheral devel­
oped to improve the way one 
interacts with PCs and gaming 
consoles. Makes virtual reality 
a true “reality.”

Expression Center for 
New Media
Booth 2227

6601 Shellmound Street 
Emeryville, California 94608 
USA
877.833.8800 
data@xnewmedia.com 
www.expression.edu

Expression Center for 
New Media is a post-secondary 
education facility for careers 
in entertainment technology, 
including sound arts, digital 
visual media, and Web design 
and development.

Eyematic Interfaces Inc.
Booth 1447

9800 South La Cienega 
Boulevard, 5th Floor 
Inglewood, California 90301 
USA
+1.310.342.2944 
sales@eyematic.com 
www.eyematic.com

World leader in non-invasive 
real-time facial sensing tech­
nologies and developer of rich 
media (MPEG 4-like) content 
publishing and playback (plug­
in-less) technologies for Web 
and TV.

eyeon Software Inc.
Booth 2008

2181 Queen Street East 
Suite 201
Toronto, Ontario M4E 1E5 
CANADA
+1.416.686.8411 
joanne@eyeonline.com 
www.eyeonline.com

Digital Fusion 3.1 is eyeon’s 
latest contribution to their flag­
ship effects system. It delivers 
a sleek interface, vector paint, 
3D particle system, FlexLM, 
new color corrector.

Eyetronics
Booth 331

Kapeldreef 60
Leuven B-3001 BELGIUM 
+32.16.298.343 
info@eyetronics.com 
www.eyetronics.com

Eyetronics specializes in fast 
and flexible 3D-acquisition 
technologies, such as the 
ShapeSnatcher 3D-Toolkit, 
a powerful toolkit that turns 
your camera into a high- 
quality 3D-acquisition device.

Fakespace Systems Inc.
Booth 2026

809 Wellington Street North 
Kitchener, Ontario N2G 4J6 
CANADA
+1.519.749.3339 
sales@fakespacesystems.com 
www.fakespacesystems.com

Fakespace Systems Inc. is 
today's leading worldwide 
developer of devices, 
structures, and environments 
for advanced interactive 
visualization technologies.

FCS Control Systems 
BV
Booth 1859

Fokkerweg 300 P.O. Box 7600 
Schiphol 1117 ZJ 
NETHERLANDS 
+31.20.605.4570 
info@fcs-robotics.com 
www.fcs-robotics.com

The robotics division of 
FCS Control Systems now 
applies its patented force-loop 
technology (originated for the 
aerospace industry) to high- 
performance haptic display.

Film & Video
Equipment Ltd.
Booth 2219

5828 Uplander Way 
Culver City, California 90230 
USA
+1.310.410.1429
sales@filmandvideoequipment.com 
www.filmandvideoequipment.com

The MetaFilm product family 
offers the most advanced set 
of tools for integrating film to 
a high-definition digital post 
environment and returning it 
to film.

Finley-Holiday Film 
Corporation
Booth 1970

12607 East Philadelphia Street 
Whittier, California 90601 
USA
+1.562.945.3325 
bfmley@gte.net 
www.fmley-holiday.com

Interactive CD-ROM. Figures 
in Motion.

Florida High-Tech 
Corridor Council
Booth 1068

301 East Pine Street, Suite 900 
Orlando, Florida 32801 USA 
+1.407.422.7159 
john.mcclure@ 
orlandomeansbusiness.com 
www.floridahightech.com

Marketing and promotion of 
digital media, multimedia, and 
film/television in Central 
Florida.

Flow Analysis, Inc.
Booth 1955

256 93rd Street
Brooklyn, New York 11209 
USA
+1.718.836.0045 
wdietz@tnco.net 
www.flowanalysis.com

Flow Analysis, Inc. provides 
computational fluid dynamics 
software applicable to vortex- 
dominated flows, such as those 
associated with buildings, 
bridges, automobiles, and 
rotorcraft.

Focal Press
Booth 2434

225 Wildwood Avenue 
Woburn, Massachusetts 01801 
USA
+1.781.904.2500 
marketing@focalpress.com 
www.focalpress.com

A leading worldwide publisher 
in all areas of visual media and 
communications including: 
multimedia and graphics, 
film/video, photography and 
imaging, media technology, 
theater, and lighting.
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We won the. award...
But you win 

the real prize: 
outstanding articles

The Jesse H. Neal Award is widely 
known as the Pulitzer Prize for business 
journalism. Congratulations to 
Barbara Robertson and her winning 
article, “Sea Change,” which appeared 

in July 2000. In fact, two of the three finalists in 
Category 1: Best Single Article were from Computer 
Graphics World. Karen Moltenbrey was also a finalist for 
her article, “The Racer’s Edge”, appearing in December 
1999. And while awards are nice, our real reward is 
providing you outstanding articles and timely features 
every month. Visit us at booth #1909.

COMPUTER

GRAPHICS
WORLD INNOVATION IN VISUAL COMPUTING

www.cgw.com

PennWell

http://www.cgw.com


Fujitsu Takamisawa 
America, Inc.
Booth 1956

250 East Caribbean Drive 
Sunnyvale, California 94089 
USA
+1.408.745.4900 
marcom@fta.fujitsu.com 
www.fujitsu.takamisawa.com

Fujitsu Takamisawa America, 
Inc. releases Windows 2000 
drivers for the 3D ErgoPoint, 
a 3D input device that allows 
direct, intuitive manipulation 
of 3D objects.

Full Sail Real World 
Education
Booth 1475

3300 University Boulevard 
Winter Park, Florida 32792 
USA
+1.407.679.0100 
admissions@fullsail.com 
www.fullsail.com

Full Sail Real World 
Education offers associate of 
science degrees in recording 
arts, film, digital media, show 
production and touring, 
computer animation, and 
game design.

GDL Technology
Booth 2231

Graphisoft Park 1 
Budapest, H-1031 
HUNGARY 
+36.1.437.3262 
slarsson@gdltechnology.com 
www.gdltechnology.com

GDL Technology is a tech­
nology and service provider in 
the AEC industry. We are 
licensing smart 3D scriptable 
technology and tools for build­
ing component manufacturers.

Gentle Giant Studios
Booth 2017

7511 North San Fernando 
Road
Burbank, California 91505 
USA
+1.818.504.3555 
cr.gentlegiant@usa.net 
gentlegiantstudios.com

Mobile scanning: head, body, 
object, vehicle, sets. Toy 
prototypes.

Gnomon School of
Visual Effects
Booth 739

1015 North Cahuenga 
Boulevard, Suite 5430i 
Hollywood, California 90038 
USA
+1.323.466.6663
admin@gnomon3d.com 
www.gnomon3d.com

Specializes in training for 
high-end computer graphics 
and animation for the film, 
television, game, and Internet 
industries.

GOMID, Inc.
Booth 405

7777 Leesburg Pike 
Suite 314N
Falls Church, Virginia 22043 
USA
+1.703.288.3214 
hana@gomid.com 
www.gomid.com

GOMID provides a 3D-based, 
next-generation Internet 
solution, which provides a 
multimedia and multi-user 
platform developed with Java 
technology.

GoPo Media (Junior 
Land Co. Ltd)
Booth 2136

542-6, Chung-Cheng Rad 
Hsin-Tien Taipei 231 
TAIWAN
+886.2.2218.0700.252 
raymond@animaster.com.tw 
www.animaster.com.tw

AniMaster supports both raster 
and vector files for video-TV- 
film-Flash animation. It also 
features an integrated tool for 
editing 2D/3D objects in the 
same environment.

Grande Vitesse Systems
Booth 2200

390 Fremont Street 
San Francisco, California 
94105 USA
+1.415.777.0320 
jano@gvsnet.com 
www.gvsnet.com

Hash Inc.
Booth 1915

400 West Evergreen Boulevard 
Vancouver, Washington 98660 
USA
+1.360.750.0042 
hash@hash.com 
www.hash.com

Animation Master 2001 is the 
most powerful and affordable 
complete patch-based model­
ing, animation, and rendering 
character-animation program 
available for Windows, NT, 
and PowerMac.

headus (metamorphosis) 
Pty Ltd
Booth 552

55 Gordon Road East 
Osborne Park WA 6017 
AUSTRALIA 
+61.89.444.4648 
jill@headus.com.au 
www.headus.com.au

Developer of software for 3D 
scans: CySurf, CyDir, and 
CySlice. Three-dimensional 
scanning services at Fox 
Studios, Sydney and Perth, 
Australia.

Hewlett-Packard 
Company 
Booth 1135

700 71st Avenue
Greeley, Colorado 80634 USA 
+1.970.350.5948 
glenda_brungardt@hp.com 
www.hp.com/workstations

Hewlett-Packard Company 
has an exciting mix of great 
graphics, the latest HP work­
stations, leading software 
partners, and presentations 
from key customers.

The Hollywood 
Reporter
Booth 2436

5055 Wilshire Boulevard 
Suite 600
Los Angeles, California 90036 
USA
+1.323.525.2022
srice@hollywoodreporter.com 
www.hollywoodreporter.com

The Hollywood Reporter is 
the industry’s most complete 
entertainment news and 
information network.
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DV
•com

INSPIRING AND EMPOWERING CREATIVITY

WHAT WOULD YOU DO WITH 
$50,000 WORTH OF DV TOOLS?

Enter the DV.com Jackpot Drawing and YOU could walk 
away with a professional video studio worth $50,000

The winner will be announced at 
the Opening Night Reception at 
DV Expo, December 4, 2001 at 
the Los Angeles Convention 
Center, Los Angeles, CA.

VISIT DV.COM AND LOG ON TO WIN!

Check back at DV.com for a current list 
of prizes from cameras to lights, NLEs, 
compositing and effects software, 
storage gear and many more cutting- 
edge products to inspire and empower 
your creativity!

NO PURCHASE NECESSARY TO ENTER OR WIN. A PURCHASE WILL NOT IMPROVE YOUR CHANCES OF WINNING. Entries must be 
received by 2 PM PST on November 9, 2001. Please review the complete OFFICIAL RULES at http://www.dv.com/contest/nab_giveaway_rules.html BEFORE 
entering contest. Contest void where prohibited by law.

DV.com
DV.COM
DV.com
http://www.dv.com/contest/nab_giveaway_rules.html


Holoverse/ 
FantasticLight 
Booth 2321

P.O. Box 289
Yarmouth Port, Massachusetts 
02675-0289 USA
+1.508.394.9221 
hsg@holoverse.com 
www.holoverse.com

We create state-of-the-art holo­
graphic, 3D display innova­
tions: HoloDeck Display & 
Theatres, Advanced 
Volumetric Imager, True 
Retinal Display.

Huge Systems Inc.
Booth 1959

4240 Promenade Way 129P 
Marina del Rey, California 
90292 USA
+1.310.821.5196 
sales@hugesystems.com 
www.hugesystems.com

HDTV RAID storage 
solutions.

IBM Corporation
Booth 1047

3039 Cornwallis Road Building 
629, D122-B
RTP, North Carolina 27709 
USA
+1.919.486.9308 
jgrissom@us.ibm.com 
www.ibm.com/intellistation

From image processing to 
modeling and rendering to 
digital video and reality-alter­
ing effects, IntelliStation is the 
ultimate Windows NT-based 
workstation for realizing your 
vision.

IdN Magazine
Booth 454

Shop C, 5-9 Gresson Street 
Wanchai 852
HONG KONG 
+852.2528.5744 
info@idnworld.com 
www.idnworld.com

IdN is a digital design 
magazine published 
bi-monthly and primarily 
catering to content creators 
and aesthetes throughout 
the world.

IEEE Computer Society
Booth 1010

10662 Los Vaqueros Circle 
Los Alamitos, California 90720 
USA
+1.714.821.8380 
manderson@computer.org 
www.computer.org

IEEE Computer Society, 
one of the most prestigious 
professional associations 
in the world, serves its 
members through numerous 
publications, conferences, 
and workshops.

IMAGICA Corp.
Booth 529

2-14-1 Higashigotadana 
Shinagawa-ku
Tokyo 141-0022 JAPAN 
+ 81.3.3280.1119
products@lab.imagica.co.jp 
www.ise.imagica.co.jp

IMAGICA Corp, and Photron 
USA display the digital film 
scanner Imager XE, 3D 
match-move software 
MAMOE, and chroma matte 
software Primatte.

Immersion Corporation
Booth 1755

801 Fox Lane
San Jose, California 95131 
USA
+1.408.467.1900 
mhelm@immersion.com 
www.immersion.com

Immersion Corporation 
develops and licenses hardware 
and software technologies that 
enable people to use their sense 
of touch to better interact with 
the digital world.

Immersive Technologies
Booth 2159

14 Summer Street, 4th Floor 
Malden, Massachusetts 02148 
USA
+1.781.388.9160 
sales@immersiveweb.com 
www.immersiveweb.com

Immersive Technologies has 
developed a proprietary tech­
nology to create interactive 
global illumination imagery in 
seconds instead of hours.

Industrial Light +
Magic
Booth 2110

P.O. Box 2459
San Rafael, California 94912 
USA
+1.415.448.9000 
hrdept@lucasdigital.com 
www.ilm.com

Industrial Light + Magic is 
looking for the best digital 
artists, software developers, 
and systems support personnel 
to contribute their talents to 
ground-breaking projects.

InSpeck inc.
Booth 511

3530 St-Laurent Boulevard
Suite 303
Montreal, Quebec H2X 2V1 
CANADA
+1.514.284.1101 
inspeck@inspeck.com 
www.inspeck.com

InSpeck inc. specializes in 
3D scanning of real objects, 
particularly living beings, 
including the full human body.

IntegrityWare, Inc.
Booth 935

13064 Trail Dust Avenue
San Diego, California 92129 
USA
+1.858.538.3800
gcrocker@integrityware.com 
www.integrityware.com

A company specializing in 
providing 3D graphics and 
geometry technology for 
software developers.

Intel Corporation
Booth 1619, 1725

2111 NE 25th Avenue
Hillsboro, Oregon 97124-5961 
USA
+1.503.264.7273
alison.e.mowday@intel.com 
www.intel.com/pressroom

Intel Corporation, the world’s 
largest chip maker, is also a 
leading supplier of computer, 
networking, communications 
products, and online services.

Exhibitors

mailto:hsg@holoverse.com
http://www.holoverse.com
mailto:sales@hugesystems.com
http://www.hugesystems.com
mailto:jgrissom@us.ibm.com
http://www.ibm.com/intellistation
mailto:info@idnworld.com
http://www.idnworld.com
mailto:manderson@computer.org
http://www.computer.org
mailto:products@lab.imagica.co.jp
http://www.ise.imagica.co.jp
mailto:mhelm@immersion.com
http://www.immersion.com
mailto:sales@immersiveweb.com
http://www.immersiveweb.com
mailto:hrdept@lucasdigital.com
http://www.ilm.com
mailto:inspeck@inspeck.com
http://www.inspeck.com
mailto:gcrocker@integrityware.com
http://www.integrityware.com
mailto:alison.e.mowday@intel.com
http://www.intel.com/pressroom


Communities for the Entertainment Professional

VFXPRO.com

Design in motion .com

Cinematographer.com

2-pop.com

Articles

News

Jobs

Classifieds

Events

Discussions

Directories

Newsletters

InterSense, Incorporated
Booth 1567

73 Second Avenue 
Burlington, Massachusetts 
01803 USA
+1.781.270.0090 
patrickr@isense.com 
www.isense.com

InterSense Incorporated 
develops and manufactures 
precision motion-tracking 
solutions that enable 
computers to “see and under­
stand” motion in a 3D world. 

interzart AG 3D 
COMMERCE
Booth 2020

Podbielskistrasse 325 
Hannover 30659 
GERMANY 
+49.511.3908840 
info@interzart.com 
www.interzart.com

Leading manufacturer of 
3D-scanning technologies for 
Internet applications. All 
generated models are fully 
textured and Web-ready. 
Plug-in and applet available! 

i-O Display Systems, 
LLC
Booth 2100

1338 North Market Boulevard 
Sacramento, California 95834 
USA
+1.916.928.9639 
daveg@i-glasses.com 
www.i-glasses.com

i-O Display Systems, LLC is 
the world’s most experienced 
manufacturer of head-mounted 
displays, including our new 
SVGA model. IOD also sells 
3D content, creation, and 
visualization tools.

John Wiley & Sons, Ltd.
Booth 752

Baffins Lane 
Chichester, Sussex 
PO19 1LLD 
UNITED KINGDOM 
+44.1243.770.581 
acollins@wiley.co.uk 
www.wiley.co.uk
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Joseph Alter, Inc.
Booth 2347

2160 Beachwood Terrace 
Los Angeles, California 90068 
USA
+1.323.460.4717 
joealterinc@hotmail.com 
www.joealter.com

Joseph Alter, Inc. offers soft­
ware products for rendering 
hair, animating character faces, 
and also original content 
creation. Products are Shave 
and a Haircut and LipService.

JourneyEd.com
Booth 539

1325 Capital Parkway 
Suite 130
Carrollton, Texas 75006 USA 
800.874.9001 
sales@journeyed.com 
www.journeyed.com

Students, faculty, and schools 
can save up to 75% off 
commercial prices on the most 
popular design software 
available: MAX, Softimage 
and more!

Kaydara, Inc.
Booth 1159

4428 St. Laurent, Suite 300 
Montreal, Quebec H2W 1Z5 
CANADA
+1.514.842.8446 
info@kaydara.com 
www.kaydara.com

Kaydara products range 
from real-time suite of 3D 
character animation systems to 
a powerful line of broadcast 
media-servers.

Kelseus Ltd.
Booth 961

The Old Manor House 
St. Andrews Road 
Cambridge CB4 1DH 
UNITED KINGDOM 
+44.1223.471222 
enquiry@kelseus.com 
www.kelseus.com

An innovative software 
developer dedicated to 
providing realistic simulations 
and interactive character 
movement and behavior in 
games, movies, and VR.

Khronos Group
Booth 2411

480 Potrero Avenue 
Sunnyvale, California 94085 
USA
+1.408.530.4750 
neil.trevett@3dlabs.com 
www.khronos.org

Khronos Group is a 
consortium of leading 
companies creating open 
standard APIs, including 
OpenML, for authoring and 
playback of rich media on 
a variety of platforms.

Kingston Technology 
Company
Booth 1711

17600 Newhope Street 
Fountain Valley, California 
92708 USA
+1.714.435.2600 
pm@kingston.com 
www.kingston.com

Kingston Technology 
Corporation manufactures 
memory that delivers 
unmatched reliability, quality, 
and revolutionary memory 
technologies. Kingston also 
manufactures memory for 
today's leading DRAM and 
system manufacturers.

L H Computer Services
Booth 957

4630 North University Drive 
Suite 323
Coral Springs, Florida 33067 
USA
+1.954.752.5805 
dferreri@lhcomp.com 
www.lhcomp.com

Reseller of new/and 
refurbished SGI and Sun 
Microsystem systems and 
system elements. We also 
provide disk upgrades, tape 
back-up systems, and memory 
upgrades.

Labtec
Booth 413

1499 SE Tech Center Place, 
Suite 350
Vancouver, Washington 98683 
USA
+1.360.944.3772 
levans@labtec.com 
www.labtec.com

Lake Technology 
Corporation
Booth 510

4145 Del Mar Avenue, Unit 1 
Rocklin, California 95677 
USA
+1.916.624.7500 
info@lake.com.au 
www.laketechnology.com

Lake Technology manufac­
tures the Huron Virtural 
Reality and Huron Acoustic 
Reality Engine as well as the 
Theaterphone 5.1 Headphone 
Surround Processor.

LightWork Design 
Limited
Booth 1659

Rutledge House 78 
Clarkehouse Road 
Sheffield S10 2QT 
UNITED KINGDOM 
+44.114.266.8404 
lightworks@lightwork.com 
www.lightwork.com

LightWork Design Limited 
offers worldwide leading 
rendering technology for 
photorealism in 3D computer- 
aided design. LightWorks 
offers software developers the 
optimum solution for superior 
image creation.

Linker Systems, Inc.
Booth 1805

13612 Onkayha Circle 
Irvine, California 92620 USA 
+1.949.552.1904 
linker@linker.com 
www.animationstand.com

Animation Stand is a complete 
computer-assisted animation 
and special-effects system for 
film, TV, HDTV, and Web 
use. Versions available for Mac 
and PC.

LSI Logic Storage 
Systems, Inc.
Booth 553

1551 McCarthy Boulevard 
Milpitas, California 95035 
USA
888.638.2478 
info@lsilogicstorage.com 
www.lsilogicstorage.com

LSI Logic Storage Systems, 
Inc. offers MetaStor SAN, 
server- and network-attached 
storage for the enterprise.
MetaStor solutions provide 
scalable, high-availability 
features ideal for SANs.
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DV Media Group Delivers.

The DV Media Group is the ultimate information source for dynamic media professionals involved 
in production, postproduction, and delivery. Through a breadth of resources, the DV Media Group 
inspires and empowers professionals with timely and relevant news, reviews, tutorials and workshops, 
and is the industry’s most comprehensive resource for DV products.

DV Expo • December 3-7, 2001
Los Angeles Convention Center • Los Angeles, CA 

www.DVexpo.com

To subscribe, please visit DV.com
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Macromedia, Inc.
Booth 2128

600 Townsend Street, Suite 500 
San Francisco, California 
94103 USA
+1.415.252.2200 
pr@macromedia.com 
www.macromedia.com

Macromedia, Inc. delivers 
products and solutions for 
creating engaging and effective 
next-generation Web sites.
Macromedia products 
also allow enterprises to 
strategically manage complex 
Web applications.

