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conference registration categories

■ 	Full Conference Access

● 	One-Day Full Conference

▲	 Basic Conference

◆	 Exhibits Only

	T uesday	 Wednesday	T hursday	F riday	 Saturday
	15 December	 16 December	 17 December	 18 December	 19 December

table of contents

	 Registration	 15:00 - 19:00	 8:00 - 18:00	 8:00 - 18:00	 8:00 - 18:00	 8:00 - 15:00

	 Merchandise Pickup & 	 8:00 - 18:00	 8:00 - 18:00	 8:00 - 18:00	 8:00 - 16:30 
	 SIGGRAPH Asia Store

■ ● ▲	 Art Gallery 		  9:30 - 18:30	 9:30 - 18:30	 9:30 - 17:00		
	E merging Technologies

	 Computer Animation Festival 
■ ● ▲	 Animation Theater		  9:00 - 18:00	 9:00 - 18:00	 9:00 - 18:00 
■ ●	E lectronic Theater		  19:00 - 21:00	 19:00 - 21:00	 16:15 - 18:15 
					     19:00 - 21:00

■ ●	 Courses	 9:00 - 18:00	 9:00 - 18:00	 9:00 - 18:00	 9:00 - 18:00

 ■ ●	E ducators Program 		  9:00 - 18:00	 9:00 - 18:00	 9:00 - 18:00

■ ● ▲	 Posters		  9:00 - 18:00	 9:00 - 18:00	 9:00 - 18:00

■ ●	 Sketches		  9:00 - 18:00	 9:00 - 18:00	 9:00 - 18:00

■ ● ▲	 Special Sessions		  9:00 - 18:00	 9:00 - 18:00	 9:00 - 18:00

■ ●	T echnical Papers		  9:00 - 18:30	 8:30 - 18:00	 9:00 - 18:30

■ ●	F eatured Speakers		  11:00 - 12:30	 14:15 - 15:45	 14:15 - 15:45

■ ● ▲	T echnical Papers	 18:00 - 20:00 
	F ast Forward Session

■ ● ▲ ◆	E xhibition 		  9:30 - 18:30	 9:30 - 18:30	 9:30 - 17:00

■ ● ▲ ◆	E xhibitor Tech Talks		  10:00 - 18:00	 10:00 - 18:00	 10:00 - 16:00

■ ● ▲ ◆	D igital Bazaar		  9:30 - 18:30	 9:30 - 18:30	 9:30 - 17:00

■ ● ▲ ◆	 Job Fair		  9:30 - 18:30	 9:30 - 18:30	 9:30 - 17:00

Conference schedule subject to change.

www.siggraph.org/asia2009
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Registration Policies
The registration deadlines are GMT/UTC times. For example,  
“Before 1 Nov” means that the discounted rate is available until  
31 Oct, 23:59 GMT/UTC. 

Registration fees are subject to local consumption tax: 5%. 

Exhibits Only Tickets 

Exhibits Only tickets are also available online upon invitation from 
a SIGGRAPH Asia 2009 exhibitor. You must receive an invitation 
code in order to be eligible to register online. Exhibits Only tickets 
include admission to the Exhibition and Exhibitor Tech Talks for 
three days, 17-19 December. 

Member Rate 

If you are currently an ACM, ACM SIGGRAPH, Eurographics, or 
SIGCHI member, you are eligible for member discounts. You must 
provide your membership number to receive the discount; other-
wise, 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 and be an ACM student member 
to qualify. You must provide your 2009 ACM student membership 
number to qualify for student membership rates. This applies for 
those registering in advance as well as at the conference.

Cancellation & Refund Policy 

Cancellation requests must be made in writing and received on 
or before 28 November 2009 (23:59 GMT/UTC). Registration-fee 
refunds will be provided for requests received on or before 28 
November. No refunds will be provided for cancellations after this 
date. A processing fee of ¥ 8,500 applies for all approved refunds. 
Basic Conference and One-Day registrations are not refundable. 

Technical Materials
Printed Materials

NOT included with any registration category. Printed materials are 
available for purchase at SIGGRAPH Asia 2009.

ACM Transactions on Graphics (Conference Proceedings 

Special Issue) 

ACM Transaction on Graphics (TOG) is the foremost peer-reviewed 
journal in the graphics field. 
All papers presented at SIGGRAPH Asia 2009 will be published in 
this special issue of TOG.

Digital Experiences 

The permanent record of images from the Art Gallery, the  
Computer Animation Festival, and Emerging Technologies.

Full Conference DVD-ROM 

Included with Full Conference Access registration, and available  
for purchase at SIGGRAPH Asia 2009.