Mainframe
Entertainment, Inc.
Booth 1058

2025 West Broadway Street 
Suite 500
Vancouver, British Columbia 
V6J 1Z6 CANADA 
+1.604.714.2600 
recruiting@reboot.com 
www.mainframe.ca

Mainframe Entertainment, 
Inc. produces long-form CGI 
animation for TV, feature 
films, and interactive media. 
We are currently recruiting for 
our Vancouver studio.

Manex Visual Effects
Booth 1653

1040 West Midway 
Alameda, California 94501 
USA
+1.510.864.0600 
pr@mvfx.com 
www.mvfx.com

Manex Visual Effects is a 
division of Manex 
Entertainment, focused on 
creating high-end visual effects 
for feature films.

Many Worlds 
Productions
Booth 1855

27 Main Street, Unit D 
Raymond, New Hampshire 
03077 USA
866.337.6294 
order@maxhelp.com 
www.maxhelp.com

Books, videos and CDs for 3ds 
max and Character Studio 
users.

Matrox Graphics Inc.
Booth 2211

1055 Saint-Regis Boulevard 
Dorval, Quebec H9P 2T4 
CANADA
+1.514.822.6000 
dgillis@matrox.com 
www.matrox.com/mga

Matrox Graphics Inc., 
providing customers with 
state-of-the-art technologies 
such as DualHead, industry 
leading 2D, compelling 3D, 
and creative video capture 
solutions for over 25 years.

Maxon Computer Inc.
Booth 1430

2640 Lavery Court, Suite A 
Newbury Park, California 
91360 USA
+1.805.376.3333 
info-usa@maxon.net 
www.maxoncomputer.com

Maxon Computer Inc. is the 
developer of professional 3D 
modeling, painting, animation, 
and rendering solutions.

MaxVision Corporation
Booth 838

495 Production Avenue 
Madison, Alabama 35758 
USA
+1.256.772.3058 
bruce.imsand@maxvision.com 
www.maxvision.com

MaxVision Corporation 
features the MaxPac 
family of high-performance 
transportable Windows 
workstations designed and 
certified specifically for 
design, animation, and NLE 
applications.

MDI Ltd.
Booth 2315

3 St Peter’s Street 
London, N18JD 
UNITED KINGDOM 
+44.0207.764.3331 
jackiec@mdi.uk.com

Measurand Inc.
Booth 2424

921 College Hill Road 
Fredericton, New Brunswick 
E3B 6Z9 CANADA
+1.506.462.9119 
sales@measurand.com 
www.measurand.com

Come see the SHAPE TAPE 
Motion Capture System that 
everyone is talking about.
New fiber-optic-based motion 
capture system tracks shape 
and motion.

Medea Corporation
Booth 629

5701 Lindero Canyon Road 
Building 3-100
Westlake Village, California 
91362 USA 
+1.818.597.7645 
sales@medeacorp.com 
www.medeacorp.com

Medea demonstrates its 
new low-cost VideoRaid 
SAN-ready fibre-channel disk 
arrays. VideoRaid sustains 
85 MB/second on Mac OS, 
Windows NT, and SGI 
systems.

mediadome, Inc.
Booth 2324

3945 Freedom Circle 
Suite 1050
Santa Clara, California 95054 
USA
+1.408.350.9260 
bizdev@mediadome.com 
www.mediadome.com

mediadome’s customer-branded 
browser technologies aggregate 
multiple-web pages into a 
single 3D viewpoint that drives 
traffic, revenues, and overall 
brand awareness for online 
properties.

MediaPEGS
Booth 853

2861 Seattle Drive
Los Angeles, California 90046 
USA
+1.323.850.5802 
jens@mediapegs.com 
www.mediapegs.com

MediaPEGS 2D animation 
software, PEGS NT 3.1, 
creates a link among television 
and cinema and the Internet 
with its new integrated Flash 
converter.
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MENSI, Inc.
Booth 1766

35 Technology Parkway South 
Suite 170
Norcross, Georgia 30092 USA 
+1.770.613.5255 
info@mensi.com 
www.mensi.com

Developer of 3D scanner and 
modeling software for as-built 
data capture. Software creates 
models from point cloud data 
and exports to 3D design 
packages.

Meta Motion
Booth 967

268 Bush Street, Suite 1 
San Francisco, California 
94104 USA
+1.415.550.6382 
info@metamotion.com 
www.metamotion.com

Meta Motion = Better motion 
capture tools: Analogus Gypsy, 
the world’s best real-time 
motion-capture system.
Kaydara FiLMBOX, 
FAMOUS facial animation, 
data gloves, face trackers.

Microboards
Technology LLC
Booth 1060

8150 Mallory Court 
Chanhassen, Minnesota 55317 
USA
+1.952.556.1600 
sales@microboards.com 
www.microboards.com

Microboards Technology LLC 
is a manufacturer of CD and 
DVD editing, recording, and 
duplication equipment.

MindAvenue Inc.
Booth 1231

6300 avenue du Parc 
Suite 302
Montreal, Quebec H3H 1B7 
CANADA
+1.514.271.4774 
info@mindavenue.com 
www.mindavenue.com

Visit MindAvenue Inc. to 
see AXEL, the complete 
interactive 3D Web authoring 
solution; quickly model, 
animate, texture, light, 
preview, and publish content 
for the Web.

Minicomputer 
Exchange, Inc.

Booth 1815

610 North Pastoria Avenue 
Sunnyvale, California 94085 
USA
888.733.4400 
info@mce.com
www.mce.com

The Sun and SGI specialist. 
Workstations, systems, parts, 
peripherals, and upgrades. Sell, 
buy, rent, repair, and service. 
Six-month warranty. Call for 
a quote today!

Minolta Corporation
Booth 2418

101 Williams Drive
Ramsey, New York 07446 
USA
+1.201.529.6060
vivid3d@minolta.com 
www.minoltausa.com

Minolta Corporation is 
featuring its complete family 
of 3D Color Digitizers. The 
scanners capture both 3D 
surface geometry and color 
texture data.

RAM-SAN

"The World's Fastest Storage"
20 usec 
Latency

700 
Mbytes/sec

The RamSan-210 is the storage appliance built for speed. 
Electronic SDRAM media gives the RamSan-210 500x 
less latency and 20x more bandwidth than the best 
mechanical disk drives. Storing heavily accessed data on 
the RamSan-210 eliminates I/O storage wait time for your 
Servers and increases your User's efficiency.

The RamSan-210 gives huge performance boosts to OLTP, 
databases, ERP systems, "hot-files", data warehousing, 
and web server farms. The harder your storage system is 
being hit, the faster the RamSan-210 performs.

Contact Woody: 1-800-666-3204 Booth #1024

Texas Memory Systems, Inc.
Houston, Texas

www.superSSD.com 

(713) 266-3200

SAVE UP TO 50%
Visit booth #2447 (next to the Exhibitor Forum)

at SIGGRAPH 2001 and learn 
how to save on your next SGI, 
Sun or Integraph workstation, 
request quotes online, get 
immediate service and receive 
quick delivery Visit booth #2447 
and learn the XS International 
secret and to register for our 
daily prize giveaway.

www.xsnet.com

1005 Aiderman Drive, Suite 212 • Alpharetta, GA 30005
770.740.0040 • www.xsnet.com
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Miranda Technologies 
Inc.
Booth 901

2323 Halpern Street 
St. Laurent, Quebec H4S 1S3 
CANADA
+1.514.333.1772 
amersales@miranda.com 
www.miranda.com

Miranda Technologies Inc. is 
a leading provider of digital 
video and audio interfaces, 
DTV/HDTV converters, and 
advanced display products.

Morgan Kaufmann 
Publishers
Booth 2032

340 Pine Street, 6th Floor 
San Francisco, California 
94104 USA
+1.415.392.2665 
jsmith@acad.com 
www.mkp.com

Publishers of the finest 
technical information resources 
for computer and engineering 
professionals. Books about: 
computer graphics, human­
computer interaction, 
multimedia information 
and systems, and artificial 
intelligence.

MOTEK Motion 
Technology, Inc.
Booth 639

670 Commercial Street 
Manchester, New Hampshire 
03101 USA
+1.603.641.1300 
info@e-motek.com 
www.e-motek.com

MOTEK Motion Technology, 
Inc. designs and markets real­
time motion data solutions and 
products for the entertainment 
and commercial technology 
industries.

Motion Analysis.com
Booth 1631

3617 Westwind Boulevard 
Santa Rosa, California 95403 
USA
+1.707.579.6500 
brenda.moody@motionanalysis.com 
www.motionanalysis.com

Real-time motion capture for 
the new media industry.

NEC Computers, Inc.
Booth 1833

80 Central Street 
Boxborough, Massachusetts 
01719 USA
+1.978.635.6224 
les.silvern@nec-computers.com 
www.nec-computers.com

NEC’s high-performance 
3D graphics accelerator 
for workstations running 
CAD/CAM, DCC, and broad­
cast applications. AGP4X, 
OpenGL, WindowsNT, 2000, 
XP, Linux, IA32, and IA64 
platforms.

NEC-Mitsubishi 
Electronics Display
Booth 453

1250 North Arlington 
Heights Road
Itasca, Illinois 60714 USA 
+1.630.467.4562 
cruffmg@necmitsubishi.com 
www.necmitsubishi.com

NEC-Mitsubishi Electronics 
Display combines NEC’s LCD 
leadership and Mitsubishi’s 
patented flat-screen CRT tech­
nology to offer innovative 
monitors that change the way 
you see the world.

NewTek
Booth 1125

8200 IH-10 West, Suite 900 
San Antonio, Texas 78230 
USA
+1.210.370.8000 
sales@newtek.com 
www.newtek.com

LightWave 3D: LightWave [6] 
is a next-generation 3D soft­
ware product for special 
effects, animation, modeling, 
and rendering. Video Toaster: 
a complete, uncompressed 
video editing solution with 
capture card, 2D, 3D, and 
editing software and live 
switcher, all for under $5,000.

Newtekpro Magazine
Booth 750

1609 Gaston Avenue
Austin, Texas 78703 USA 
+1.512.459.5099 
mmax@texas.net 
www.newtekpro.com

Next Limit SL
Booth 2441

Galileo 104, 5-4
Madrid 28003 SPAIN 
+34.91.5542170 
info@nextlimit.com 
www.nextlimit.com

Realflow is a particle-based 
fluid simulation system that 
animates liquids and gases. 
Realwave is a wave generator, 
fluid surface, and floating 
object simulator.

Nothing Real LLC
Booth 1367

211 Windward Avenue 
2nd Floor
Venice, California 90291 USA 
+1.310.664.6152 
info@nothingreal.com 
www.nothingreal.com

Nothing Real LLC is a 
high-end software provider. 
Its Shake and Tremor 
compositing solutions are 
designed for film, video, 
broadcast, and HDTV digital 
content creatives.

NTT Network
Innovation Laboratories
Booth 601

1-1 Hikarinooka Yokosuka-shi 
Yokosuka-shi, Kanagawa, 
239-0847 JAPAN 
+81.468.59.3020 
dcinema@exa.onlab.ntt.co.jp 
www.onlab.ntt.co.jp/en/ 
DCinema/

NTT Network Innovation 
Laboratories’ SHD Digital 
Cinema is the world’s first 
demonstration of 8-megapixel 
RGB full-motion playback and 
large-screen projection for 
digital cinema applications.

NVIDIA Corporation
Booth 1701

3535 Monroe Street
Santa Clara, California 95051 
USA
+1.408.615.2500 
info@nvidia.com 
www.nvidia.com

NVIDIA Corporation is the 
global leader in advanced 
graphics and multimedia 
processing technology for the 
consumer and professional 
computing markets.
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NVIDIA Corporation
Booth 1801

2800 Merridian Parkway, 
Suite 125
Durham, North Carolina 
27713 USA
+1.919.572.5770 
pray@nvidia.com 
www.nvidia.com/talent

n-Vision
Booth 1924

7915 Jones Branch Drive
Suite 1201
McLean, Virginia 22102 USA 
+1.703.506.8808 
info@nvis.com 
www.nvis.com

Manufacturers of high- 
performance immersive head­
mounted and hand-held 
display systems.

NxView Technologies, 
Inc.
Booth 1661

2000 Regency Park, Suite 500 
Cary, North Carolina 27511 
USA
+1.919.657.3300 
laura.grover@nxview.com 
www.nxview.com

NxView Technologies, Inc. 
delivers advanced, visually rich 
interactive 3D solutions for 
Web-based applications 
and business needs. Our key 
application areas are 
e-learning, e-commerce, 
and e-marketing.

OES/ITRI
Booth 2136

S220, 10F, Building 51, 195-8, 
Section 4 Chung Hsing Road, 
Chutung, Hsinchu, 310 
TAIWAN 
+886.3.591.3716 
trid@itri.org.tw 
3d.itri.org.tw

OES/ITRI develops high­
speed 3D scanners, easy-to- 
use handheld 3D cameras, and 
full-featured 3D modeling 
software: TriD.

Okino Computer 
Graphics, Inc.
Booth 1904

3397 American Drive, Unit 1 
Mississauga, Ontario L4V 1T8 
CANADA
+1.905.672.9328 
sales@okino.com 
www.okino.com

Okino demonstrates its 
innovative new versions of 
its industry-standard PolyTrans 
Scene/NURBS/CAD/ 
Animation Translation System, 
the NuGraf Rendering System, 
and the NuGraf Developer’s 
3D Toolkit software.

OpenSG Forum
Booth 2167

RundeturmstraBe 6 
Darmstadt, 64283 
GERMANY 
+49.6151.155273 
info@opensg.org 
www.opensg.org

The OpenSG Open Source 
scenegraph system.

Visit Focal Press at SIGGRAPH
Booth #2434

Come check out the new 
Focal Press Visual Effects

and Animation Series
producing animation 

by Catherine Winder & 
Zahra Dowlatabadi

** Step-by-step guide to identifying, 
pitching, selling, developing and producing 
an animated show

Stop by on Wednesday 
August 15th from 1 - 2pm and 

meet the authors!
Plus come browse through our other 

titles such as:

Animator’s Guide to 
2D Animation 
by Hedley Griffin

** A practical step-by-step manual 
written from the animator's point of view

** Free CD-ROM with animation clips 
and demo software

After the show visit www.focalpress.com

Opticore
Booth 852

Pusterviksgatan 3-9, Box 4231 
Goteborg, 402 35 SWEDEN 
+46.31.755.6206 
info@opticore.com 
www.opticore.com

Opticore is the world’s premier 
graphics communications solu­
tions provider. Opticore 
delivers the highest visual 
quality 3D technology used for 
internal, business-to-business, 
and business-to-consumer 
product communication.

Opticore
Booth 852

3250 West Big Beaver 
Suite 327
Troy, Michigan 48084 USA 
+1.248.649.2514
derek.wirebaugh@opticore.com 
www.opticore.com

Opticore is the world’s premier 
graphics communications 
solutions provider. Opticore 
delivers the highest visual 
quality 3D technology used for 
internal, business-to-business 
and business-to-consumer 
product communication.
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Optis
Booth 537

Z.E. La Farlede
Toulon 83078 FRANCE 
+33.494.086.690 
cbicchierai@optis.fr 
www.optis-world.com

Oregon3D, Inc.
Booth 439

9875 SW Beaverton-Hillsdale 
Highway
Beaverton, Oregon 97005-3393 
USA
+1.503.626.9000 
info@oregon3d.com 
www.oregon3d.com

Advanced computer graphics 
training in the areas of 3D 
modeling and animation, 
compositing and editing, and 
real-time content creation.

OTT-LITE Technology
Booth 2451

1214 West Cass Street 
Tampa, Florida 33606 USA 
800.842.8848 
ott@ott-lite.com 
www.ott-lite.com

OTT-LITE VisionSavers for 
computer graphics provide a 
perfect environment to see 
and match colors. The view is 
virtually glare-free to reduce 
eyestrain, and display details 
with clarity and precision.

Pandromeda, Inc.
Booth 2066

15724 Trapshire Court 
Waterford, Virginia 
20197-1002 USA 
+1.310.265.2586 
andrew@pandromeda.com 
www.pandromeda.com

Panoram Technologies, 
Inc.
Booth 2428

10951 Pendleton Street
Sun Valley, California 91352 
USA
+1.818.504.0714
deborah.naramore@panoramtech. 
com
www.panoramtech.com

Panoram Technologies, Inc. is 
the world's premier supplier 
of advanced visualization 
solutions, technologies, and 
facilities that result in powerful 
collaboration and personal 
productivity computing 
environments.

Parallax Inc.
Booth 1012

599 Menlo Drive, Suite 100 
Rocklin, California 95765 
USA
+1.916.624.8333 
kdimaggio@parallaxinc.com 
www.parallaxinc.com

Makers of the BASIC Stamp 
single-board computer; an easy- 
to-program microcontroller.

PatternComputing Ltd
Booth 2166

Chapel House North Street 
York YO1 6JD
UNITED KINGDOM 
+44.1904.656245 
andrew.king@patcom.co.uk 
www.patcom.co.uk

Licensing company with 
breakthrough technology for 
fully automatic unconstrained 
3D face reconstruction. 3D 
capture, tracking, and manipu­
lation of objects direct from 
camera.

PBI Media, LLC.
Booth 1017

701 Westchester Avenue 
White Plains, New York 10604 
USA
800.800.5474 
vcronin@pbimedia.com 
www.pbimedia.com

Film & Video Magazine. AV 
Video Multimedia Producer 
Magazine.

PDI/DreamWorks
Booth 2247

3101 Park Boulevard 
Palo Alto, California 94306 
USA
+1.650.846.8100 
info@pdi.com 
www.pdi.com

PDI/DreamWorks is an 
animation affiliate of 
DreamWorks SKG, producing 
full-length, computer- 
animated feature films.

Pepper’s Ghost 
Productions
Booth 419

Clarendon House 147 
London Road
Kingston-Upon-Thames, 
Surrey KT2 6NH 
UNITED KINGDOM 
+44.20.8546.4900 
sales@pgstudio.com 
www.peppersghost.com

Pepper’s Ghost Productions 
demonstrates PG Studio, 
the production-management 
software developed for anima­
tion studios, and its latest 3D 
animated series for broadcast 
TV and online.

PHI Enterprises Inc.
Booth 2412

12832 Garden Grove 
Boulevard, Suite E 
Garden Grove, California 
92843 USA
+1.714.537.7858 
phienterprises@aol.com 
www.phienterprises.com

PhoeniX Technologies 
Incorporated
Booth 727

4302 Norfolk Street
Burnaby, British Columbia 
V5G 4J9 CANADA 
+1.604.321.3238 
info@ptiphoenix.com 
www.ptiphoenix.com

Visualeyez, the world’s 
fastest active, optical 3D 
real-time motion capture 
system, is powerful enough for 
entertainment applications yet 
sophisticated enough for 
scientific research.

Phoenix Tools S.r.l.
Booth 1375

Via Cardano 8
Milan 20124 ITALY 
+39.02.671.1691 
sales@phoenixtools.com 
www.phoenixtools.com

Phoenix Tools S.r.l. is a global 
leader developing advanced 
software for computer 
graphics. Products presented 
are: ICARUS, TimeMaster, 
Origami, WOOZlab, and 
plugins for Maya, AvidlDS, 
Softimage.
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GamaNetwork
GameDevelopers
Conference

Gamasutra.com

GameDeveloper

Resources for
As the trusted resource of game developers for more than ten years, Gama 
Network, formerly the CMP Game Media Group, is the only organization 

exclusively serving developers of electronic games.

Game Development
The publications, events and web sites of Gama Network are where game 
development professionals from around the world turn for ideas and insight 
when creating the next generation of interactive entertainment.

www.gamanetwork.com

http://www.gamanetwork.com


Pixar Animation 
Studios
Booth 2038

1200 Park Avenue 
Emeryville, California 94608 
USA
+1.510.752.3000 
renderwomen@pixar.com

Pixar Animation Studios 
demonstrates the latest 
advancements to RenderMan 
Artist Tools, Pixar's suite of 
tools designed to bring the 
full power of RenderMan to 
a production facility.

Pixologic, Inc.
Booth 813

336 West 31st Street
Los Angeles, California 90007 
USA
+1.213.748.0990 
info@pixologic.com 
www.pixologic.com

Zbrush, an innovative 2D/3D 
hybrid modeling/painting/ 
texturing application with 
real-time rendering engine 
and intuitive interface.
Customizable lighting, seam­
less textures, materials, layers, 
import/export. Free demo 
download, www.zbrush.com

pmG Worldwide, LLC
Booth 611

7047 Alvern Street, Suite C213 
Los Angeles, California 90045 
USA
+1.310.342.0077 
info@projectmessiah.com 
www.projectmessiah.com

The award-winning interac­
tive speed champion among 
professional 3D animation 
software. Designed for anima­
tors and TDs, it has become 
the secret weapon of studios 
worldwide.

Point Grey Research 
Inc.
Booth 2335

305-1847 West Broadway 
Vancouver, British Columbia 
V6J 1Y6 CANADA 
+1.604.730.9937 
sales@ptgrey.com 
www.ptgrey.com

Developers of the Digiclops 
Stereo Vision System, a 
sensing device that enables 
real-time 3D digital image 
capture.

Polhemus, Inc.
Booth 1001

40 Hercules Drive 
Colchester, Vermont 05446 
USA
+1.802.655.3159 
sigsales@polhemus.com 
www.polhemus.com

Polhemus offers 3D-motion 
tracking, motion-capture, 
and scanning solutions. 
Products include a handheld 
laser scanner, a six-degree-of- 
freedom tracking system, 
and a wireless motion-capture 
system.

Post Magazine 
(Advanstar Technology 
Communities)
Booth 1811

One Park Avenue
New York, New York 10016 
USA
+1.212.951.6600 
maugust@advanstar.com 
www.postmagazine.com

Post, the only magazine 
targeted exclusively to the 
$16 billion post production 
industry, is the primary source 
of news, business, and 
technology for this market.

ProMax Systems, Inc.
Booth 339

16 Technology Drive, Suite 106 
Irvine, California 92618 USA 
800.977.6629 
promax@promax.com 
www.promax.com

ProMax Systems, Inc., is a 
leading provider of turnkey 
digital video editing systems 
using solutions from Adobe, 
Apple, Avid, Matrox, Pinnacle, 
Sony, JVC, and others.

Promos
Booth 1011

Via Camperio
Milano 20123 ITALY 
+39.02.8515.5318 Phone 
+39.02.8515.5227 Fax 
cawgi@mi.camcom.it 
www.promos-milano.com

Pulse
Booth 1025

654 Mission Street
San Francisco, California 
94105 USA
+1.415.348.4000 
info@pulse3d.com 
www.pulse3d.com

Pulse, the leading rich-media- 
technology platform for 
creating and experiencing 
interactive, 3D animation 
Web-wide, enables digital 
content creation for entertain­
ment, e-commerce, advertising, 
and education.

Purdue University, 
Department of 
Computer Graphics 
Technology
Booth 1936

1419 Knoy Hall, Room 363 
West Lafayette, Indiana 
47907-1419 USA
+1.765.494.7505 
drshort@tech.purdue.edu 
www.tech.purdue.edu/cg

Purdue University, 
Department of Computer 
Graphics Technology offers 
BS and MS degree options in 
several areas of computer 
graphics technology.

QEDSoft, Inc.
Booth 1961

555 North Mathilda Avenue 
Suite 7
Sunnyvale, California 94806 
USA
+1.408.523.1978 
info@qedsoft.com 
www.qedsoft.com

QEDSoft, Inc. develops soft­
ware products that enable 
delivery of 3D animation over­
laid on a Web page on: PC, 
Mac, and game consoles, using 
56K or higher connections.

Raindrop Geomagic, 
Inc.
Booth 833

617 Davis Drive, Suite 300 
Durham, North Carolina 
27713 USA
+1.919.474.0122 
inquiry@geomagic.com 
www.geomagic.com

Geomagic Studio creates 
precise 3D computer models 
used in industrial design and 
manufacturing engineering, 
custom medical manufactur­
ing, cinematic special effects, 
animation, and game 
development.
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KEEP THE

DRAMA
ONSCREEN.

The IBM IntelliStation round-the-clock, 
roll-up-their-sleeves support experts can 
help defuse potentially explosive scenes.

Creating dramatic content is easier than ever with an 
IntelliStation® workstation, thanks to 1.70GHz1 clock speeds 
and nearly 100 vendor-certified, continuously tuned DCC 
applications (and 18 other compatible apps).2 And when 
you have questions, Ask IntelliStation support3 experts are 
there 24/7. They know the applications you use every day 
and how they work with the hardware. Their quick, straight­
forward answers can put the brakes on small snags, 
before they reach crisis proportions.

And while it’s hard to compare a star performer like the 
IntelliStation workstation to even its closest competitor, we 
think you’ll want to. You’ll discover that for about what you’d 
pay for a Dell Precision, the IntelliStation delivers better 
performance,4 and offers the kind of top-notch support you 
need to keep those tense moments to a minimum.

IBM IntelliStation M Pro
Exceptional workstation performance
Intel® Pentium® 4 processor 1.70GHz
512MB ECC memory
18.2GB5 Ultra160 SCSI hard drive
IBM® Fire GL4™ graphics6
48X-20X7 CD-ROM
10/100 Ethernet
Microsoft® Windows® 2000 Professional 
3-year limited warranty8
Part #684934U

$4,5799
SuccessLease™ 
for Small Business $152/MO.10, 36 MOS.
CUSTOMIZE YOURS:
17" TFT Monitor
(Part #6657HG2) $1,269 or $45/month

36.4GB 10,000 rpm Ultra160 SCSI
Hard Disk Drive
(Part #00N8209) $839 or $30/month

IBM IntelliStation Z Pro
Ultimate scalability and power
Intel Pentium III Xeon™ processor 1.0GHz 
dual processor capable
512MB ECC RDRAM
18.2GB Ultra160 SCSI hard drive
IBM® Fire GL2™ graphics6
48X-20X CD-ROM
10/100 Ethernet
Windows 2000 Professional
3-year limited warranty
Part #686669U

$4,459
SuccessLease
for Small Business $148/MO., 36 MOS.
CUSTOMIZE YOURS:
21" (19" VIS) CRT Trinitron Monitor
Stealth Black, not shown
(Part #655263N) $1,059 or $37/month

9.4/4.7GB IDE DVD-RAM Drive
(Part #10K3561) $489 or $17/month

DIRECT TO YOU
Call toll free 1 866 426-3244 or
Click www.ibm.com/smallbusiness/M149
to buy direct or to locate an IBM reseller.

IBM PCs use genuine Microsoft® Windows® 
www.microsoft.com/piracy/howtotell

1MHz/GHz only measures microprocessor internal clock speed; many factors affect application performance. Warranty, service and support for non-IBM products are provided directly to you through third parties. 
IBM makes no representations or warranties regarding non-IBM products. 3Requires separate Internet access account. Response times may vary. 4Data on competitive products is obtained from publicly available 
information and is subject to change without notice. Contact the manufacturer for the most recent information. 5GB equals one billion bytes when referring to storage capacity; accessible capacity may be less. 6Fire
GL2 and Fire GL4 are trademarks of ATI Technologies, Inc., used under license. 7CD-RW, DVD-ROM and CD-ROM drives list a variable read rate. CD-RW write and re-write speeds vary and list only the maximum 
possible. Actual CD-RW, DVD-ROM and CD-ROM speeds will vary and are often less than the maximum possible. The read and write results of the CD-RW drive depend on the quality and characteristics of the
CD-R and CD-RW media used. Poor results may be obtained with some media suppliers. 8For terms and conditions or copies of IBM’s Statement of Limited Warranty, call 1 800 772-2227 in the US and in Canada 
call 1 800 426-2255. Telephone support may be subject to additional charges. For warranties including onsite labor, customer may be asked certain diagnostic questions before a technician is sent. Tricing shown 
is price available from IBM directly. Reseller prices may vary. IBM price does not include tax or shipping and is subject to change without notice. 10SuccessLease is offered by third-party providers of business financing 
approved by IBM Global Financing. SuccessLease terms and conditions provided by the third party. Featured monthly lease payments include prespecified purchase option at end of lease, to qualified business 
customers only, installing in the US. Documentation fee and first month’s payment due at lease signing; taxes are additional. Offer may be withdrawn or changed without notice. Options cannot be leased separately. 
IBM reserves the right to alter product offerings and specifications at any time, without notice. IBM cannot be responsible for photographic or typographic errors. SuccessLease and all IBM product names are 
registered trademarks or trademarks of International Business Machines Corporation. Intel, the Intel Inside logo and Pentium are registered trademarks and Pentium III Xeon is a trademark of Intel Corporation. 
Microsoft and Windows are registered trademarks of Microsoft Corporation. Other company, product and service names may be trademarks or service marks of others. ©2001 IBM Corp. All rights reserved.
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Reachin Technologies 
AB
Booth 931

14205 SE 36th Street, Suite 100 
Bellevue, Washington 98006 
USA
+1.425.519.3780 
info@reachin.se 
www.reachin.se

The Reachin API and the 
Reachin Display offer 
application developers a 
unique environment for 
developing stereo, co-located 
multi-sensory (haptic and 
graphic) applications.

REALVIZ S.A.
Booth 1467

Arep Center-1 Traverse 
des Brucs
Sophia Antipolis, 06560 
FRANCE
+33.4923.88460 
laurence.janssen@realviz.com 
www.realviz.com

REALVIZ S.A. is a high tech­
nology company that develops 
image-processing software for 
special effects and computer 
graphics animation: 
MatchMover, ReTimer, 
ImageModeler, and Stitcher.

Reflex Systems Inc.
Booth 2205

4200 St-Laurent Boulevard 
Suite 901
Montreal, Quebec H2W 2R2 
CANADA
+1.514.985.0695 
jean@reflex3d.com 
www.reflex3d.com

Reflex Systems Inc. develops 
and markets high-resolution 
3D human modeling, render­
ing, and animation software 
solutions. Its flagship product, 
Reflex DRAMA, is based on 
NT.

RES Media Group, Inc.
Booth 437

601 West 26th Street 
11th Floor
New York, New York 
10001-1101 USA 
+1.212.217.1154 
suea@res.com
www.res.com

RES Media Group, Inc. 
produces RES Magazine, a 
bimonthly publication covering 
the trends and technology in 
digital filmmaking, and 
RESFEST, the internationally 
acclaimed all-digital film 
festival.

Rhythm & Hues Studios
Booth 2023

5404 Jandy Place
Los Angeles, California 90066 
USA
+1.310.448.7500 
recruitment@rhythm.com 
www.rhythm.com

Rhythm & Hues Studios 
creates award-winning effects, 
computer animation, and live- 
action for commercials and 
feature films, in a work 
environment that respects both 
people and process.

RichFX, Inc.
Booth 517

1450 Broadway, 18th Floor 
New York, New York 10018 
USA
877.860.6269 
sales@richfx.com 
www.richfx.com

RichFX, Inc. provides 
innovative technology solutions 
for e-commerce that enable 
consumers to enjoy enhanced 
rich-media experiences 
regardless of Internet 
connection speed.

Right Hemisphere Ltd.
Booth 2116

P.O. Box 99873 Newmarket
Auckland 1031
NEW ZEALAND 
+64.9.523.4670 
sales@righthemisphere.com 
www.righthemisphere.com

Right Hemisphere Ltd. 
provides solutions for finding, 
browsing, viewing, rendering, 
texturing, translation, and 
publishing of 3D graphics, 
which compliment most 
existing 3D applications.

Roland DGA
Corporation
Booth 1866

15271 Barranca Parkway 
Irvine, California 92618 USA 
800.542.2307
info@rolanddga.com 
www.rolanddga.com

Roland DGA Corporation 
announces the new LPX-250 
Laser Picza. The scanner, 16- 
inch height x 10-inch diameter 
x 5-inch depth, features a 
4-axis laser scanner and a scan 
speed of 15RPM.

Savannah College of 
Art and Design
Booth 2011

P.O. Box 3146
Savannah, Georgia 31402-3146 
USA
+1.912.525.5100 
admissions@scad.edu 
www.scad.edu

SCAD offers BFA, MFA, MA, 
and MArch degrees. Computer 
art tracks include 2D anima­
tion, 3D animation, motion 
graphics, and interactive 
design/game development.

Savannah Digital 
Communications
Booth 850

609 East 56th Street, Suite A 
Savannah, Georgia 31405 USA 
+1.912.286.1925 
jd@savannahdigital.com 
www.savannahdigital.com

Savannah Digital 
Communications is a leading 
provider of translation services 
for production of technical 
manuals and marketing 
materials for all major world 
markets.

SBS Technologies, Inc.
Booth 1829

1284 Corporate Center Drive 
St. Paul, Minnesota 55121 
USA
+1.651.905.4700 
info.cp@sbs.com 
www.sbs.com

High-bandwidth communica­
tions interfaces between work­
stations and/or embedded 
systems. 32-bit and 64-bit PCI 
expansion systems and 
components. Fibre channel 
host bus adapters for 
PCI/CompactPCI/PMC.

Scientific Placement, 
Inc.
Booth 955

800 Tully Road, Suite 170 
Houston, Texas 77079 USA 
+1.281.496.6100 
abk@scientific.com 
www.scientific.com

Scientific Placement, Inc. is a 
technical recruiting firm with 
a focus on commercial soft­
ware and hardware in the 
graphics, multimedia, audio, 
video, and animation 
industries nationwide.
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Read Macworld product reviews,

compare products & prices,

and buy smarter.

Get it all in the NEV Macworld PriceFinder.
■ Lab-based Reviews ■ Macworld Mouse Ratings ■ Quality Mac Products ■ Loads of Online Stores ■ Out-the-door Pricing

Now better than ever!
Macworld IPriceFinder

review, compare, buy smarter.
www.macworldpricefinder.com
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Screamline Rendering 
Services
Booth 1719

1700 SW 167th Place 
MS: EB2-204
Beaverton, Oregon 97006 
USA
866.736.3377
info@screamlinerendering.com 
www.screamlinerendering.com

Screamline Rendering Services 
is the professional, Web-based 
graphics rendering solution. 
We offer exceptional speed, 
unparalleled service, and the 
latest project management 
tools.

Seeing Machines
Booth 451

Ground Floor, Innovation 
Building, Garran and 
Eggleston Roads 
Canberra 2601
AUSTRALIA 
+61.26.125.6501 
info@seeingmachines.com 
www.seeingmachines.com

Developer of faceLAB, 
a realtime, robust stereo 
camera-based face and gaze 
tracker.

Sense8
Booth 1825

100 Shoreline Highway 
Suite 282
Mill Valley, California 94941 
USA
+1.415.339.3200 
joe@eai.com 
www.sense8.com

Sense8's cross-platform, real­
time application development 
tools (worldtoolkit, worldup, 
world2world) simplify the 
complex task of creating 3D 
applications for PCs up to 
immersive Unix projection 
systems.

SGDL Systems, Inc.
Booth 1960

5115 de Gaspe Avenue 
Suite 650
Montreal, Quebec H2T 3B7 
CANADA 
+1.514.948.0927 
sgdl@sgdl.com 
www.sgdl.com

SGDL Systems, Inc. provides 
the 3D community and its 
industrial users and researchers 
with a 3D compact language 
for universal and evolutive 
solutions.

SGI
Booth 1401

1600 Amphitheatre Parkway 
Mountain View, California 
94043 USA
+1.650.990.1980 
info@sgi.com 
www.sgi.com

SGI is the world's leading 
provider of high-performance 
computing and visualization 
solutions. We enable technical 
and creative professionals to 
turn their visions into reality.

Silicon Grail
Booth 1901

736 Seward Street
Hollywood, California 90038 
USA
+1.323.871.9100 
info@sgrail.com 
www.sgrail.com

Silicon Grail, founded by four­
time Academy Award winner 
Ray Feeney, develops software­
based compositing solutions 
optimized for feature film and 
larger format resolutions.

SIMI Reality Motion 
Systems GmbH
Booth 2068

Max-Planck-Strasse 11 
Postfach 1518
Unterschleissheim, 85716 
GERMANY 
+49.89.321459-0 
simi@simi.com 
www.simi.com

Three-dimensional optical 
motion-capture software 
including export for common 
animation packages like 
Softimage, Maya, 3ds max, 
LightWave. Allows realistic 
character animation and 
flexible, economical motion 
capturing.

Singular Inversions
Booth 1966

1 - 1350 West 14th Avenue 
Vancouver, British Columbia 
V6H 1R1 CANADA
+1.604.730.1727 
sales@singularinversions.com 
www.facegen.com

Singular Inversions is the tech­
nology leader in statistics-based 
modeling of human face shape 
and appearance.

SMPTE
Booth 905

595 West Hartsdale Avenue 
White Plains, New York 
10607-1824 USA
+1.914.761.1100 
mktg@smpte.org 
www.smpte.org

Founded in 1916, SMPTE is 
recognized around the globe as 
a leader in the development of 
standards and authoritative, 
consensus-based engineering 
guidelines.

Softimage Co.
Booth 1111

3510 St. Laurent Boulevard 
Montreal, Quebec H2X 2V2 
CANADA
+1.514.840.0489 
aelvish@softimage.com 
www.softimage.com

Softimage creates powerful 
tools for the professional 
digital artist. SOFTIMAGE| 
XSI is the premier nonlinear 
animation system, enabling 
artists to innovate, create, and 
collaborate.

Solid Modeling 
Solutions
Booth 2328

17708 SE 40th Place
Bellevue, Washington 98008 
USA
+1.206.463.1417 
info@smlib.com 
www.smlib.com

SMLib is a NURBS-based 
geometry modeling kernel, 
released in C+ + source code, 
ideally suited for application 
developers who need accurate 
representation of complex 3D 
objects.

Solidscape, Inc.
Booth 1851

316 Daniel Webster Highway 
Merrimack, New Hampshire 
03054 USA
+1.603.429.9700 
precision@solid-scape.com 
www.solid-scape.com

Manufacturer of rapid proto­
typing systems. Turn CAD 
files into solid 3D models so 
accurate, that you can produce 
tooling-grade patterns ready 
for casting or mold making.
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Sonic Desktop Software
Booth 1006

9836 White Oak Avenue
Suite 209
Northridge, California 91325 
USA
+1.818.718.9999 
info@sonicdesktop.com 
www.smartsound.com

We are the makers of 
SmartSound and Sonicfire 
Pro, the best-selling sound­
track creation software for 
visual content creators and 
video 
editors.

Sony Pictures 
lmageworks Inc.
Booth 1731

9050 West Washington 
Boulevard
Culver City, California 
90232-2518 USA
+1.310.840.8000 
don@imageworks.com 
www.imageworks.com

Sony Pictures lmageworks Inc. 
is an award-winning, state-of- 
the-art digital production 
company dedicated to the art 
and artistry of visual effects 
and computer animation.

Spatial Integrated 
Systems, Inc.
Booth 1667

7564 Standish Place Suite 123 
Rockville, Maryland 20855 
USA
+1.301.610.7965 
info@sisinc.org 
www.sisinc.org

Spatial Integrated Systems, 
Inc. provides digital video 
imaging systems and leading­
edge software tools. These 
tools are used to create 3D 
models, animation, computer 
games, and reverse engineer­
ing prototypes.

SpheronVR AG
Booth 2058

St. Quentin-Ring 73 
Kaiserslautern, 67663 
GERMANY 
+49.631.3111292 
info@spheron.com 
www.spheron.com

High-dynamic-range 
(HDR) light sources for your 
rendering scene! Spheron 
VR presents its solution to 
capture full spherical HDR 
images in a single scan.

Springer-Verlag New 
York, Inc.
Booth 1018

175 Fifth Avenue
New York, New York 10010 
USA
800.777.4643
custserv@springer-ny.com 
www.springer-ny.com

Springer-Verlag New York, 
Inc. is known for publishing 
essential books and journals in 
computer graphics, imaging, 
and computer vision. All 
books are 20% off.

Square USA, Inc.
Booth 1927,1166

55 Merchant Street, Suite 3100 
Honolulu, Hawaii 96813 USA 
+1.808.535.9000 
terri@squareusa.com 
www.squareusa.com

Square USA, Inc. has lots to 
offer with its unprecedented 
full-length CG feature films 
production. Come and see us 
at our booth.

3D Texturing & UV Mapping

DEEP PAINT 3D

New Product Releases 
at SIGGRAPH 2001!
Booth No. 2116

3D Exploration™

Browse, View, Render, Translate!

RIGHThemisphere
Enriching the Human Experience

Images:

Alexis ©2001, The Ballistic Pixel Lab, Inc
Freaky Frank ©2000, Bill Fleming, Komodo Studio

www.righthemisphere.com/siggraph01.htm

Exhibitors

mailto:info@sonicdesktop.com
http://www.smartsound.com
mailto:don@imageworks.com
http://www.imageworks.com
mailto:info@sisinc.org
http://www.sisinc.org
mailto:info@spheron.com
http://www.spheron.com
mailto:custserv@springer-ny.com
http://www.springer-ny.com
mailto:terri@squareusa.com
http://www.squareusa.com
http://www.righthemisphere.com/siggraph01.htm


Steamboat Software, 
Inc.
Booth 1967

4456 Avocado Street
Los Angeles, California 90027 
USA
+1.323.665.0454 
twain@steamboat-software.com 
www.steamboat-software.com

Steamboat Software, Inc. 
develops software and offers 
consulting services for the 
feature film, television, and 
interactive games industries. 
Steamboat develops the 
award winning rendering 
package Jig.

Stratasys Inc.
Booth 2305

14950 Martin Drive
Eden Prairie, Minnesota 55344 
USA
+1.952.937.3000 
info@stratasys.com 
www.stratasys.com

Stratasys Inc. manufactures 
rapid prototyping systems 
and 3D printers to create 3D 
models and prototypes from 
CAD drawings.

Sun Microsystems, Inc.

901 San Antonio Road M/S 
UMPK10-209
Palo Alto, California 94303 
USA
+1.650.786.7790 
julie.kelty@corp.sun.com 
www.sun.com

Sun Microsystems, Inc. is 
the leading provider of work­
stations, servers, and services 
for technical and creative 
professionals.

Superscape
Booth 2324

3945 Freedom Circle
Suite 1050
Santa Clara, California 95054 
USA
888.899.9266 
gyeadon@superscape.com 
www.superscape.com

Superscape e-Visualizer (SeV), 
an innovative new technology 
designed specifically for the 
Internet, delivers high-quality, 
fully interactive 3D visualiza­
tion through a seamless install 
for e-business.

SynaPix
Booth 1921

650 Suffolk Street
Lowell, Massachusetts 01854 
USA
+1.978.970.5300 
info@synapix.com 
www.synapix.com

SynaPix solutions allow 
content creators to combine 
2D imagery with CG 3D 
graphics and animation for 
film, television, industrial 
design, and electronic game 
design.