This digital publication contains the electronic version of the  
Technical Papers, including images and supplemental material;  
the Course notes, including supplemental materials (movies, source 
code, HTML presentations); and abstracts and supplemental  
materials from the Educators Program, Sketches, and Posters.  
The content of the printed version of the ACM Transactions on 
Graphics (Conference Proceedings Special Issue) and the Digital 
Experiences: the SIGGRAPH ASIA 2009 Art Gallery, Emerging 
Technologies, and Computer Animation Festival Catalog are also 
included on the Full Conference DVD-ROM.

table of contents
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参加登録ポリシー 

展示会入場券
この券は、シーグラフアジア 2009展示者からの招待コードをお持ちの方はオ
ンライン事前登録をお願いしております。展示会、展示社技術トークのみご参
加頂けます。

会員特別割引価格
現在、ACM、ACM SIGGRAPH,、又は SIGCHI会員の方には特別割引がござ
います。参加・入場ご登録の際にメンバーカード番号を必ずご入力、ご提示下さ
い。この番号が登録されていない場合には特別価格は適用できませんので予め
ご注意下さい。尚、各国、および特定の地域に限られたACMローカルチャプタ
ーには割引は適用しません。

学生割引価格
フルタイムの学生で、かつACM SIGGRAPH学生会員の方には学生特別価格
が適用されます。ご登録の際には、2009年ACM SIGGRAPH学生会員番号を
必ずご入力下さい。 

詳細情報と会員登録フォーム
キャンセルポリシー： 
2009年11月28日GMT23:59（日本時間11月29日午前8時59分まで）まで
に所定のメールアドレス（オンライン登録開始時に公開）宛に通知頂いた場合
のみ取消は可能です。この期限を過ぎたキャンセルの場合、返金は致しかねま
す。

※フルカンファレンスパスのみキャンセル後の返金は可能です。

※ベーシックカンファレンスパスと1日券のキャンセルの場合の返金は致しか
ねます。

※返金の際には、キャンセル手数料として8,500円を申し受けます。

刊行物、テクニカルマテリアル

テクニカルペーパー論文を含む“ACM Transactions on Graphics（カンフ
ァレンス特別発行版）”、アートギャラリー、コンピュータアニメーションフェス
ティバル、エマージングテクノロジープログラムの画像と情報を集めた“Digital 
Experiences”はいずれのカテゴリーの参加登録費には含まれません。カンフ
ァレンスショップにて別途購入願います。

フルカンファレンスDVD
このDVDには、写真その他を含むテクニカルペーパー論文、動画・ソースコー
ド・HTML版プレゼンテーションを含むコースプログラム資料、エデュケーター
ズプログラムの教育論文、ワークショップとトークのアブストラクト、スケッチ＆
ポスタープログラムのアブストラクトが含まれ、デジタルメディアを介してプログ
ラムをご覧になれます。ACM Transactions on Graphics（カンファレンス特
別発行版）とアートギャラリー、コンピュータアニメーションフェスティバル、エ
マージングテクノロジープログラムの画像や情報を集めた“Digital Experi-
ences”の内容も含まれます。このDVDはフルカンファレンスアクセスカテゴリ
ーで参加登録された方全てにご提供します。またカンファレンスショップでも 
ご購入頂けます。

1日券、ベーシックカンファレンスのカテゴリーにはこのDVDは含まれません。 
これら全ての刊行物、DVDはカンファレンスショップにてご購入頂けます。

価格リスト
フルカンファレンスDVD 
会員：¥ 5,000 / 非会員：¥ 7,500 

ACM雑誌「Transactions on Graphics」カンファレンス特別発行版 
会員： ¥ 2,500 / 非会員： ¥ 3,800 

「Digital Experiences」 
アートギャラリー、コンピュータアニメーションフェスティバル、 
エマージングテクノロジープログラムの画像や情報を集めた本  
会員： ¥ 2,500 / 非会員： ¥ 3,800 

「コンピュータアニメーションフェスティバル ハイライトビデオ  
レビュー版166号」 
会員： ¥ 3,200 / 非会員： ¥ 4,800

table of contents
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Conference Policies

• SIGGRAPH Asia 2009 reserves the right 
to deny registration or entrance to any 
attendee or prospective attendee, and to 
cancel an existing registration, if it deter-
mines that a registration or an attendee is 
not in the best interest of SIGGRAPH Asia 
2009 or ACM SIGGRAPH.

• Lost badges cannot be replaced. If you 
lose your badge you must register again at 
the published rates to obtain a new badge.

• SIGGRAPH Asia 2009 conference docu-
mentation and pre-purchased merchandise 
will not be shipped, nor will refunds be 
given for any material not picked up at the 
Merchandise Pickup Center.

Camera/Recording Policies

No cameras or recording devices are 
permitted at SIGGRAPH Asia 2009. Abuse 
of this policy will result in revocation of the 
individual’s registration credentials.

SIGGRAPH Asia 2009 employs a profes-
sional photographer and reserves the right 
to use all images that this photographer 
takes during the conference for publication 
and promotion of future ACM SIGGRAPH 
events.

Accessibility

The Convention Center is handicap  
accessible. If you have special needs or 
requirements, please contact Conference 
Management at cmasia@siggraph.org.