Tactex Controls Inc.
Booth 530

240 Bay Street
Victoria, British Columbia 
V9A 3K5 CANADA 
+1.250.480.1132 
brian@tactex.com
www.tactex.com

Explore real-time interaction 
with animated figures and 
digital images. Our technology 
empowers next-generation 
tools for expressive, gestural 
control of digital images and 
sound.

TAN Projections 
Technology GmbH & 
Co. KG
Booth 1761

Tiefenbroicher Weg 35/A2 
Dusseldorf, 40472 
GERMANY 
+49.211.4179290 
info@tan.de 
www.tan.de

Leadership in high-end 
immersive graphic projection 
display systems, including 
the newly developed POSA 
system, a psuedo-raster 
calligraphic display system 
for CRTs and DLPs.

Technical Animations, 
Inc.
Booth 1855

2720 River Road, Suite 150 
Des Plaines, Illinois 60018 
USA
888.447.4935 
sales@techanim.com 
www.techanim.com

Technical Animations, Inc. 
offers plug-ins and training 
tapes for 3ds max, as well as 
audio/video tools for the PC.

Texas Memory Systems, 
Inc.
Booth 1024

11200 Westheimer Road
Suite 1000
Houston, Texas 77042 USA 
+1.713.266.3200 
sales@superssd.com 
www.superssd.com

The RamSan-210 is the 
“World's Fastest Storage” 
appliance. Since it is based on 
SDRAMS, bandwidth is very 
high and latency is very low.

TGS, Inc.
Booth 425

5330 Carroll Canyon Road 
Suite 201
San Diego, California 92121 
USA
+1.858.457.5359 
info@tgs.com 
www.tgs.com

TGS, Inc. is a leading vendor 
of 3D graphics toolkits and 
applications for developers, 
providing C + + and Java 
development toolkits for Open 
Inventor, PHIGS, and VRML.

TOOLFARM Inc.
Booth 2311

785 Market Street, Suite 850 
San Francisco, California 
94103 USA
888.748.3276 
info@toolfarm.com 
www.toolfarm.com

TOOLFARM Inc. offers Web 
designers, animators, and 
video editors an unparalleled 
one-stop-shop for software, 
hardware, training, and 
consulting.

Toon Boom 
Technologies, Inc.
Booth 839

7 Laurier East
Montreal, Quebec H2T 1E4 
CANADA
+1.514.278.8666 
info@toonboom.com 
www.toonboom.com

Toon Boom Technologies, Inc. 
is the only company offering 
100% vector-based, resolution­
independent, Macromedia 
Flash-enabled, 2D cartoon 
animation software packages 
for all media platforms.

Exhibitors

mailto:twain@steamboat-software.com
http://www.steamboat-software.com
mailto:info@stratasys.com
http://www.stratasys.com
mailto:julie.kelty@corp.sun.com
http://www.sun.com
mailto:gyeadon@superscape.com
http://www.superscape.com
mailto:info@synapix.com
http://www.synapix.com
mailto:brian@tactex.com
http://www.tactex.com
mailto:info@tan.de
http://www.tan.de
mailto:sales@techanim.com
http://www.techanim.com
mailto:sales@superssd.com
http://www.superssd.com
mailto:info@tgs.com
http://www.tgs.com
mailto:info@toolfarm.com
http://www.toolfarm.com
mailto:info@toonboom.com
http://www.toonboom.com


Savannah College of Art and Design

It’s Alive!, Alias/Wavefront Maya™,Adobe Photoshop®, Deep Paint 3D™ and Adobe After Effects®
Terry Ziegelman, St. Louis, Mo., second year M.F.A.; Paul George, Valencia, Venezuela, second year M.F.A.; Stephen Johnson, Charleston, S.C., B.F.A.; Jamie Kirschenbaum, Reston, Va., B.F.A.

Come visit us at SIGGRAPH booth #2011

Bachelor of Fine Arts • Master of Architecture

Master of Arts • Master of Fine Arts

Architectural History • Architecture • Art History • Computer Art • Fashion • Fibers • Furniture Design 

Graphic Design • Historic Preservation • Illustration • Interior Design • Media and Performing Arts 

Metals and Jewelry • Painting • Photography • Product Design • Sequential Art • Video/Film

Savannah College of Art and Design / An International University for the Arts I P.O. Box 2072 / Savannah, Georgia 31402-2072 USA

Phone 800.869.7223 or 912.525.5100 / Fax 912.525.5986 / E-mail admission@scad.edu / Web www.scad.edu
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Total Training
Booth 550

324 Encinitas Boulevard 
Encinitas, California 92024 
USA
+1.760.944.3900 
sales@totaltraining.com 
www.totaltraining.com

Total Training develops 
and markets quality multi­
media training courses for 
professionals and enthusiasts 
who use software to create 
pre-press graphics, Web 
designs, and videos.

Trimension Systems
Booth 1647

303 Potrero Street, Suite 50 
Santa Cruz, California 95060 
USA
+1.831.426.6300 
natalie@trimension-inc.com 
www.trimension-inc.com

Specialist in immersive 
visualization solutions.

Trolltech
Booth 719

Waldemarthranesgt 98 
Oslo 0175 NORWAY 
+47.21.604800 
anette@trolltech.com 
www.trolltech.com

Trolltech AS is a computer 
software company, providing 
development tools and 
libraries. Our flagship product 
is Qt, the multi-platform, C + + 
Graphical User Interfaces 
toolkit.

Turbo Squid, Inc.
Booth 1261

107 Mallard Street S-D 
St. Rose, Louisiana 70087 
USA
+1.504.468.7827 
hdenis@turbosquid.com 
www.turbosquid.com

Turbo Squid, Inc. offers 
content creators direct access to 
the world’s largest single 
repository of graphic elements, 
including 3D models, textures, 
motion files and sound files.

Turquoise Technology 
Corporation
Booth 2060

5665 Airport Boulevard 
Suite 105
Boulder, Colorado 80303 USA 
+1.720.890.4321 
valbicker@contentcube.com 
www.contentcube.com

Multimedia asset management 
and storage solution geared 
toward creative agencies, cor­
porate marketing departments, 
and industrial design firms.

UBQT Media Inc.
Booth 317

12344 Sunset Parkway 
Los Angeles, California 90064 
USA
+1.310.399.0639
miller_ginal4@yahoo.com

UCLA Extension - 
Computer Graphics 
Booth 2351

10995 Le Conte Avenue
Room 414
Los Angeles, California 90024 
USA
+1.310.206.1422 
jtumblet@unex.ucla.edu 
www.uclaextension.org

UCLA Extension's Computer 
Graphics and Graphic Design 
Program provides comprehen­
sive instruction to pursue a 
career in computer graphics 
and graphic design.

UGS
Booth 325

10824 Hope Street 
Cypress, California 90630 
USA
800.498.5351 
cspierce@ugs.com 
www.ugs.com

UGS is focused on improving 
the product life cycle for 
design and manufacturing 
companies through software 
and consulting solutions 
that address process and 
productivity enhancements.

University of Advancing 
Computer Technology 
Booth 1900

2625 West Baseline Road 
Tempe, Arizona 85283 USA 
800.658.5744 
admissions@uact.edu 
www.uact.edu

University of Advancing 
Computer Technology is 
a private technology university 
seeking students who have 
a passion for computer 
technology.

Vancouver Film School
Booth 1831

200-198 West Hastings Street 
Vancouver, British Columbia 
V6B 1H2 CANADA 
+1.604.685.5808 
registrar@vfs.com 
www.vfs.com

Vancouver Film School 
offers intense, immersion 
production-based training in 
filmmaking, new media, 3D 
animation, classical animation, 
Maya, acting, writing, and 
make-up for film and TV.

VFX Software
Booth 1939

6-7-35, Kitashinagawa 
Shinagawa-ku
Tokyo, 141-0001 JAPAN 
vfx.sales@sony.co.jp 
www.socratto.com

VFX Software is engaged in 
development of a high-end 
digital production tool for TV 
commercials and the feature 
film, “Socratto.”

Vicon Motion Systems
Booth 1433

9 Spectrum Pointe Drive 
Lake Forest, California 92630 
USA
+1.949.472.9140 
moveme@vicon.com 
www.vicon.com

Vicon Motion Systems, 
a subsidiary of OMG, will 
perform live motion-capture 
demonstrations utilizing 
award-winning MCams and 
the V8i, a real-time, optical 
motion-capture system.

Exhibitors

mailto:sales@totaltraining.com
http://www.totaltraining.com
mailto:natalie@trimension-inc.com
http://www.trimension-inc.com
mailto:anette@trolltech.com
http://www.trolltech.com
mailto:hdenis@turbosquid.com
http://www.turbosquid.com
mailto:valbicker@contentcube.com
http://www.contentcube.com
mailto:miller_ginal4@yahoo.com
mailto:jtumblet@unex.ucla.edu
http://www.uclaextension.org
mailto:cspierce@ugs.com
http://www.ugs.com
mailto:admissions@uact.edu
http://www.uact.edu
mailto:registrar@vfs.com
http://www.vfs.com
mailto:vfx.sales@sony.co.jp
http://www.socratto.com
mailto:moveme@vicon.com
http://www.vicon.com
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Videography 
Magazine/U nited 
Entertainment Media
Booth 431

460 Park Avenue South
9th Floor
New York, New York 10016 
USA
+1.212378.0400 
jpalombo@uemedia.com 
www.uemedia.com

Videography Magazine’s 
readers represent the people 
who shoot, light, produce, edit, 
animate, design, stream, and 
create content for DVD, 
broadcast, corporate, cable, 
and the Web.

Viewpoint Corporation
Booth 1611

498 Seventh Avenue
Suite 1810
New York, New York 10018 
USA
+1.212.201.0800 
sales@viewpoint.com 
www.viewpoint.com

Viewpoint Corporation is 
the leading provider of 3D 
and rich media visualization 
and marketing solutions for 
the Web, offering e-commerce, 
branding, and advertising 
solutions.

Vircom Inc.

3030 Le Carrefour, Suite 701 
Laval, Quebec H7T 2P5 
CANADA
+1.450.681.3332
nadine.trudeau@vircom.com 
www.vircom.com

Virtools SA

93, rue du Vieille du Temple 
Paris, 75003 FRANCE 
+33.142.714686 
info@virtools.com 
www.virtools.com

Create, deploy, experience 
game-like interactivity.

Virtue3D
Booth 311

21 Eliot Street
Natick, Massachusetts 01760 
USA
+1.508.651.7600 
info@virtue3d.com 
www.virtue3d.com

Virtue3D is a leading provider 
of 3D delivery and rendering 
solutions, enabling superior 
and efficient 3D content and 
applications for on-line use.

Visviva Software, Inc.

2200 Ogden Avenue, Suite 350 
Lisle, Illinois 60532 USA 
+1.630.963.5591 
tu@visviva.com 
www.visviva.com

Visviva Software, Inc. is the 
developer of 2D/3D interactive 
multimedia authoring tools 
in the implementation of 
corporate presentation, 
e-learning, e-training, and 
product demos.

Vivid Group, Inc.

317 Adelaide Street West 
Suite 302
Toronto, Ontario M5V 1P9 
CANADA
+1.416.340.9290 
vincent@vividgroup.com 
www.vividgroup.com

GX VR Systems put players’ 
live images into games where 
they can interact with natural 
hand and body movements to 
control their experiences.

VRex, Inc.

85 Executive Boulevard 
Elmsford, New York 10523 
USA
+1.914.345.7333 
info@vrex.com
www.vrex.com

Wacom Technology 
Corporation

1311 SE Cardinal Court 
Vancouver, Washington 98683 
USA
+1.360.896.9833 
events@wacom.com
www.wacom.com

Check out Wacom’s 
complete line of professional 
graphics tablets for designers, 
photographers, animators, 
videographers and 3D artists. 
Providing comfort, control, 
and productivity.

Waskul Entertainment

11952 Discovery Court 
Moorpark, California 93021 
USA
+1.805.378.6218 
steve@waskul.com

Waskul Entertainment is 
pleased to once again present 
world-class production 
solutions at ACM SIGGRAPH 
2001. This year our partners 
include Kingston, Maxtor, 
Pinnacle Systems, Storcase, 
and others.

Web3D Consortium

23 Dos Posos
Orinda, California 94563 USA 
+1.925.254.3079 
ajviking@aol.com 
www.web3d.org

The Web3D Consortium is 
a non-profit organization with 
a mandate to develop and 
promote open standards to 
enable 3D Web and broadcast 
applications.

Will Vinton Studios

1400 NW 22nd Avenue 
Portland, Oregon 97210 USA 
+1.503.225.1130 
info@vinton.com 
www.vinton.com

For over 25 years, Will Vinton 
Studios has produced award­
winning animation and is cur­
rently considered one of the 
industry’s most respected 
producers of CGI character 
animation.

Exhibitors

mailto:jpalombo@uemedia.com
http://www.uemedia.com
mailto:sales@viewpoint.com
http://www.viewpoint.com
mailto:nadine.trudeau@vircom.com
http://www.vircom.com
mailto:info@virtools.com
http://www.virtools.com
mailto:info@virtue3d.com
http://www.virtue3d.com
mailto:tu@visviva.com
http://www.visviva.com
mailto:vincent@vividgroup.com
http://www.vividgroup.com
mailto:info@vrex.com
http://www.vrex.com
mailto:events@wacom.com
http://www.wacom.com
mailto:steve@waskul.com
mailto:ajviking@aol.com
http://www.web3d.org
mailto:info@vinton.com
http://www.vinton.com


CAUTION:
Contains Graphic Information.

From live-action to digital 3-D CGI, we cover the ever 
evolving world of visual effects. With daily reporting 
and special issues devoted to the art, craft and 
technology of visual effects and animation.

To subscribe, call 1.866.525.2150.
To advertise, call 323.525.2010.



Workstation Users 
Alliance, Inc.
Booth 1046

16160 Caputo Drive
Morgan Hill, California 95037 
USA
+1.408.782.1044 
sales@wua.cc
www.wua.ee

Workstation Users Alliance, 
Inc. offers complete sales, 
repair, spare parts, system 
integration, and customized 
maintenance to meet your SGI 
and Sun needs.

Xerox Office Printing 
Business
Booth 1932

26600 SW Parkway Avenue 
Suite 7060-630
Wilsonville, Oregon 97006 
USA
800.835.6100 
sales@opbu.xerox.com 
www.xerox.com/officeprinting

Color LED, solid ink and laser 
printers, monochrome, B&W 
printers. Color copiers.

XS International, Inc.
Booth 2447

1005 Aiderman Drive 
Suite 212-213
Alpharetta, Georgia 
30005-8859 USA 
+1.770.740.0040 
xs@xsnet.com 
www.xsnet.com

Since 1990, XS International, 
Inc. has been the leading 
reseller of refurbished 
SGI, Sun and Intergraph 
workstations, servers, memory, 
disk, and more!

Z Corporation
Booth 2339

20 North Avenue 
Burlington, Massachusetts 
01803 USA
+1.781.852.5005 
sales@zcorp.com 
www.zcorp.com

Z Corporation sells the 
world’s fastest 3D Printer. Its 
distinguishing features are its 
speed and ease of use.

Exhibitors

mailto:sales@wua.cc
http://www.wua.ee
mailto:sales@opbu.xerox.com
http://www.xerox.com/officeprinting
mailto:xs@xsnet.com
http://www.xsnet.com
mailto:sales@zcorp.com
http://www.zcorp.com


Register with Variety.com and receive a FREE 30-day trial!

The new Variety.com is redesigned, expanded and more essential than ever. The industry's 

premier website is packed with exclusive features and benefits, including our interactive 

stock watch, global and domestic box office charts, showbiz event calendar, 

expanded Daily Variety content and breaking news updated throughout the day.

To activate your privileges, register now at www.variety.com.

Powered by the largest entertainment 
news-gathering team in the world

Variety.com
newVariety.com
http://www.variety.com


Product Index

2D Graphics
Booth
1433 2d3 Ltd.
1423 3Dlabs Inc. Ltd.
1036 Addison Wesley-New 

Riders Publishing
1637 Adobe Systems, Inc.
546 Arete Entertainment, Inc.
937 Artbeats Digital Film 

Library
617 ATI Technologies Inc.
2163 AXA Software /netGuru 

Inc.
2438 Boris FX
847 Cambridge Animation 

Systems
514 Chyron Corporation
1101 Compaq Computer 

Corporation
1030 Computer Graphics 

Systems Development 
Corporation

1909 Computer Graphics World
1837 Creation Engine LLC
1926 Curious Software Company 

Ltd.
1050 Darkling Simulations
1760 Deep Video Imaging Ltd.
1034 Desktop Images
2448 Digital Domain, Inc.
524 Digital Vision Ltd.
2317 Digital Voodoo Australia 

Pty Ltd
1247 Discreet
2008 eyeon Software Inc.
2136 GoPo Media

(Junior Land Co. Ltd)
1915 Hash Inc.
529 IMAGICA Corp.
539 JourneyEd.com
2411 Khronos Group
1805 Linker Systems, Inc.
853 MediaPEGS
1833 NEC Computers, Inc.
1125 NewTek
1367 Nothing Real LLC
813 Pixologic, Inc.
1025 Pulse
1467 REALVIZ S.A.
2116 Right Hemisphere Ltd.
2011 Savannah College of 

Art and Design
1401 SGI
1901 Silicon Grail
1111 Softimage Co.

1731 Sony Pictures 
lmageworks Inc.

1201 Sun Microsystems, Inc.
2453 The Austrian Trade 

Commission
839 Toon Boom Technologies, 

Inc.
719 Trolltech
1261 Turbo Squid, Inc.
2351 UCLA Extension - 

Computer Graphics
1611 Viewpoint Corporation
518 Visviva Software, Inc.
1237 Waskul Entertainment

3D Graphics
Booth
2331 2ce, Inc.
1433 2d3 Ltd.
917 3D Metrics, Inc.
1066 3D Nature, LLC
1908 3D Pipeline Corporation
929 3D World
1423 3Dlabs Inc. Ltd.
2439 3D-Online
459 Academy of Digital 

Animation
2122 Activeworlds, Inc.
1036 Addison Wesley-New 

Riders Publishing
1637 Adobe Systems, Inc.
1014 Advanced Media 

Production
1601 AliaslWavefront
701 AMD
959 American Paper Optics, Inc.
2235 Arch Vision
546 Arete Entertainment, Inc.
1167 ARIUS3D Inc.
2416 Artabel
937 Artbeats Digital Film 

Library
971 Artbyte Magazine
617 ATI Technologies Inc.
2037 auto.des.sys, Inc.
1950 Bionatics SA
746 Blizzard Entertainment
2438 Boris FX
558 Bournemouth University, 

Bournemouth Media 
School

1059 BOXX Technologies, Inc.
847 Cambridge Animation 

Systems

1000 CELCO
767 CG2, Inc.
1910 Charles River Media
514 Chyron Corporation
1101 Compaq Computer 

Corporation
1030 Computer Graphics 

Systems Development 
Corporation

1909 Computer Graphics World
1837 Creation Engine LLC
713 Curious Labs, Inc.
1926 Curious Software Company 

Ltd.
747 Cybelius Software Inc.
2000 Cycore
2165 Cyra Technologies, Inc.
1050 Darkling Simulations
1760 Deep Video Imaging Ltd.
1034 Desktop Images
1361 Digimation, Inc.
2448 Digital Domain, Inc.
2001 Digital Immersion Software 

Corporation
2317 Digital Voodoo Australia 

Pty Ltd
1247 Discreet
1147 DPS/Leitch, Inc.
2057 Electric Image, Inc.
1560 Electronic Arts
801 Elumens Corporation
1767 EON Reality, Inc.
827 Eovia
1447 Eyematic Interfaces Inc.
2008 eyeon Software Inc.
331 Eyetronics
2026 Fakespace Systems Inc.
2231 GDL Technology
405 GOMID, Inc.
1915 Hash Inc.
552 headus (metamorphsis) Pty 

Ltd
1135 Hewlett-Packard Company
2321 Holoverse/FantasticLight
529 IMAGICA Corp.
2159 Immersive Technologies
511 InSpeck inc.
935 IntegrityWare, Inc.
2100 i-O Display Systems, LLC
2347 Joseph Alter, Inc.
539 JourneyEd.com
1159 Kaydara, Inc.
961 Kelseus Ltd.
2411 Khronos Group

510 Lake Technology 
Corporation

1659 LightWork Design Limited
1805 Linker Systems, Inc.
1855 Many Worlds Productions
1430 Maxon Computer Inc.
1766 MENSI, Inc.
967 Meta Motion
1231 MindAvenue Inc.
2418 Minolta Corporation
1833 NEC Computers, Inc.
1125 NewTek
2441 Next Limit SL
1661 NxView Technologies, Inc.
1904 Okino Computer Graphics, 

Inc.
2167 OpenSG Forum
753 Opticore
2166 PatternComputing Ltd
727 PhoeniX Technologies 

Incorporated
1375 Phoenix Tools S.r.L
813 Pixologic, Inc.
611 pmG Worldwide, LLC
1025 Pulse
833 Raindrop Geomagic, Inc.
931 Reachin Technologies AB
1467 REALVIZ S.A.
517 RichFX, Inc.
2116 Right Hemisphere Ltd.
2011 Savannah College of 

Art and Design
1825 Sense8
1960 SGDL Systems, Inc.
1401 SGI
1966 Singular Inversions
1111 Softimage Co.
2328 Solid Modeling Solutions
1731 Sony Pictures 

lmageworks Inc.
1967 Steamboat Software, Inc.
1201 Sun Microsystems, Inc.
2324 Superscape
1921 SynaPix
1855 Technical Animations, Inc.
425 TGS, Inc.
2453 The Austrian Trade 

Commission
951 The3DShop.com
719 Trolltech
1261 Turbo Squid, Inc.
2351 UCLA Extension -

Computer Graphics
325 UGS

Product Index

JourneyEd.com
JourneyEd.com
The3DShop.com


1611 Viewpoint Corporation
311 Virtue3D
518 Visviva Software, Inc.
2450 Vivid Group, Inc.
1237 Waskul Entertainment
2029 Web3D Consortium

3D Modeling
Booth
917 3D Metrics, Inc.
1066 3D Nature, LLC
929 3D World
1423 3Dlabs Inc. Ltd.
2439 3D-Online
459 Academy of Digital 

Animation
2122 Activeworlds, Inc.
1036 Addison Wesley-New 

Riders Publishing
1637 Adobe Systems, Inc.
1601 Alias|Wavefront
701 AMD
546 Arete Entertainment, Inc.
617 ATI Technologies Inc.
2037 auto.des.sys, Inc.
733 Big Idea Productions
1950 Bionatics SA
746 Blizzard Entertainment
447 Blue Sky Studios, Inc.
558 Bournemouth University, 

Bournemouth Media 
School

535 CCT International
2067 Cebas Computer
767 CG2, Inc.
1910 Charles River Media
1101 Compaq Computer 

Corporation
1030 Computer Graphics 

Systems Development 
Corporation

1909 Computer Graphics World
1837 Creation Engine LLC
747 Cybelius Software Inc.
2000 Cycore
2165 Cyra Technologies, Inc.
1760 Deep Video Imaging Ltd.
1034 Desktop Images
1361 Digimation, Inc.
2448 Digital Domain, Inc.
2001 Digital Immersion Software 

Corporation
1247 Discreet
2057 Electric Image, Inc.
1560 Electronic Arts
801 Elumens Corporation
827 Eovia
2353 Essential Reality, LLC.
1447 Eyematic Interfaces Inc.

331 Eyetronics
2026 Fakespace Systems Inc.
2017 Gentle Giant Studios
405 GOMID, Inc.
1915 Hash Inc.
552 headus (metamorphsis) Pty 

Ltd.
1135 Hewlett-Packard Company
2321 Holoverse/FantasticLight
529 IMAGICA Corp.
1755 Immersion Corporation
511 InSpeck inc.
935 IntegrityWare, Inc.
2020 interzart AG 3D 

COMMERCE
539 JourneyEd.com
961 Kelseus Ltd.
1659 LightWork Design Limited
1058 Mainframe Entertainment, 

Inc.
1855 Many Worlds Productions
1430 Maxon Computer Inc.
1766 MENSI, Inc.
1231 MindAvenue Inc.
2418 Minolta Corporation
1833 NEC Computers, Inc.
1125 NewTek
1661 NxView Technologies, Inc.
2136 OES/ITRI
1375 Phoenix Tools S.r.l.
813 Pixologic, Inc.
2335 Point Grey Research Inc.
1025 Pulse
1936 Purdue University 

Department of Computer 
Graphics Technology

833 Raindrop Geomagic, Inc.
1467 REALVIZ S.A.
517 RichFX, Inc.
2116 Right Hemisphere Ltd.
1866 Roland DGA Corporation
1647 SensAble Technologies, Inc.
1825 Sense8
1960 SGDL Systems, Inc.
1401 SGI
1966 Singular Inversions
1111 Softimage Co.
2328 Solid Modeling Solutions
1851 Solidscape, Inc.
1731 Sony Pictures 

lmageworks Inc.
1667 Spatial Integrated Systems, 

Inc.
2305 Stratasys Inc.
2324 Superscape
1921 SynaPix
1855 Technical Animations, Inc.
425 TGS, Inc.
951 The3DShop.com
1261 Turbo Squid, Inc.

2351 UCLA Extension - 
Computer Graphics

325 UGS
1611 Viewpoint Corporation
311 Virtue3D
518 Visviva Software, Inc.
2029 Web3D Consortium
2339 Z Corporation

3D Rapid Prototyping
Booth
917 3D Metrics, Inc.
1267 3D Systems, Inc.
1752 3rdTech, Inc.
523 4D-Vision GmbH
536 Actuality Systems, Inc.
2165 Cyra Technologies, Inc.
1760 Deep Video Imaging Ltd.
331 Eyetronics
2017 Gentle Giant Studios
2321 Holoverse/FantasticLight
1755 Immersion Corporation
1567 InterSense, Incorporated
2418 Minolta Corporation
1001 Polhemus, Inc.
1866 Roland DGA Corporation
1851 Solidscape, Inc.
2305 Stratasys Inc.
2339 Z Corporation

Aerospace and 
Automotive 
Applications
Booth
1066 3D Nature, LLC
1423 3Dlabs Inc. Ltd.
2439 3D-Online
411 5DT (Fifth Dimension 

Technologies)
2122 Activeworlds, Inc.
1030 Computer Graphics 

Systems Development
Corporation

747 Cybelius Software Inc.
1034 Desktop Images
2001 Digital Immersion Software 

Corporation
801 Elumens Corporation
2026 Fakespace Systems Inc.
1955 Flow Analysis, Inc.
2321 Holoverse/FantasticLight
1755 Immersion Corporation
2411 Khronos Group
510 Lake Technology 

Corporation
1766 MENSI, Inc.
2418 Minolta Corporation
1833 NEC Computers, Inc.

2441 Next Limit SL
1661 NxView Technologies, Inc.
1904 Okino Computer Graphics, 

Inc.
753 Opticore
711 PhoeniX Technologies 

Incorporated
833 Raindrop Geomagic, Inc.
2116 Right Hemisphere Ltd.
1825 Sense8
1111 Softimage Co.
1201 Sun Microsystems, Inc.
2324 Superscape
325 UGS
1611 Viewpoint Corporation

Animation
Booth
1433 2d3 Ltd.
1066 3D Nature, LLC
1908 3D Pipeline Corporation
929 3D World
1423 3Dlabs Inc. Ltd.
2439 3D-Online
411 5DT (Fifth Dimension 

Technologies)
459 Academy of Digital 

Animation
2122 Activeworlds, Inc.
1036 Addison Wesley-New 

Riders Publishing
1637 Adobe Systems, Inc.
1014 Advanced Media 

Production
1601 Alias|Wavefront
701 AMD
2235 ArchVision
546 Arete Entertainment, Inc.
937 Artbeats Digital Film 

Library
971 Artbyte Magazine
617 ATI Technologies Inc.
2163 AXA Software/netGuru Inc.
2329 B&H Photo-Video-Pro 

Audio Corp.
733 Big Idea Productions
1950 Bionatics SA
746 Blizzard Entertainment
447 Blue Sky Studios, Inc.
2438 Boris FX
558 Bournemouth University, 

Bournemouth Media 
School

1059 BOXX Technologies, Inc.
847 Cambridge Animation 

Systems
2067 Cebas Computer
1000 CELCO
1910 Charles River Media
514 Chyron Corporation

Product Index
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The3DShop.com


1101 Compaq Computer 
Corporation

1909 Computer Graphics World
1837 Creation Engine LLC
713 Curious Labs, Inc.
1926 Curious Software Company 

Ltd.
1933 Cyberware
2000 Cycore
2165 Cyra Technologies, Inc.
1050 Darkling Simulations
1034 Desktop Images
1361 Digimation, Inc.
2001 Digital Immersion Software 

Corporation
2317 Digital Voodoo Australia 

Pty Ltd
1247 Discreet
1147 DPS/Leitch, Inc.
2057 Electric Image, Inc.
1560 Electronic Arts
801 Elumens Corporation
827 Eovia
2353 Essential Reality, LLC.
1447 Eyematic Interfaces Inc.
2008 eyeon Software Inc.
331 Eyetronics
1970 Finley-Holiday Film 

Corporation
2017 Gentle Giant Studios
2136 GoPo Media

(Junior Land Co. Ltd)
1915 Hash Inc.
552 headus (metamorphsis) Pty 

Ltd.
1135 Hewlett-Packard Company
2321 Holoverse/FantasticLight
1755 Immersion Corporation
511 InSpeck inc.
935 IntegrityWare, Inc.
2347 Joseph Alter, Inc.
1159 Kaydara, Inc.
961 Kelseus Ltd.
2411 Khronos Group
1805 Linker Systems, Inc.
1058 Mainframe Entertainment, 

Inc.
1855 Many Worlds Productions
1430 Maxon Computer Inc.
853 MediaPEGS
1766 MENSI, Inc.
967 Meta Motion
1231 MindAvenue Inc.
2418 Minolta Corporation
1631 Motion Analysis.com
1125 NewTek
2441 Next Limit SL
1367 Nothing Real LLC
1661 NxView Technologies, Inc.
2136 OES/ITRI

1904 Okino Computer Graphics, 
Inc.

419 Pepper’s Ghost Productions

727 PhoeniX Technologies
Incorporated

1375 Phoenix Tools S.r.l.
2038 Pixar Animation Studios
611 pmG Worldwide, LLC
1025 Pulse
1936 Purdue University 

Department of 
Computer Graphics 
Technology

833 Raindrop Geomagic, Inc.
1467 REALVIZ S.A.
517 RichFX, Inc.
2116 Right Hemisphere Ltd.
2011 Savannah College of 

Art and Design
1960 SGDL Systems, Inc.
1401 SGI
2311 Sheridan College
1901 Silicon Grail
2068 SIMI Reality Motion 

Systems GmbH
1111 Softimage Co.
2328 Solid Modeling Solutions
1731, Sony Pictures
1737 lmageworks Inc.
1667 Spatial Integrated Systems, 

Inc.
1927,
1166

Square USA, Inc.

1201 Sun Microsystems, Inc.
1921 SynaPix
1855 Technical Animations, Inc.
425 TGS, Inc.
2453 The Austrian Trade 

Commission
839 Toon Boom Technologies, 

Inc.
1261 Turbo Squid, Inc.
2351 UCLA Extension -

Computer Graphics
325 UGS
1611 Viewpoint Corporation
518 Visviva Software, Inc.
2450 Vivid Group, Inc.
1237 Waskul Entertainment

Architecture
Applications
Booth
1433 2d3 Ltd.
1066 3D Nature, LLC
929 3D World
1423 3Dlabs Inc. Ltd.
2439 3D-Online
2122 Activeworlds, Inc.
2235 ArchVision
2037 auto.des.sys, Inc.

1950 Bionatics SA
1030 Computer Graphics 

Systems Development 
Corporation

1909 Computer Graphics World

1837 Creation Engine LLC
1933 Cyberware
2165 Cyra Technologies, Inc.
1034 Desktop Images
2001 Digital Immersion Software 

Corporation
2057 Electric Image, Inc.
801 Elumens Corporation
1767 EON Reality, Inc.
827 Eovia
2353 Essential Reality, LLC.
2026 Fakespace Systems Inc.
1955 Flow Analysis, Inc.
2231 GDL Technology
1915 Hash Inc.
2321 Holoverse/FantasticLight
529 IMAGICA Corp.
935 IntegrityWare, Inc.
539 JourneyEd.com
510 Lake Technology 

Corporation
1659 LightWork Design 

Limited
1766 MENSI, Inc.
1833 NEC Computers, Inc.
1904 Okino Computer Graphics, 

Inc.
2166 PatternComputing Ltd
1467 REALVIZ S.A.
517 RichFX, Inc.
2116 Right Hemisphere Ltd.
1825 Sense8
1960 SGDL Systems, Inc.
1111 Softimage Co.
1667 Spatial Integrated Systems, 

Inc.
2324 Superscape
1921 SynaPix
425 TGS, Inc.
1611 Viewpoint Corporation
2029 Web3D Consortium

Artificial Intelligence
Booth
2122 Activeworlds, Inc.
746 Blizzard Entertainment
558 Bournemouth University, 

Bournemouth Media 
School

523 Dynamic Digital Depth
1560 Electronic Arts
2321 Holoverse/FantasticLight
1755 Immersion Corporation
2418 Minolta Corporation
2166 PatternComputing Ltd

2335 Point Grey Research Inc.
1960 SGDL Systems, Inc.

Authoring Software
Booth
2439 3D-Online
1637 Adobe Systems, Inc.
514 Chyron Corporation
1837 Creation Engine LLC
2000 Cycore
1560 Electronic Arts
1767 EON Reality, Inc.
827 Eovia
1447 Eyematic Interfaces Inc.
405 GOMID, Inc.
1135 Hewlett-Packard Company
1755 Immersion Corporation
2020 interzart AG 3D 

COMMERCE
539 JourneyEd.com
1159 Kaydara, Inc.
1231 MindAvenue Inc.
1904 Okino Computer Graphics, 

Inc.
1375 Phoenix Tools S.r.l.
339 ProMax Systems, Inc.
1025 Pulse
931 Reachin Technologies AB
2116 Right Hemisphere Ltd.
2011 Savannah College of 

Art and Design
1825 Sense8
1966 Singular Inversions
1111 Softimage Co.
1201 Sun Microsystems, Inc.
425 TGS, Inc.
2351 UCLA Extension -

Computer Graphics
2014 Virtools SA
518 Visviva Software, Inc.
2450 Vivid Group, Inc.

Product Index
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Broadcast Design 
Software
Booth
1423 3Dlabs Inc. Ltd.
514 Chyron Corporation
1926 Curious Software Company 

Ltd.
2317 Digital Voodoo Australia 

Pty Ltd.
1247 Discreet
827 Eovia
2008 eyeon Software Inc.
1135 Hewlett-Packard Company
539 JourneyEd.com
1159 Kaydara, Inc.
2411 Khronos Group
1430 Maxon Computer Inc.
1833 NEC Computers, Inc.
1367 Nothing Real LLC
2116 Right Hemisphere Ltd.
2011 Savannah College of 

Art and Design
1901 Silicon Grail
1111 Softimage Co.
1201 Sun Microsystems, Inc.
1921 SynaPix
2453 The Austrian Trade 

Commission
2351 UCLA Extension - 

Computer Graphics

Business and
Financial Graphics
Booth
1423 3Dlabs Inc. Ltd.
2439 3D-Online
514 Chyron Corporation
524 Digital Vision Ltd.
1247 Discreet
827 Eovia
2321 Holoverse/FantasticLight

539 JourneyEd.com
2116 Right Hemisphere Ltd.
1825 Sense8
2328 Solid Modeling Solutions
1201 Sun Microsystems, Inc.
2351 UCLA Extension - 

Computer Graphics

CAD/CAM/CAE/CIM
Booth
1066 3D Nature, LLC
1423 3Dlabs Inc. Ltd.
2122 Activeworlds, Inc.
1036 Addison Wesley-New 

Riders Publishing

701 AMD
1167 ARIUS3D Inc.
617 ATI Technologies Inc.
2037 auto.des.sys, Inc.
1950 Bionatics SA
535 CCT International
1909 Computer Graphics World
2001 Digital Immersion Software 

Corporation
801 Elumens Corporation
2353 Essential Reality, LLC.
331 Eyetronics
2026 Fakespace Systems Inc.
2231 GDL Technology
2017 Gentle Giant Studios
552 headus (metamorphsis) Pty 

Ltd.
2321 Holoverse/FantasticLight
1755 Immersion Corporation
511 InSpeck inc.
935 IntegrityWare, Inc.
539 JourneyEd.com
1659 LightWork Design Limited
1766 MENSI, Inc.
2418 Minolta Corporation
1833 NEC Computers, Inc.
2136 OES/ITRI
1904 Okino Computer Graphics, 

Inc.
727 PhoeniX Technologies 

Incorporated
1936 Purdue University 

Department of 
Computer Graphics 
Technology

833 Raindrop Geomagic, Inc.
1866 Roland DGA Corporation
1825 Sense8
1960 SGDL Systems, Inc.
1111 Softimage Co.
2328 Solid Modeling Solutions
1851 Solidscape, Inc.
1667 Spatial Integrated Systems, 

Inc.
1201 Sun Microsystems, Inc.
1921 SynaPix
425 TGS, Inc.
325 UGS
2029 Web3D Consortium
2339 Z Corporation

Commercial
Game Engines
Booth
1908 3D Pipeline Corporation
1423 3Dlabs Inc. Ltd.
2122 Activeworlds, Inc.
701 AMD

1760 Deep Video Imaging Ltd.
1560 Electronic Arts
1915 Hash Inc.
1135 Hewlett-Packard Company
961 Kelseus Ltd.
1025 Pulse
2011 Savannah College of 

Art and Design
2328 Solid Modeling Solutions
1201 Sun Microsystems, Inc.
1921 SynaPix
1611 Viewpoint Corporation
2014 Virtools SA
518 Visviva Software, Inc.
2450 Vivid Group, Inc.

Commercial
Game Equipment
Booth
1423 3Dlabs Inc. Ltd.
536 Actuality Systems, Inc.
1059 BOXX Technologies, Inc.
1201 Sun Microsystems, Inc.
2450 Vivid Group, Inc.

Computer-Video 
Interfacing
Booth
1423 3Dlabs Inc. Ltd.
1637 Adobe Systems, Inc.
617 ATI Technologies Inc.
2329 B&H Photo-Video-Pro 

Audio Corp.
1000 CELCO
514 Chyron Corporation
1909 Computer Graphics World
801 Elumens Corporation
827 Eovia
2353 Essential Reality, LLC.
1135 Hewlett-Packard Company
1755 Immersion Corporation
539 JourneyEd.com
1159 Kaydara, Inc.
2411 Khronos Group
2166 PatternComputing Ltd
2335 Point Grey Research Inc.
339 ProMax Systems, Inc.
2011 Savannah College of 

Art and Design
1201 Sun Microsystems, Inc.
518 Visviva Software, Inc.
2450 Vivid Group, Inc.

Conferences and 
Exhibitions
Booth
1054 ACM SIGCHI
2122 Activeworlds, Inc.
746 Blizzard Entertainment
528 Boards Magazine
2321 Holoverse/FantasticLight
2428 Panoram Technologies, Inc.
1936 Purdue University 

Department of 
Computer Graphics 
Technology

437 RES Media Group, Inc.
2011 Savannah College of 

Art and Design
905 SMPTE

Consulting
Booth
1908 3D Pipeline Corporation
2439 3D-Online
411 5DT (Fifth Dimension 

Technologies)
971 Artbyte Magazine
1035 BARCO Projection Systems 

America
1950 Bionatics SA
1030 Computer Graphics 

Systems Development 
Corporation

2165 Cyra Technologies, Inc.
1050 Darkling Simulations
523 Dynamic Digital Depth
801 Elumens Corporation
1859 FCS Control Systems BV
1955 Flow Analysis, Inc.
2231 GDL Technology
1135 Hewlett-Packard Company
2321 Holoverse/FantasticLight
1755 Immersion Corporation
957 L H Computer Services
1805 Linker Systems, Inc.
967 Meta Motion
1661 NxView Technologies, Inc.
1375 Phoenix Tools S.r.l.
611 pmG Worldwide, LLC
2335 Point Grey Research Inc.
1936 Purdue University 

Department of 
Computer Graphics 
Technology

931 Reachin Technologies AB
955 Scientific Placement, Inc.
1960 SGDL Systems, Inc.
1401 SGI
1111 Softimage Co.
2328 Solid Modeling Solutions

Product Index
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1667 Spatial Integrated Systems, 
Inc.

1967 Steamboat Software, Inc.
1201 Sun Microsystems, Inc.
425 TGS, Inc.
1647 Trimension Systems
325 UGS
1611 Viewpoint Corporation
1046 Workstation Users Alliance, 

Inc.

Contract Graphics/ 
Programming
Booth
1908 3D Pipeline Corporation
2439 3D-Online
411 5DT (Fifth Dimension 

Technologies)
2122 Activeworlds, Inc.
959 American Paper Optics, Inc.
747 Cybelius Software Inc.
1755 Immersion Corporation
1805 Linker Systems, Inc.
1058 Mainframe Entertainment, 

Inc.
2441 Next Limit SL
1661 NxView Technologies, Inc.
1375 Phoenix Tools S.r.l.
1936 Purdue Univeristy 

Department of 
Computer Graphics 
Technology

2023 Rhythm & Hues Studios
1825 Sense8
1667 Spatial Integrated Systems, 

Inc.
1967 Steamboat Software, Inc.
2324 Superscape
1855 Technical Animations, Inc.
425 TGS, Inc.
1611 Viewpoint Corporation
2450 Vivid Group, Inc.

Data Analysis
Booth
2439 3D-Online
535 CCT International
2026 Fakespace Systems Inc.
1955 Flow Analysis, Inc.
2418 Minolta Corporation
2166 PatternComputing Ltd
2068 SIMI Reality Motion 

Systems GmbH
425 TGS, Inc.

Desktop Publishing
Booth
929 3D World
1423 3Dlabs Inc. Ltd.
1637 Adobe Systems, Inc.
701 AMD
2235 ArchVision
971 Artbyte Magazine
617 ATI Technologies Inc.
733 Big Idea Productions
1030 Computer Graphics 

Systems Development
Corporation

1837 Creation Engine LLC
2001 Digital Immersion Software 

Corporation
524 Digital Vision Ltd.
827 Eovia
2008 eyeon Software Inc.
539 JourneyEd.com
2128 Macromedia, Inc.
1125 NewTek
1006 Sonic Desktop Software
1201 Sun Microsystems, Inc.
2453 The Austrian Trade 

Commission
951 The3DShop.com
2351 UCLA Extension - 

Computer Graphics

Desktop Video 
Production Software
Booth
1423 3Dlabs Inc. Ltd.
1637 Adobe Systems, Inc.
701 AMD
937 Artbeats Digital Film 

Library
617 ATI Technologies Inc.
733 Big Idea Productions
2438 Boris FX
1059 BOXX Technologies, Inc.
1910 Charles River Media
514 Chyron Corporation
1101 Compaq Computer 

Corporation
1909 Computer Graphics World
1837 Creation Engine LLC
1926 Curious Software Company 

Ltd.
2001 Digital Immersion Software 

Corporation
524 Digital Vision Ltd.
2317 Digital Voodoo Australia 

Pty Ltd.
1247 Discreet
1147 DPS/Leitch, Inc.
827 Eovia
2008 eyeon Software Inc.
1135 Hewlett-Packard Company

529 IMAGICA Corp.
539 JourneyEd.com
2411 Khronos Group
1805 Linker Systems, Inc.
1367 Nothing Real LLC
2166 PatternComputing Ltd
339 ProMax Systems, Inc.
2116 Right Hemisphere Ltd.
2011 Savannah College of 

Art and Design
1901 Silicon Grail
1111 Softimage Co.
1006 Sonic Desktop Software
1201 Sun Microsystems, Inc.
951 The3DShop.com
1939 VFX Software
1237 Waskul Entertainment

Digital Cameras
Booth
971 Artbyte Magazine
2329 B&H Photo-Video-Pro 

Audio Corp.
1000 CELCO
1909 Computer Graphics World
1135 Hewlett-Packard Company
539 JourneyEd.com
1631 Motion Analysis.com
2335 Point Grey Research Inc.
339 ProMax Systems, Inc.
2011 Savannah College of 

Art and Design
2058 SpheronVR AG
1201 Sun Microsystems, Inc.
951 The3DShop.com
2351 UCLA Extension - 

Computer Graphics

Digital Imaging
Booth
917 3D Metrics, Inc.
1423 3Dlabs Inc. Ltd.
2122 Activeworlds, Inc.
1036 Addison Wesley-New 

Riders Publishing
1637 Adobe Systems, Inc.
701 AMD
546 Arete Entertainment, Inc.
1167 ARIUS3D Inc.
971 Artbyte Magazine
617 ATI Technologies Inc.
2329 B&H Photo-Video-Pro 

Audio Corp.
733 Big Idea Productions
1950 Bionatics SA
847 Cambridge Animation 

Systems
1000 CELCO

1030 Computer Graphics 
Systems Development 
Corporation

1909 Computer Graphics World
1837 Creation Engine LLC
713 Curious Labs, Inc.
2000 Cycore
2165 Cyra Technologies, Inc.
2001 Digital Immersion Software 

Corporation
524 Digital Vision Ltd.
523 Dynamic Digital Depth
827 Eovia
2008 eyeon Software Inc.
331 Eyetronics
2219 Film & Video Equipment 

Ltd.
2017 Gentle Giant Studios
1915 Hash Inc.
2321 Holoverse/FantasticLight
529 IMAGICA Corp.
1755 Immersion Corporation
2159 Immersive Technologies
1805 Linker Systems, Inc.
2418 Minolta Corporation
1367 Nothing Real LLC
601 NTT Network Innovation 

Laboratories
753 Opticore
2166 PatternComputing Ltd.
727 PhoeniX Technologies 

Incorporated
1375 Phoenix Tools S.r.l.
2335 Point Grey Research Inc.
833 Raindrop Geomagic, Inc.
1467 REALVIZ S.A.
2116 Right Hemisphere Ltd.
1901 Silicon Grail
1111 Softimage Co.
1667 Spatial Integrated Systems, 

Inc.
2058 SpheronVR AG
1201 Sun Microsystems, Inc.
425 TGS, Inc.
2453 The Austrian Trade 

Commission
951 The3DShop.com
2351 UCLA Extension - 

Computer Graphics
518 Visviva Software, Inc.
1237 Waskul Entertainment
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Digital Video Hardware
Booth
1423 3Dlabs Inc. Ltd.
1946 Accom, Inc.
547 AJA Video
701 AMD
971 Artbyte Magazine
617 ATI Technologies Inc.
2329 B&H Photo-Video-Pro 

Audio Corp.
1035 BARCO Projection Systems 

America
1059 BOXX Technologies, Inc.
1000 CELCO
1910 Charles River Media
514 Chyron Corporation
1101 Compaq Computer 

Corporation
2206 da Vinci Systems, Inc.
2317 Digital Voodoo Australia 

Pty Ltd
1147 DPS/Leitch, Inc.
523 Dynamic Digital Depth
801 Elumens Corporation
1135 Hewlett-Packard Company
539 JourneyEd.com
1159 Kaydara, Inc.
629 Medea Corporation
1125 NewTek
1701, 
1801

NVIDIA Corporation

2335 Point Grey Research Inc.
339 ProMax Systems, Inc.
2011 Savannah College of 

Art and Design
1829 SBS Technologies, Inc.
1401 SGI
1667 Spatial Integrated Systems, 

Inc.
1201 Sun Microsystems, Inc.
1855 Technical Animations, Inc.
951 The3DShop.com
2351 UCLA Extension - 

Computer Graphics
1237 Waskul Entertainment

Digitizing Cameras
Booth
917 3D Metrics, Inc.
1752 3rdTech, Inc.
701 AMD
2329 B&H Photo-Video-Pro 

Audio Corp.
1933 Cyberware
2008 eyeon Software Inc.
2219 Film & Video Equipment 

Ltd.
1755 Immersion Corporation

511 InSpeck inc.
1766 MENSI, Inc.
2418 Minolta Corporation
2136 OES/ITRI
2011 Savannah College of 

Art and Design
451 Seeing Machines
2351 UCLA Extension -

Computer Graphics
1611 Viewpoint Corporation

DVD Authoring Tools
Booth
1946 Accom, Inc.
701 AMD
1101 Compaq Computer 

Corporation
1760 Deep Video Imaging Ltd.
2317 Digital Voodoo Australia 

Pty Ltd
1147 DPS/Leitch, Inc.
1060 Microboards Technology 

LLC
339 ProMax Systems, Inc.
2011 Savannah College of 

Art and Design
951 The3DShop.com
2351 UCLA Extension - 

Computer Graphics
1237 Waskul Entertainment

Education/Training
Booth
2439 3D-Online
411 5DT (Fifth Dimension 

Technologies)
459 Academy of Digital 

Animation
2122 Activeworlds, Inc.
1014 Advanced Media 

Production
971 Artbyte Magazine
2163 AXA Software /netGuru 

Inc.
1035 BARCO Projection Systems

America
1950 Bionatics SA
528 Boards Magazine
558 Bournemouth University, 

Bournemouth Media 
School

2067 Cebas Computer
2414 Cogswell College
2165 Cyra Technologies, Inc.
1028 Desktop Engineering 

Magazine
1034 Desktop Images
2227 Expression Center for 

New Media

2008 eyeon Software Inc.
739 Gnomon School of 

Visual Effects
2128 Macromedia, Inc.
1855 Many Worlds Productions
439 Oregon3D, Inc.
2428 Panoram Technologies, Inc.
1012 Parallax Inc.
1936 Purdue University 

Department of 
Computer Graphics 
Technology

2011 Savannah College of 
Art and Design

1825 Sense8
1960 SGDL Systems, Inc.
1401 SGI
2311 Sheridan College
1111 Softimage Co.
2328 Solid Modeling Solutions
1851 Solidscape, Inc.
1201 Sun Microsystems, Inc.
2324 Superscape
1855 Technical Animations, Inc.
425 TGS, Inc.
911 The Art Institutes
550 Total Training
2351 UCLA Extension - 

Computer Graphics
325 UGS
1900 University of Advancing

Computer Technology
1831 Vancouver Film School
1611 Viewpoint Corporation
518 Visviva Software, Inc.

Electronic Publishing
Booth
1423 3Dlabs Inc. Ltd.
1637 Adobe Systems, Inc.
701 AMD
971 Artbyte Magazine
1910 Charles River Media
1837 Creation Engine LLC
2000 Cycore
1560 Electronic Arts
827 Eovia
1447 Eyematic Interfaces Inc.
2008 eyeon Software Inc.
2231 GDL Technology
539 JourneyEd.com
2116 Right Hemisphere Ltd.
1201 Sun Microsystems, Inc.
2351 UCLA Extension - 

Computer Graphics
518 Visviva Software, Inc.
1237 Waskul Entertainment

Encoders/Decoders
Booth
547 AJA Video
701 AMD
617 ATI Technologies Inc.
514 Chyron Corporation
1147 DPS/Leitch, Inc.
523 Dynamic Digital Depth
2411 Khronos Group
1060 Microboards Technology 

LLC
517 RichFX, Inc.
1960 SGDL Systems, Inc.
951 The3DShop.com

Encoders/Decoders-HW
Booth
701 AMD
617 ATI Technologies Inc.
514 Chyron Corporation
1147 DPS/Leitch, Inc.
1135 Hewlett-Packard Company
510 Lake Technology 

Corporation
1060 Microboards Technology 

LLC
1201 Sun Microsystems, Inc.
951 The3DShop.com

Engineering 
Applications
Booth
1066 3D Nature, LLC
1423 3Dlabs Inc. Ltd.
411 5DT (Fifth Dimension

Technologies)
2122 Activeworlds, Inc.
1167 ARIUS3D Inc.
2037 auto.des.sys, Inc.
1950 Bionatics SA
535 CCT International
1030 Computer Graphics

Systems Development
Corporation

2165 Cyra Technologies, Inc.
2001 Digital Immersion Software 

Corporation
1767 EON Reality, Inc.
2026 Fakespace Systems Inc.
1955 Flow Analysis, Inc.
1755 Immersion Corporation
935 IntegrityWare, Inc.
539 JourneyEd.com
510 Lake Technology 

Corporation
1766 MENSI, Inc.
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1833 NEC Computers, Inc.
2441 Next Limit SL
1904 Okino Computer Graphics, 

Inc.
753 Opticore
833 Raindrop Geomagic, Inc.
1825 Sense8
1960 SGDL Systems, Inc.
1401 SGI
2328 Solid Modeling Solutions
425 TGS, Inc.
433 Trolltech
325 UGS
2029 Web3D Consortium

Furniture
Booth
1914 Anthro Corporation
971 Artbyte Magazine
1861 Biomorph Interactive Desk
951 The3DShop.com

Geographic
Information Systems
Booth
1423 3Dlabs Inc. Ltd.
536 Actuality Systems, Inc.
1766 MENSI, Inc.
1201 Sun Microsystems, Inc.

Geographic Information 
Systems-HW
Booth
1066 3D Nature, LLC
1423 3Dlabs Inc. Ltd.
2122 Activeworlds, Inc.
1950 Bionatics SA
1030 Computer Graphics 

Systems Development 
Corporation

2165 Cyra Technologies, Inc.
1135 Hewlett-Packard Company
1201 Sun Microsystems, Inc.

Graphic Design Systems
Booth
1423 3Dlabs Inc. Ltd.
2122 Activeworlds, Inc.
1637 Adobe Systems, Inc.
1601 Alias|Wavefront
701 AMD
2416 Artabel
971 Artbyte Magazine
2037 auto.des.sys, Inc.
1059 BOXX Technologies, Inc.
514 Chyron Corporation
1909 Computer Graphics World
1926 Curious Software Company 

Ltd.
1760 Deep Video Imaging Ltd.
801 Elumens Corporation
827 Eovia
2008 eyeon Software Inc.
2321 Holoverse/FantasticLight
539 JourneyEd.com
1367 Nothing Real LLC
753 Opticore
2116 Right Hemisphere Ltd.
1901 Silicon Grail
2328 Solid Modeling Solutions
1201 Sun Microsystems, Inc.
425 TGS, Inc.
2351 UCLA Extension - 

Computer Graphics
518 Visviva Software, Inc.

Graphics Accelerator 
Boards
Booth
1423 3Dlabs Inc. Ltd.
2416 Artabel
617 ATI Technologies Inc.
1101 Compaq Computer 

Corporation
1909 Computer Graphics World
2317 Digital Voodoo Australia 

Pty Ltd
1135 Hewlett-Packard Company
539 JourneyEd.com
2411 Khronos Group
1833 NEC Computers, Inc.
339 ProMax Systems, Inc.
2116 Right Hemisphere Ltd.
2011 Savannah College of 

Art and Design
1960 SGDL Systems, Inc.
1401 SGI
1201 Sun Microsystems, Inc.
1921 SynaPix
951 The3DShop.com

Graphics Accelerator 
Boards-HW
Booth
1423 3Dlabs Inc. Ltd.
701 AMD
2416 Artabel
617 ATI Technologies Inc.
1101 Compaq Computer 

Corporation
1909 Computer Graphics World
2317 Digital Voodoo Australia 

Pty Ltd
801 Elumens Corporation
1135 Hewlett-Packard Company
2211 Matrox Graphics Inc.
1833 NEC Computers, Inc.
1701, 
1801

NVIDIA Corporation

2011 Savannah College of 
Art and Design

1201 Sun Microsystems, Inc.
1921 SynaPix
951 The3DShop.com
1046 Workstation Users Alliance, 

Inc.

Graphics
Standards Software
Booth
1908 3D Pipeline Corporation
1423 3Dlabs Inc. Ltd.
617 ATI Technologies Inc.
1950 Bionatics SA
514 Chyron Corporation
827 Eovia
2136 GoPo Media

(Junior Land Co. Ltd)
2411 Khronos Group
1367 Nothing Real LLC
1960 SGDL Systems, Inc.
1901 Silicon Grail
1201 Sun Microsystems, Inc.
425 TGS, Inc.
2453 The Austrian Trade 

Commission
2029 Web3D Consortium

GroupWare
Booth
1201 Sun Microsystems, Inc.

GroupWare Software
Booth
2165 Cyra Technologies, Inc.
1805 Linker Systems, Inc.
1201 Sun Microsystems, Inc.

Haptic Input Devices
Booth
1909 Computer Graphics World
1859 FCS Control Systems BV
1135 Hewlett-Packard Company
1755 Immersion Corporation
931 Reachin Technologies AB
1647 SensAble Technologies, Inc.
530 Tactex Controls Inc.

HDTV
Booth
523 4D-Vision GmbH
1946 Accom, Inc.
547 AJA Video
701 AMD
617 ATI Technologies Inc.
2329 B&H Photo-Video-Pro 

Audio Corp.
1059 BOXX Technologies, Inc.
1000 CELCO
514 Chyron Corporation
2206 da Vinci Systems, Inc.
2317 Digital Voodoo Australia 

Pty Ltd
1147 DPS/Leitch, Inc.
2008 eyeon Software Inc.
2321 Holoverse/FantasticLight
1367 Nothing Real LLC
601 NTT Network Innovation 

Laboratories
1701, 
1801

NVIDIA Corporation

339 ProMax Systems, Inc.
2011 Savannah College of 

Art and Design
1401 SGI
1201 Sun Microsystems, Inc.
1237 Waskul Entertainment

Head Mounted Displays
Booth
523 4D-Vision GmbH
411 5DT (Fifth Dimension 

Technologies)
1030 Computer Graphics 

Systems Development 
Corporation

1909 Computer Graphics World
2321 Holoverse/FantasticLight
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2100 i-O Display Systems, LLC
967 Meta Motion
1924 n-Vision

High Performance 
Graphics Processors
Booth
1423 3Dlabs Inc. Ltd.
2416 Artabel
617 ATI Technologies Inc.
1000 CELCO
514 Chyron Corporation
1909 Computer Graphics World
2165 Cyra Technologies, Inc.
1567 InterSense, Incorporated
2211 Matrox Graphics Inc.
2011 Savannah College of 

Art and Design
1201 Sun Microsystems, Inc.
2351 UCLA Extension - 

Computer Graphics
1046 Workstation Users Alliance, 

Inc.
2447 XS International, Inc.

High Resolution 
Technologies
Booth
917 3D Metrics, Inc.
1423 3Dlabs Inc. Ltd.
1752 3rdTech, Inc.
536 Actuality Systems, Inc.
701 AMD
1167 ARIUS3D Inc.
1035 BARCO Projection Systems 

America
1059 BOXX Technologies, Inc.
1000 CELCO
514 Chyron Corporation
2206 da Vinci Systems, Inc.
1760 Deep Video Imaging Ltd.
801 Elumens Corporation
2026 Fakespace Systems Inc.
2219 Film & Video Equipment 

Ltd.
2321 Holoverse/FantasticLight
1567 InterSense, Incorporated
1815 Minicomputer Exchange, 

Inc.
601 NTT Network Innovation 

Laboratories
1701, 
1801

NVIDIA Corporation

2451 OTT-LITE Technology
2428 Panoram Technologies, Inc.
1401 SGI
2058 SpheronVR AG
1201 Sun Microsystems, Inc.

1647 Trimension Systems
2351 UCLA Extension - 

Computer Graphics
2447 XS International, Inc.

Image Based Modeling
Booth
459 Academy of Digital 

Animation
1036 Addison Wesley-New 

Riders Publishing
1637 Adobe Systems, Inc.
2235 ArchVision
1167 ARIUS3D Inc.
1030 Computer Graphics 

Systems Development 
Corporation

2000 Cycore
2165 Cyra Technologies, Inc.
2057 Electric Image, Inc.
827 Eovia
1447 Eyematic Interfaces Inc.
2321 Holoverse/FantasticLight
1755 Immersion Corporation
2159 Immersive Technologies
2020 interzart AG 3D 

COMMERCE
961 Kelseus Ltd.
2166 PatternComputing Ltd
2335 Point Grey Research Inc.
1467 REALVIZ S.A.
2116 Right Hemisphere Ltd.
1966 Singular Inversions
2328 Solid Modeling Solutions
1921 SynaPix
425 TGS, Inc.
2351 UCLA Extension - 

Computer Graphics
518 Visviva Software, Inc.

Image Management
Booth
1637 Adobe Systems, Inc.
827 Eovia
2166 PatternComputing Ltd.
2116 Right Hemisphere Ltd.
1201 Sun Microsystems, Inc.

Industrial Design
Booth
1601 Alias|Wavefront
971 Artbyte Magazine
2037 auto.des.sys, Inc.
1909 Computer Graphics World
747 Cybelius Software Inc.
1933 Cyberware
2165 Cyra Technologies, Inc.
2001 Digital Immersion Software 

Corporation
827 Eovia
2008 eyeon Software Inc.
331 Eyetronics
1955 Flow Analysis, Inc.
552 headus (metamorphsis) Pty 

Ltd.
1135 Hewlett-Packard Company
1755 Immersion Corporation
539 JourneyEd.com
2418 Minolta Corporation
601 NTT Network Innovation 

Laboratories
1904 Okino Computer Graphics,

753
Inc.

Opticore
2166 PatternComputing Ltd
727 PhoeniX Technologies 

Incorporated
833 Raindrop Geomagic, Inc.
1960 SGDL Systems, Inc.
1201 Sun Microsystems, Inc.
2324 Superscape
1921 SynaPix
425 TGS, Inc.
1647 Trimension Systems
325 UGS

Information
Visualization
Booth
2439 3D-Online
411 5DT (Fifth Dimension 

Technologies)
701 AMD
2037 auto.des.sys, Inc.
1035 BARCO Projection Systems 

America
535 CCT International
1030 Computer Graphics

2000

Systems Development
Corporation

Cycore
2165 Cyra Technologies, Inc.
2001 Digital Immersion Software 

Corporation
523 Dynamic Digital Depth
2057 Electric Image, Inc.
801 Elumens Corporation
2008 eyeon Software Inc.

2026 Fakespace Systems Inc.
1955 Flow Analysis, Inc.
1755 Immersion Corporation
2159 Immersive Technologies
1231 MindAvenue Inc.
601 NTT Network Innovation 

Laboratories
1661 NxView Technologies, Inc.
1467 REALVIZ S.A.
1960 SGDL Systems, Inc.
1401 SGI
1201 Sun Microsystems, Inc.
1921 SynaPix
425 TGS, Inc.
1647 Trimension Systems
2351 UCLA Extension - 

Computer Graphics
1611 Viewpoint Corporation
518 Visviva Software, Inc.
2450 Vivid Group, Inc.
2029 Web3D Consortium

Input Devices
Booth
1752 3rdTech, Inc.

411 5DT (Fifth Dimension 
Technologies)

1747 Ascension Technology 
Corporation

429 Basis Software, Inc
1909 Computer Graphics World
1933 Cyberware
2165 Cyra Technologies, Inc.
2001 Digital Immersion Software 

Corporation
2353 Essential Reality, LLC.
2026 Fakespace Systems Inc.
1956 Fujitsu Takamisawa 

America, Inc.
1755 Immersion Corporation
1567 InterSense, Incorporated
2020 interzart AG 3D 

COMMERCE
2424 Measurand Inc
1766 MENSI, Inc.
967 Meta Motion
2136 OES/ITRI
727 PhoeniX Technologies 

Incorporated
2335 Point Grey Research Inc.
1001 Polhemus, Inc.
2011 Savannah College of 

Art and Design
451 Seeing Machines
1201 Sun Microsystems, Inc.
530 Tactex Controls Inc.
951 The3DShop.com
2450 Vivid Group, Inc.
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2147 Wacom Technology 
Corporation

2447 XS International, Inc.

Interface Tools
Booth
1752 3rdTech, Inc.
411 5DT (Fifth Dimension 

Technologies)
959 American Paper Optics, Inc.
2165 Cyra Technologies, Inc.
1760 Deep Video Imaging Ltd.
1755 Immersion Corporation
1567 InterSense, Incorporated
2451 OTT-LITE Technology
1012 Parallax Inc.
2011 Savannah College of 

Art and Design
1829 SBS Technologies, Inc.
451 Seeing Machines
530 Tactex Controls Inc.
1647 Trimension Systems
2351 UCLA Extension - 

Computer Graphics
2450 Vivid Group, Inc.

Mapping and 
Cartography
Booth
1066 3D Nature, LLC
1423 3Dlabs Inc. Ltd.
411 5DT (Fifth Dimension 

Technologies)
1926 Curious Software Company 

Ltd
827 Eovia
2008 eyeon Software Inc.
2321 Holoverse/FantasticLight
601 NTT Network Innovation 

Laboratories
2166 PatternComputing Ltd
1960 SGDL Systems, Inc.
1201 Sun Microsystems, Inc.
425 TGS, Inc.

Medical Imaging 
Software
Booth
1423 3Dlabs Inc. Ltd.
411 5DT (Fifth Dimension 

Technologies)
1909 Computer Graphics World
713 Curious Labs, Inc.
523 Dynamic Digital Depth
2008 eyeon Software Inc.
331 Eyetronics
1430 Maxon Computer Inc.

1833 NEC Computers, Inc.
2441 Next Limit SL
1825 Sense8
2328 Solid Modeling Solutions
1201 Sun Microsystems, Inc.
425 TGS, Inc.

Mobile Computing
Booth
971 Artbyte Magazine
617 ATI Technologies Inc.
1909 Computer Graphics World
2165 Cyra Technologies, Inc.
1135 Hewlett-Packard Company
838 MaxVision Corporation
530 Tactex Controls Inc.
951 The3DShop.com

Monitors and Displays
Booth
411 5DT (Fifth Dimension 

Technologies)
536 Actuality Systems, Inc.
1035 BARCO Projection Systems 

America
1101 Compaq Computer 

Corporation
1909 Computer Graphics World
1760 Deep Video Imaging Ltd.
2317 Digital Voodoo Australia 

Pty Ltd
523 Dynamic Digital Depth
801 Elumens Corporation
2026 Fakespace Systems Inc.
1135 Hewlett-Packard Company
2321 Holoverse/FantasticLight
1815 Minicomputer Exchange, 

Inc.
601 NTT Network Innovation 

Laboratories
1924 n-Vision
2451 OTT-LITE Technology
2428 Panoram Technologies, Inc.
339 ProMax Systems, Inc.
931 Reachin Technologies AB
2011 Savannah College of 

Art and Design
1401 SGI
1201 Sun Microsystems, Inc.
951 The3DShop.com
1647 Trimension Systems
2147 Wacom Technology 

Corporation
1237 Waskul Entertainment
1046 Workstation Users Alliance, 

Inc.
2447 XS International, Inc.

Motion Capture 
Equipment
Booth
1752 3rdTech, Inc.
411 5DT (Fifth Dimension 

Technologies)

701 AMD
1747 Ascension Technology 

Corporation

1909 Computer Graphics World

2353 Essential Reality, LLC.
331 Eyetronics
1135 Hewlett-Packard Company
1755 Immersion Corporation
1567 InterSense, Incorporated
539 JourneyEd.com
2424 Measurand Inc
967 Meta Motion
1631 Motion Analysis.com

727 PhoeniX Technologies 
Incorporated

2335 Point Grey Research Inc.
1001 Polhemus, Inc.
451 Seeing Machines
2068 SIMI Reality Motion 

Systems GmbH
530 Tactex Controls Inc.
1433 Vicon Motion Systems
2450 Vivid Group, Inc.
2447 XS International, Inc.

Motion Capture 
Software
Booth
1752 3rdTech, Inc.
411 5DT (Fifth Dimension 

Technologies)
1637 Adobe Systems, Inc.
701 AMD
1909 Computer Graphics World
1560 Electronic Arts
1447 Eyematic Interfaces Inc.
331 Eyetronics
1135 Hewlett-Packard Company
539 JourneyEd.com
1159 Kaydara, Inc.
2424 Measurand Inc
967 Meta Motion
639 MOTEK Motion 

Technology, Inc.
1631 Motion Analysis.com
753 Opticore
727 PhoeniX Technologies 

Incorporated
2335 Point Grey Research Inc.
451 Seeing Machines
2068 SIMI Reality Motion 

Systems GmbH
1111 Softimage Co.

2324 Superscape
1921 SynaPix
1433 Vicon Motion Systems
2450 Vivid Group, Inc.

Multimedia Tools 
and Applications
Booth
2331 2ce, Inc.
1066 3D Nature, LLC
2122 Activeworlds, Inc.
1637 Adobe Systems, Inc.
971 Artbyte Magazine
617 ATI Technologies Inc.
2438 Boris FX
847 Cambridge Animation 

Systems
1910 Charles River Media
514 Chyron Corporation
1101 Compaq Computer 

Corporation
1909 Computer Graphics World
713 Curious Labs, Inc.
747 Cybelius Software Inc.
2000 Cycore
2165 Cyra Technologies, Inc.
1760 Deep Video Imaging Ltd.
1034 Desktop Images
1247 Discreet
1147 DPS/Leitch, Inc.
523 Dynamic Digital Depth
2057 Electric Image, Inc.
801 Elumens Corporation
1767 EON Reality, Inc.
827 Eovia
1447 Eyematic Interfaces Inc.
2008 eyeon Software Inc.
405 GOMID, Inc.
2136 GoPo Media

(Junior Land Co. Ltd)
1915 Hash Inc.
1755 Immersion Corporation
1567 InterSense, Incorporated
2020 interzart AG 3D 

COMMERCE
539 JourneyEd.com
1159 Kaydara, Inc.
2411 Khronos Group
1805 Linker Systems, Inc.
2128 Macromedia, Inc.
967 Meta Motion
1231 MindAvenue Inc.
1367 Nothing Real LLC
601 NTT Network Innovation 

Laboratories
1661 NxView Technologies, Inc.
1904 Okino Computer Graphics, 

Inc.
2166 PatternComputing Ltd
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611 pmG Worldwide, LLC
339 ProMax Systems, Inc.
1025 Pulse
1936 Purdue University 

Department of 
Computer Graphics 
Technology

1467 REALVIZ S.A.
517 RichFX, Inc.
2116 Right Hemisphere Ltd.
2011 Savannah College of 

Art and Design
1825 Sense8
1960 SGDL Systems, Inc.
1901 Silicon Grail
1111 Softimage Co.
1006 Sonic Desktop Software
1201 Sun Microsystems, Inc.
2324 Superscape
1921 SynaPix
530 Tactex Controls Inc.
1855 Technical Animations, Inc.
1261 Turbo Squid, Inc.
2351 UCLA Extension - 

Computer Graphics
1611 Viewpoint Corporation
2014 Virtools SA
311 Virtue3D
518 Visviva Software, Inc.
2450 Vivid Group, Inc.
2029 Web3D Consortium

Multimedia Tools and 
Applications-HW
Booth
1946 Accom, Inc.
536 Actuality Systems, Inc.
959 American Paper Optics, Inc.
1035 BARCO Projection Systems 

America
514 Chyron Corporation
1101 Compaq Computer 

Corporation
1760 Deep Video Imaging Ltd.
2001 Digital Immersion Software 

Corporation
1147 DPS/Leitch, Inc.
801 Elumens Corporation
1755 Immersion Corporation
1567 InterSense, Incorporated
2020 interzart AG 3D 

COMMERCE
2100 i-O Display Systems, LLC
2211 Matrox Graphics Inc.
2451 OTT-LITE Technology
2428 Panoram Technologies, Inc.
727 PhoeniX Technologies 

Incorporated
1201 Sun Microsystems, Inc.
530 Tactex Controls Inc.

2351 UCLA Extension - 
Computer Graphics

2450 Vivid Group, Inc.
1237 Waskul Entertainment

Networking Equipment
Booth
514 Chyron Corporation
1101 Compaq Computer 

Corporation
2008 eyeon Software Inc.
1135 Hewlett-Packard Company
629 Medea Corporation
1815 Minicomputer Exchange, 

Inc.
601 NTT Network Innovation 

Laboratories
2011 Savannah College of 

Art and Design
1829 SBS Technologies, Inc.
1201 Sun Microsystems, Inc.
951 The3DShop.com
1046 Workstation Users Alliance, 

Inc.
2447 XS International, Inc.

Networking 
Infrastructure
Booth
405 GOMID, Inc.
1135 Hewlett-Packard Company
601 NTT Network Innovation 

Laboratories
2011 Savannah College of 

Art and Design
1201 Sun Microsystems, Inc.
2453 The Austrian Trade 

Commission

OEM Components
Booth
1423 3Dlabs Inc. Ltd.
547 AJA Video
701 AMD
2416 Artabel
1747 Ascension Technology 

Corporation
617 ATI Technologies Inc.
1059 BOXX Technologies, Inc.
1760 Deep Video Imaging Ltd.
1956 Fujitsu Takamisawa 

America, Inc.
1567 InterSense, Incorporated
2211 Matrox Graphics Inc.
1833 NEC Computers, Inc.
1012 Parallax Inc.
1001 Polhemus, Inc.
1829 SBS Technologies, Inc.
1201 Sun Microsystems, Inc.
530 Tactex Controls Inc.
1046 Workstation Users Alliance, 

Inc.

Paint Systems
Booth
1947 5D Solutions Limited
1637 Adobe Systems, Inc.
2438 Boris FX
847 Cambridge Animation 

Systems
514 Chyron Corporation
1247 Discreet
1147 DPS/Leitch, Inc.
2008 eyeon Software Inc.
1970 Finley-Holiday Film 

Corporation
2136 GoPo Media

(Junior Land Co. Ltd)
2020 interzart AG 3D 

COMMERCE
1805 Linker Systems, Inc.
1430 Maxon Computer Inc.
1125 NewTek
1367 Nothing Real LLC
813 Pixologic, Inc.
2116 Right Hemisphere Ltd.
1111 Softimage Co.
1201 Sun Microsystems, Inc.
839 Toon Boom Technologies, 

Inc.
2351 UCLA Extension - 

Computer Graphics

Printers and Plotters
Booth
1267 3D Systems, Inc.
971 Artbyte Magazine
1000 CELCO
1909 Computer Graphics World
1135 Hewlett-Packard Company
957 L H Computer Services
2451 OTT-LITE Technology
1866 Roland DGA Corporation
1851 Solidscape, Inc.
951 The3DShop.com
2351 UCLA Extension -

Computer Graphics
1932 Xerox Office Printing 

Business

Projectors
Booth
411 5DT (Fifth Dimension 

Technologies)
536 Actuality Systems, Inc.
647 ARRI Inc.
1035 BARCO Projection Systems 

America
1909 Computer Graphics World
1760 Deep Video Imaging Ltd.
801 Elumens Corporation
2219 Film & Video Equipment 

Ltd.
2321 Holoverse/FantasticLight
601 NTT Network Innovation 

Laboratories
2011 Savannah College of 

Art and Design
951 The3DShop.com
1647 Trimension Systems
2351 UCLA Extension - 

Computer Graphics
1237 Waskul Entertainment

Publications
Booth
929 3D World
1918 A K Peters, Ltd.
1054 ACM SIGCHI
1036 Addison Wesley-New 

Riders Publishing
417 Advanced Imaging 

Magazine
925 Animation Magazine
915 ASC-American

Cinematographer
528 Boards Magazine
558 Bournemouth University, 

Bournemouth Media 
School

1910 Charles River Media
1909 Computer Graphics World

Product Index
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1955 Flow Analysis, Inc.
2434 Focal Press
454 IdN Magazine
1010 IEEE Computer Society
2032 Morgan Kaufmann 

Publishers
1017 PBI Media, LLC.
1811 Post Magazine

(Advanstar Technology 
Communities)

1936 Purdue University 
Department of 
Computer Graphics 
Technology

437 RES Media Group, Inc.
905 SMPTE
1018 Springer-Verlag New York, 

Inc.
431 Videography 

Magazine/United 
Entertainment Media

RAID Systems and 
Storage
Booth
1059 BOXX Technologies, Inc.
1909 Computer Graphics World
1004 DISC, Incorporated
2219 Film & Video Equipment 

Ltd.
1135 Hewlett-Packard Company
1711 Kingston Technology 

Company
553 LSI Logic Storage Systems, 

Inc.
629 Medea Corporation
1815 Minicomputer Exchange, 

Inc.
339 ProMax Systems, Inc.
1401 SGI
1201 Sun Microsystems, Inc.
1024 Texas Memory Systems, Inc.
951 The3DShop.com
1046 Workstation Users Alliance, 

Inc.
2447 XS International, Inc.

Rendering and 
Modeling
Booth
1066 3D Nature, LLC
1423 3Dlabs Inc. Ltd.
2439 3D-Online
459 Academy of Digital 

Animation
2122 Activeworlds, Inc.
1036 Addison Wesley-New 

Riders Publishing
1637 Adobe Systems, Inc.
1601 Alias|Wavefront

701 AMD
2235 ArchVision
546 Arete Entertainment, Inc.
2037 auto.des.sys, Inc.
733 Big Idea Productions
1950 Bionatics SA
746 Blizzard Entertainment
558 Bournemouth University, 

Bournemouth Media 
School

1059 BOXX Technologies, Inc.
847 Cambridge Animation 

Systems
2067 Cebas Computer
1101 Compaq Computer 

Corporation
1909 Computer Graphics World
1837 Creation Engine LLC
713 Curious Labs, Inc.
747 Cybelius Software Inc.
2000 Cycore
2165 Cyra Technologies, Inc.
1050 Darkling Simulations
2001 Digital Immersion Software 

Corporation
1247 Discreet
523 Dynamic Digital Depth
2057 Electric Image, Inc.
1560 Electronic Arts
801 Elumens Corporation
827 Eovia
2008 eyeon Software Inc.
552 headus (metamorphsis) Pty 

Ltd
1135 Hewlett-Packard Company
1755 Immersion Corporation
2159 Immersive Technologies
511 InSpeck inc.
935 IntegrityWare, Inc.
2020 interzart AG 3D 

COMMERCE
2347 Joseph Alter, Inc.
539 JourneyEd.com
961 Kelseus Ltd.
1659 LightWork Design Limited
1805 Linker Systems, Inc.
1855 Many Worlds Productions
1430 Maxon Computer Inc.
1766 MENSI, Inc.
1231 MindAvenue Inc.
2418 Minolta Corporation
1125 NewTek
2441 Next Limit SL
1661 NxView Technologies, Inc.
1904 Okino Computer Graphics, 

Inc.
753 Opticore
2166 PatternComputing Ltd
1375 Phoenix Tools S.r.l.
611 pmG Worldwide, LLC
1025 Pulse

931 Reachin Technologies AB
1467 REALVIZ S.A.
517 RichFX, Inc.
2116 Right Hemisphere Ltd.
2011 Savannah College of 

Art and Design
1719 Screamline Rendering 

Services
1960 SGDL Systems, Inc.
1401 SGI
1111 Softimage Co.
2328 Solid Modeling Solutions
1851 Solidscape, Inc.
1667 Spatial Integrated Systems, 

Inc.
2058 SpheronVR AG
1927,
1166

Square USA, Inc.

1967 Steamboat Software, Inc.
1201 Sun Microsystems, Inc.
2324 Superscape
1921 SynaPix
1855 Technical Animations, Inc.
425 TGS, Inc.
951 The3DShop.com
1261 Turbo Squid, Inc.
2351 UCLA Extension - 

Computer Graphics
325 UGS
1611 Viewpoint Corporation
311 Virtue3D
518 Visviva Software, Inc.

Robotics
Booth
1918 A K Peters, Ltd.
2353 Essential Reality, LLC.
1859 FCS Control Systems BV
2424 Measurand Inc
1012 Parallax Inc.

Scan Converters
Booth
1909 Computer Graphics World
523 Dynamic Digital Depth

Scanners
Booth
917 3D Metrics, Inc.
1752 3rdTech, Inc.
1167 ARIUS3D Inc.
971 Artbyte Magazine
429 Basis Software, Inc
1000 CELCO
1909 Computer Graphics World
1933 Cyberware
2165 Cyra Technologies, Inc.
331 Eyetronics
2219 Film & Video Equipment 

Ltd.
1135 Hewlett-Packard Company
529 IMAGICA Corp.
1755 Immersion Corporation
511 InSpeck inc.
2020 interzart AG 3D 

COMMERCE
539 JourneyEd.com
1766 MENSI, Inc.
2418 Minolta Corporation
2136 OES/ITRI
1001 Polhemus, Inc.
1866 Roland DGA Corporation
2011 Savannah College of 

Art and Design
951 The3DShop.com
2351 UCLA Extension - 

Computer Graphics

Scientific Application
Booth
1066 3D Nature, LLC
1950 Bionatics SA
1909 Computer Graphics World
713 Curious Labs, Inc.
2165 Cyra Technologies, Inc.
1955 Flow Analysis, Inc.
2321 Holoverse/FantasticLight
1755 Immersion Corporation
539 JourneyEd.com
2424 Measurand Inc
639 MOTEK Motion 

Technology, Inc.
2441 Next Limit SL
2166 PatternComputing Ltd
727 PhoeniX Technologies 

Incorporated
1960 SGDL Systems, Inc.
2068 SIMI Reality Motion 

Systems GmbH
1201 Sun Microsystems, Inc.
425 TGS, Inc.
2450 Vivid Group, Inc.
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Scientific Visualization
Booth
1066 3D Nature, LLC
1423 3Dlabs Inc. Ltd.
2439 3D-Online
411 5DT (Fifth Dimension 

Technologies)
2122 Activeworlds, Inc.
1601 AliaslWavefront
1167 ARIUS3D Inc.
2037 auto.des.sys, Inc.
1950 Bionatics SA
1030 Computer Graphics 

Systems Development 
Corporation

1909 Computer Graphics World
713 Curious Labs, Inc.
2000 Cycore
1247 Discreet
523 Dynamic Digital Depth
801 Elumens Corporation
2008 eyeon Software Inc.
2026 Fakespace Systems Inc.
1955 Flow Analysis, Inc.
2321 Holoverse/FantasticLight
1755 Immersion Corporation
2159 Immersive Technologies
935 IntegrityWare, Inc.
2424 Measurand Inc
967 Meta Motion
2441 Next Limit SL
601 NTT Network Innovation 

Laboratories
727 PhoeniX Technologies 

Incorporated
611 pmG Worldwide, LLC
2116 Right Hemisphere Ltd.
1825 Sense8
1960 SGDL Systems, Inc.
2068 SIMI Reality Motion 

Systems GmbH
1201 Sun Microsystems, Inc.
1921 SynaPix
425 TGS, Inc.
1647 Trimension Systems
2450 Vivid Group, Inc.

Simulation
Booth
1423 3Dlabs Inc. Ltd.
2439 3D-Online
411 5DT (Fifth Dimension 

Technologies)
2122 Activeworlds, Inc.
546 Arete Entertainment, Inc.
2416 Artabel
1035 BARCO Projection Systems 

America
1950 Bionatics SA
767 CG2, Inc.

1030 Computer Graphics 
Systems Development 
Corporation

1909 Computer Graphics World
2000 Cycore
2165 Cyra Technologies, Inc.
2057 Electric Image, Inc.
801 Elumens Corporation
1767 EON Reality, Inc.
2008 eyeon Software Inc.
2026 Fakespace Systems Inc.
1955 Flow Analysis, Inc.
2321 Holoverse/FantasticLight
2159 Immersive Technologies
539 JourneyEd.com
1159 Kaydara, Inc.
961 Kelseus Ltd.
2128 Macromedia, Inc.
1766 MENSI, Inc.
967 Meta Motion
2441 Next Limit SL
1661 NxView Technologies, Inc.
753 Opticore
1375 Phoenix Tools S.r.l.
611 pmG Worldwide, LLC
1936 Purdue University 

Department of 
Computer Graphics 
Technology

931 Reachin Technologies AB
1467 REALVIZ S.A.
1825 Sense8
1960 SGDL Systems, Inc.
1111 Softimage Co.
1667 Spatial Integrated Systems, 

Inc.
1201 Sun Microsystems, Inc.
2324 Superscape
425 TGS, Inc.
2453 The Austrian Trade 

Commission
1647 Trimension Systems
325 UGS
1611 Viewpoint Corporation
2450 Vivid Group, Inc.

Storage Devices; 
Tape/Disk
Booth
1909 Computer Graphics World
2206 da Vinci Systems, Inc.
1004 DISC, Incorporated
1135 Hewlett-Packard Company
539 JourneyEd.com
957 L H Computer Services
553 LSI Logic Storage Systems, 

Inc.
629 Medea Corporation
1060 Microboards Technology 

LLC

1815 Minicomputer Exchange, 
Inc.

2011 Savannah College of 
Art and Design

1201 Sun Microsystems, Inc.
1024 Texas Memory Systems, Inc.
951 The3DShop.com
1237 Waskul Entertainment
1046 Workstation Users Alliance, 

Inc.
2447 XS International, Inc.

Streaming Technology
Booth
2122 Activeworlds, Inc.
1637 Adobe Systems, Inc.
701 AMD
971 Artbyte Magazine
514 Chyron Corporation
2000 Cycore
1147 DPS/Leitch, Inc.
827 Eovia
1447 Eyematic Interfaces Inc.
2020 interzart AG 3D 

COMMERCE
539 JourneyEd.com
2128 Macromedia, Inc.
1125 NewTek
2335 Point Grey Research Inc.
1025 Pulse
517 RichFX, Inc.
2011 Savannah College of 

Art and Design
1401 SGI
1201 Sun Microsystems, Inc.
1024 Texas Memory Systems, Inc.
951 The3DShop.com
1261 Turbo Squid, Inc.
2351 UCLA Extension - 

Computer Graphics
1611 Viewpoint Corporation
311 Virtue3D
1237 Waskul Entertainment

Systems Integrators
Booth
411 5DT (Fifth Dimension 

Technologies)
701 AMD
1035 BARCO Projection Systems 

America
1030 Computer Graphics 

Systems Development 
Corporation

2219 Film & Video Equipment 
Ltd.

2321 Holoverse/FantasticLight
339 ProMax Systems, Inc.
2453 The Austrian Trade 

Commission

951 The3DShop.com
1647 Trimension Systems
1237 Waskul Entertainment

Terminals, Monitors 
and Displays
Booth
411 5DT (Fifth Dimension 

Technologies)
536 Actuality Systems, Inc.
701 AMD
1035 BARCO Projection Systems 

America
1909 Computer Graphics World
1760 Deep Video Imaging Ltd.
801 Elumens Corporation
2026 Fakespace Systems Inc.
1135 Hewlett-Packard Company
957 L H Computer Services
1815 Minicomputer Exchange, 

Inc.
2428 Panoram Technologies, Inc.
2011 Savannah College of 

Art and Design
1401 SGI
1201 Sun Microsystems, Inc.
951 The3DShop.com
1046 Workstation Users Alliance, 

Inc.
2447 XS International, Inc.

Video Effects 
Equipment
Booth
1947 5D Solutions Limited
1946 Accom, Inc.
971 Artbyte Magazine
2329 B&H Photo-Video-Pro 

Audio Corp.
1059 BOXX Technologies, Inc.
1000 CELCO
514 Chyron Corporation
1909 Computer Graphics World
1760 Deep Video Imaging Ltd.
2317 Digital Voodoo Australia 

Pty Ltd
1147 DPS/Leitch, Inc.
523 Dynamic Digital Depth
2321 Holoverse/FantasticLight
1567 InterSense, Incorporated
1815 Minicomputer Exchange, 

Inc.
1125 NewTek
1367 Nothing Real LLC
727 PhoeniX Technologies 

Incorporated
2011 Savannah College of 

Art and Design
1111 Softimage Co.
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2351 UCLA Extension - 
Computer Graphics

1237 Waskul Entertainment
1046 Workstation Users Alliance, 

Inc.
2447 XS International, Inc.

Video Encoding 
and Compression
Booth
1908 3D Pipeline Corporation

1946 Accom, Inc.
701 AMD
971 Artbyte Magazine
617 ATI Technologies Inc.
2329 B&H Photo-Video-Pro 

Audio Corp.
514 Chyron Corporation
1101 Compaq Computer 

Corporation
2317 Digital Voodoo Australia 

Pty Ltd
1147 DPS/Leitch, Inc.
539 JourneyEd.com
2411 Khronos Group
601 NTT Network Innovation 

Laboratories
2166 PatternComputing Ltd
339 ProMax Systems, Inc.
2011 Savannah College of 

Art and Design
1201 Sun Microsystems, Inc.
951 The3DShop.com
1237 Waskul Entertainment

Video Servers
Booth
1946 Accom, Inc.
2329 B&H Photo-Video-Pro 

Audio Corp.
1059 BOXX Technologies, Inc.
514 Chyron Corporation
2206 da Vinci Systems, Inc.
2317 Digital Voodoo Australia 

Pty Ltd
629 Medea Corporation
2011 Savannah College of 

Art and Design
1401 SGI
1201 Sun Microsystems, Inc.
1024 Texas Memory Systems, Inc.
951 The3DShop.com
1046 Workstation Users Alliance, 

Inc.
2447 XS International, Inc.

Visual Effects Software
Booth
1433 2d3 Ltd.
1947 5D Solutions Limited
2122 Activeworlds, Inc.
1036 Addison Wesley-New

Riders Publishing
1637 Adobe Systems, Inc.
1601 Alias|Wavefront
546 Arete Entertainment, Inc.
937 Artbeats Digital Film 

Library
1950 Bionatics SA
2438 Boris FX
1059 BOXX Technologies, Inc.
847 Cambridge Animation 

Systems
1000 CELCO
1909 Computer Graphics World
1837 Creation Engine LLC
713 Curious Labs, Inc.
1050 Darkling Simulations
2448 Digital Domain, Inc.
524 Digital Vision Ltd.
1247 Discreet
1147 DPS/Leitch, Inc.
523 Dynamic Digital Depth
2057 Electric Image, Inc.
827 Eovia
2008 eyeon Software Inc.
552 headus (metamorphsis) Pty 

Ltd.
1135 Hewlett-Packard Company
529 IMAGICA Corp.
539 JourneyEd.com
1159 Kaydara, Inc.
961 Kelseus Ltd.
2411 Khronos Group
1805 Linker Systems, Inc.
1430 Maxon Computer Inc.
967 Meta Motion
1231 Mind Avenue Inc.
1125 NewTek
2441 Next Limit SL
1367 Nothing Real LLC
2166 PatternComputing Ltd
1375 Phoenix Tools S.r.l.
611 pmG Worldwide, LLC
339 ProMax Systems, Inc.
1467 REALVIZ S.A.
2116 Right Hemisphere Ltd.
2011 Savannah College of 

Art and Design
1401 SGI
1901 Silicon Grail
1111 Softimage Co.
1731 Sony Pictures 

lmageworks Inc.
1967 Steamboat Software, Inc.
1201 Sun Microsystems, Inc.

1921 SynaPix
425 TGS, Inc.
1261 Turbo Squid, Inc.

2351 UCLA Extension - 
Computer Graphics

1939 VFX Software
1611 Viewpoint Corporation

518 Visviva Software, Inc.
2450 Vivid Group, Inc.
1237 Waskul Entertainment

VR Software
Booth
2439 3D-Online
411 5DT (Fifth Dimension 

Technologies)
2122 Activeworlds, Inc.
971 Artbyte Magazine
1035 BARCO Projection Systems 

America
1950 Bionatics SA
767 CG2, Inc.
1030 Computer Graphics 

Systems Development 
Corporation

1933 Cyberware
2000 Cycore
2165 Cyra Technologies, Inc.
1767 EON Reality, Inc.
2353 Essential Reality, LLC.
331 Eyetronics
2026 Fakespace Systems Inc.
405 GOMID, Inc.
1755 Immersion Corporation
2159 Immersive Technologies
2020 interzart AG 3D 

COMMERCE
961 Kelseus Ltd.
510 Lake Technology 

Corporation
967 Meta Motion
2136 OES/ITRI
2167 OpenSG Forum
753 Opticore
2166 PatternComputing Ltd
931 Reachin Technologies AB
1467 REALVIZ S.A.
2116 Right Hemisphere Ltd.
1825 Sense8
1401 SGI
1111 Softimage Co.
1667 Spatial Integrated Systems, 

Inc.
1201 Sun Microsystems, Inc.
2324 Superscape
425 TGS, Inc.
1647 Trimension Systems
325 UGS
2014 Virtools SA

2450 Vivid Group, Inc.
2029 Web3D Consortium

Web 3D
Booth
2331 2ce, Inc.
917 3D Metrics, Inc.
929 3D World
1423 3Dlabs Inc. Ltd.
2439 3D-Online
459 Academy of Digital 

Animation
2122 Activeworlds, Inc.
1036 Addison Wesley-New 

Riders Publishing
1601 Alias|Wavefront
701 AMD
959 American Paper Optics, Inc.
1167 ARIUS3D Inc.
971 Artbyte Magazine
617 ATI Technologies Inc.
2438 Boris FX
847 Cambridge Animation 

Systems
535 CCT International
2067 Cebas Computer
1101 Compaq Computer 

Corporation
1030 Computer Graphics 

Systems Development 
Corporation

1909 Computer Graphics World
1837 Creation Engine LLC
713 Curious Labs, Inc.
747 Cybelius Software Inc.
2000 Cycore
1760 Deep Video Imaging Ltd.
1361 Digimation, Inc.
1247 Discreet
523 Dynamic Digital Depth
2057 Electric Image, Inc.
1560 Electronic Arts
1767 EON Reality, Inc.
827 Eovia
2353 Essential Reality, LLC.
1447 Eyematic Interfaces Inc.
331 Eyetronics
2231 GDL Technology
405 GOMID, Inc.
1915 Hash Inc.
552 headus (metamorphsis) Pty 

Ltd
1755 Immersion Corporation
2159 Immersive Technologies
511 InSpeck inc.
935 IntegrityWare, Inc.
2020 interzart AG 3D 

COMMERCE
2100 i-O Display Systems, LLC
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539 JourneyEd.com
2128 Macromedia, Inc.
1855 Many Worlds Productions
1430 Maxon Computer Inc.
967 Meta Motion
1231 MindAvenue Inc.
1661 NxView Technologies, Inc.
2136 OES/ITRI
1904 Okino Computer Graphics, 

Inc.
753 Opticore
2166 PatternComputing Ltd
1375 Phoenix Tools S.r.l.
1025 Pulse
833 Raindrop Geomagic, Inc.
1467 REALVIZ S.A.
517 RichFX, Inc.
2116 Right Hemisphere Ltd.
2011 Savannah College of 

Art and Design
1825 Sense8
1960 SGDL Systems, Inc.
1111 Softimage Co.
2328 Solid Modeling Solutions
1667 Spatial Integrated Systems, 

Inc.
1201 Sun Microsystems, Inc.
2324 Superscape
1921 SynaPix
425 TGS, Inc.
2453 The Austrian Trade 

Commission
951 The3DShop.com
1261 Turbo Squid, Inc.
2351 UCLA Extension - 

Computer Graphics
325 UGS
1611 Viewpoint Corporation
2014 Virtools SA
311 Virtue3D
518 Visviva Software, Inc.
2450 Vivid Group, Inc.
2029 Web3D Consortium

Web Graphics
Booth
2331 2ce, Inc.
1066 3D Nature, LLC
1423 3Dlabs Inc. Ltd.
2439 3D-Online
2122 Activeworlds, Inc.
1036 Addison Wesley-New 

Riders Publishing
1637 Adobe Systems, Inc.
1601 Alias|Wavefront
701 AMD
1167 ARIUS3D Inc.
971 Artbyte Magazine
617 ATI Technologies Inc.

2163 AXA Software /netGuru 
Inc.

733 Big Idea Productions
2438 Boris FX
847 Cambridge Animation 

Systems
514 Chyron Corporation
1101 Compaq Computer 

Corporation
1030 Computer Graphics 

Systems Development
Corporation

1909 Computer Graphics World
1837 Creation Engine LLC
713 Curious Labs, Inc.
1926 Curious Software Company 

Ltd.
747 Cybelius Software Inc.
2000 Cycore
1034 Desktop Images
524 Digital Vision Ltd.
2057 Electric Image, Inc.
1560 Electronic Arts
1767 EON Reality, Inc.
827 Eovia
2008 eyeon Software Inc.
2159 Immersive Technologies
2020 interzart AG 3D 

COMMERCE
539 JourneyEd.com
1805 Linker Systems, Inc.
2128 Macromedia, Inc.
1855 Many Worlds Productions
967 Meta Motion
1231 MindAvenue Inc.
1661 NxView Technologies, Inc.
1904 Okino Computer Graphics, 

Inc.
1025 Pulse
1936 Purdue University 

Department of 
Computer Graphics 
Technology

1467 REALVIZ S.A.
517 RichFX, Inc.
2116 Right Hemisphere Ltd.
2011 Savannah College of 

Art and Design
1825 Sense8
1111 Softimage Co.
1201 Sun Microsystems, Inc.
2324 Superscape
425 TGS, Inc.
2453 The Austrian Trade 

Commission
951 The3DShop.com
839 Toon Boom Technologies, 

Inc.
1261 Turbo Squid, Inc.
2351 UCLA Extension - 

Computer Graphics
1611 Viewpoint Corporation

518 Visviva Software, Inc.
1237 Waskul Entertainment
2029 Web3D Consortium

Workstations
Booth
1423 3Dlabs Inc. Ltd.
701 AMD
2416 Artabel
617 ATI Technologies Inc.
1059 BOXX Technologies, Inc.
514 Chyron Corporation
1101 Compaq Computer 

Corporation
1909 Computer Graphics World
2317 Digital Voodoo Australia 

Pty Ltd
801 Elumens Corporation
1135 Hewlett-Packard Company
2321 Holoverse/FantasticLight
1047 IBM Corporation
957 L H Computer Services
510 Lake Technology 

Corporation
838 MaxVision Corporation
1815 Minicomputer Exchange, 

Inc.
1833 NEC Computers, Inc.
2451 OTT-LITE Technology
339 ProMax Systems, Inc.
2011 Savannah College of 

Art and Design
1401 SGI
1201 Sun Microsystems, Inc.
951 The3DShop.com
1647 Trimension Systems
2351 UCLA Extension - 

Computer Graphics
1237 Waskul Entertainment
1046 Workstation Users Alliance, 

Inc.
2447 XS International, Inc.

Advertiser Index

Academy of Art College 143

AJA Video 137

Biomorph Desk 137

Charles River Media 139

CMP/DV.Com 147

Computer Graphics 
World

145

Creative Planet 149

Cyberware 141

DV Media Group 151

Focal Press 155

Gama Network 157

IBM Corporation 159

Macworld 161

Right Hemisphere 163

Savannah College 
of Art and Design

165

Square USA 167

Texas Memory Systems 153

The Hollywood Reporter 169

XS International Inc. 153
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ACM SIGGRAPH Organization

Location

ACM SIGGRAPH
South Lobby

ACM
South Lobby

Professional & Student Chapters

South Lobby

Education Program

South Lobby

SIGGRAPH Video Review

SIGGRAPH Store/South Lobby

SIGGRAPH “One More Time”
SIGGRAPH Store/South Lobby

SIGGRAPH 2002
South Lobby

ACM SIGGRAPH

In the span of 32 years, ACM SIGGRAPH 
has grown from a handful of computer 
graphics enthusiasts to a diverse group of 
researchers, artists, developers, filmmakers, 
scientists, and other professionals who 
share an interest in computer graphics and 
interactive techniques. Our community 
values excellence, passion, integrity, 
volunteerism, and cross-disciplinary inter­
action. We sponsor not only the annual 
SIGGRAPH conference, but also focused 
small symposia, chapters in cities through­
out the world, awards, grants, educational 
resources, online resources, a public policy 
program, traveling art show, and the 
SIGGRAPH Video Review.

Membership

The SIGGRAPH community depends on 
your support. Please help by joining ACM 
SIGGRAPH for $27 per year ($20 per 
year for students). In recognition of their 
support, members receive the Computer 
Graphics quarterly, discounted registra­
tions for the annual conference and all 
other ACM SIGGRAPH-sponsored 
programs, and access to the archive of 
SIGGRAPH Proceedings in the ACM 
Digital Library. For more details on 
membership or to join online, visit 
www.siggraph.org and select 
Membership.

ACM

ACM SIGGRAPH’s parent organization 
is ACM, the world’s first and largest com­
puting society. ACM serves as an umbrella 
organization for information-technology 
professionals, and ACM SIGGRAPH 
members may also join ACM. Benefits 
of adding ACM membership include 
discounts on cutting-edge magazines, 
journals, books, and conferences. ACM 
members may also subscribe to the 
complete Digital Library, which contains 
the entire archive of ACM-related publica­
tions. Computer graphics professionals who 
join both ACM and ACM SIGGRAPH 
are eligible for discounted subscriptions 
to ACM Transactions on Graphics and 
the Journal of Graphics Tools. For more 
information, see:
www.acm.org

Professional & Student Chapters

Chapters of ACM SIGGRAPH exist in 
40 cities in 15 countries around the world. 
They form an international multi-cultural 
network of people who develop, share, con­
tinue, and extend the work and achieve­
ments presented at the annual 
conference. Chapter members include 
those involved in research, development, 
education, art, gaming, visualization, and 
entertainment, just to name a few. Student 
chapters have been chartered in 10 schools. 
These groups host activities on their cam­
puses that highlight computer graphics 
and interactive techniques. For more infor­
mation about the ACM SIGGRAPH net­
work of chapters, or if you would like to 
start a Professional or Student Chapter, see: 
www.siggraph.org/chapters

Education Program

ACM SIGGRAPH supports both comput­
er graphics education and the use of com­
puter graphics in education with curricu­
lum studies, a Web site for educators, and 
other educational projects. The ACM 
SIGGRAPH Education booth features 
SPACE (a juried exhibition of student 
animations and posters, and a display of 
student slides submitted by faculty from 
around the world) and SPICE, a juried 
exhibition of student Web-based projects. 
For more information, see: 
www.siggraph.org/education

Symposia

ACM SIGGRAPH helps organize and 
sponsor focused small conferences around 
the world on topics related to computer 
graphics and interactive techniques. These 
gatherings provide forums for groups with 
specific interests to get together and 
exchange information. To see the list of 
small conferences or find out how to get 
help for a conference you’d like to organ­
ize, stop by the ACM SIGGRAPH booth 
or visit: www.siggraph.org/conferences

ACM SIGGRAPH Organization
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Awards

ACM SIGGRAPH awards the prestigious 
Steven A. Coons award for lifetime 
achievement, the Computer Graphics 
Achievement Award, and the Outstanding 
Service Award for extraordinary service to 
the ACM SIGGRAPH community. At this 
year’s conference, ACM SIGGRAPH also 
announces the first recipient of a new 
award: Significant New Researcher, for 
new contributors to our field. To see the 
list of past award recipients and find out 
how to make sure worthy individuals are 
considered for awards, visit: 
www.siggraph.org/awards

Publications

ACM SIGGRAPH’s publications provide 
the world's leading forums for computer 
graphics research. Our conference series 
provides the largest source of citations in 
the computer graphics literature. The 
Computer Graphics newsletter provides 
articles on current topics in computer 
graphics and personal viewpoints on 
the evolving fields that make up our 
community. Publications are available 
to ACM SIGGRAPH members for 
substantial discounts, see: 
www.siggraph.org/publications

SIGGRAPH Video Review

SIGGRAPH Video Review is the world’s 
most widely circulated video-based 
publication. Over 140 programs provide 
an unequaled opportunity to study 
advanced computer graphics theory and 
applications. Available on DVD and VHS 
tape in NTSC and PAL standards. Visit 
the SIGGRAPH Video Review booth 
at the SIGGRAPH 2001 Merchandise 
Store or see: 
www.siggraph.org/publications/ 
video-review/svr.html

SIGGRAPH "One More Time”

The SIGGRAPH “One More Time” 
booth offers attendees the opportunity 
to purchase publications from previous 
SIGGRAPH-sponsored conferences and 
workshops. For more information, see: 
www.siggraph.org/publications

SIGGRAPH 2002

The next generation of computer graphics 
and interactive techniques converges on 
one of North America’s most fascinating 
cities (San Antonio, Texas) next summer 
(21-26 July 2002). Don’t miss these six full 
days of art, science, education, and Web 
graphics. If you have the skill, energy, and 
imagination to help the SIGGRAPH 2002 
Committee create the world’s premier 
conference on computer graphics and 
interactive techniques, please join us at 
our “Get Involved!” session on Wednesday, 
15 August, 5 - 6:30 pm in Room 306. Or 
stop by the SIGGRAPH 2002 Booth to 
meet the committee and pick up a Call for 
Participation. For more information, see: 
www.siggraph.org/s2002

ACM SIGGRAPH Forum

Annually at the conference, ACM 
SIGGRAPH holds a forum to respond to 
members’ concerns, provide information 
for people who may be interested in 
volunteering to help the community, 
answer questions, and report on its year- 
round projects and accomplishments. All 
SIGGRAPH 2001 attendees are invited.

Thursday, 16 August, 12:15 - 1:30 pm 
South Lobby - ACM SIGGRAPH 
Membership Booth

Get Involved

Here’s your chance to meet the current 
group of SIGGRAPH volunteers - from 
the organization and conference commit­
tees - for informative conversations about 
what they do and how you can help. All 
SIGGRAPH 2001 attendees, exhibitors, 
and contributors are invited. All questions 
and comments are welcome. Tell us what 
you want to do and we’ll help you find the 
right opportunity.
Wednesday, 15 August, 5 - 6:30 pm 
Room 306A/B

Volunteers!

All of the programs developed by ACM 
SIGGRAPH rely heavily on volunteer 
support. As a member, you are eligible to 
serve in some of ACM SIGGRAPH’s 
most visible positions, including leading a 
professional chapter, chairing the annual 
conference, or serving on the SIGGRAPH 
Executive Committee. Stop by the ACM 
SIGGRAPH Booth, or come to the ACM 
SIGGRAPH Organization Forum and get 
involved! For more information, see: 
www.siggraph.org

ACM SIGGRAPH Organization
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Visualize This
Twenty-five thousand of your closest colleagues and friends collaborating in

downtown San Antonio. Theory and fantasy, practical solutions and speculation,

art and engineering, animations and equations. Late-night brainstorms in

casual bistros overlooking the Riverwalk. At the world’s premier international

conference devoted to advancing digital imagery, Web graphics, interactive tech­

niques, game development, and sensory experience. www.siggraph.org/s2002

“San Antonio is one of the most fascinating cities in America - not simply

because it has a Latin heritage, but also because its mix of Latin- and Anglo-

American is like a dense, delicious cake, multilayered, with unexpected flavor

combinations.” Daisann McLane, The New York Times www.sanantoniocvb.com
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