Age Requirement Policies

Registered attendees under the age of  
16 must be accompanied by an adult at all 
times. Children under 16 are not permit-
ted in the Exhibition. Age verification is 
required.

Automated Teller Machines (ATMs)  
and Banks Currency Exchange

ATM 

An Automated Teller Machine (ATM) is 
located at Daily Yamazaki, Level 1 of  
Exhibition Hall (nearer to Hall A). Daily 
Yamazaki is open 07:00–23:00.

Bank 

Citibank Yokohama  
Yokohama Station West Exit 
Tel: +81 45 314 0716 
*ATM is available 24 hours

Foreign Exchange 

World Currency Shop  
(Bank of Tokyo-Mitsubishi UFJ) 
Yokohama Sogo B2F 
Tel: +81 45 451 9600 
10:00–19:00

Foreign Currency Exchange Plaza  
of Bank of Yokohama 
Yokohama Station East Exit 
Tel: +81 45 453 6824 
11:00–13:30 
14:30–18:30

Travelex Currency Shop  
Yokohama Station West Exit 
The Diamond Yokohama Underground 
Shopping Mall 
Tel: +81 45 316 6200 
10:00–21:00

Bookstore
Level 3–Foyer, Conference Center

BreakPoint Books offers the latest and 
greatest books, CDs, and DVDs on com-
puter animation, graphic design, gaming,  
3D graphics, modeling, and digital artistry.  
The bookstore features recent books by  
SIGGRAPH speakers and award winners.  

Note: Bookstore refunds will only be 
processed during the conference. All 
bookstore policies are those of BreakPoint 
Books and not SIGGRAPH Asia 2009.

Cafeteria/Restaurants/Stand Catering

A variety of coffee shops, snack bars 
and restaurants are available in Pacifico 
Yokohama.

Pacifico Yokohama Restaurant Meal Ticket 
can be purchased at Pacifico Yokohama 
Business Center. 

Child Care

Child care will not be provided at SIG-
GRAPH Asia 2009.  Contact your hotel 
concierge for suggestions.

Conference Management Office
Room 311/312, Level 3 Conference Center

If you have questions regarding SIGGRAPH 
Asia 2009, you can always approach the 
student volunteers. Feel free to stop by the 
conference management office too.

Exhibition Management Office
Room BM 2, Mezzanine Floor of  
Exhibition Hall B 

Exhibition Management representatives are 
available during conference hours to meet 
with exhibitors and help with plans for 
exhibiting at SIGGRAPH Asia 2009 and  
SIGGRAPH Asia 2010.

Housing Desk
Level 2–Foyer, Conference Center

Complete information about SIGGRAPH 
Asia 2009 hotel accommodations and 
tours. Open during registration hours. 

ACM SIGGRAPH International  
Resource Center 
Level 2–Foyer, Conference Center

This center offers information on ACM 
SIGGRAPH global initiatives including 
Chapters, Education, Membership, and 
International Resources. A multi-lingual 
staff answers questions, offer suggestions, 
provides informal translation services, and 
makes connections with international at-
tendees. 
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Lost and Found
Exhibition Management Office, Room BM 2,  
Mezzanine Floor of Exhibition Hall B 

To inquire about lost items during and after 
the conference, please proceed to the  
Exhibition Management Office.  
 
All lost items (including badges) should be 
turned into this location, where they will be 
logged and stored until the conclusion of 
the conference. After the conference, all 
lost and found items will be turned over to 
the security office of Pacifico Yokohama 
Convention Center.

Merchandise Pickup Center/ 
SIGGRAPH Asia Store
Level 3–Lounge, Conference Center

Your conference documentation (included 
with registration) must be picked up at 
the Merchandise Pickup Center.  Confer-
ence documentation and pre-purchased 
merchandise will not be shipped, nor will 
refunds be given for any material that is 
not picked up at the Merchandise Pickup 
Center. Open during registration hours.  
See Registration.

Parking

Minato Mirai Public Parking Lot

standard-sized cars

Fee: ¥260/30min; ¥520/hour
* 50% discount for parking from 00:00 to 06:00 
* Weekdays: Maximum charge of ¥1,300 from  
07:00 to 23:00

Hours: Opens 24 hours a day

Capacity: 1,188 cars

Contact: +81 45 221 1301

motorcycles

Fee: ¥100 / hour; Maximum ¥800/day 

Hours: 24 hours a day  
(Entrance only from Exhibition Hall)

Capacity: 44 (126 cc engine or higher)

Contact: +81 45 221 1301 

Rinko Park Parking Lot

Fee: ¥250/30min 
* Weekdays : Maximum charge of ¥1,100 from  

08:00 to 21:00

Hours: 08:00 to 21:00

Capacity: 100 cars

Car size: Max 5.3mL x 2mH x 1.7ton 
Weight

Contact: +81 45 221 2175 (10:00 to 
21:00)

Registration
Outside Exhibition Hall B, Level 1

Tuesday, 15 December	 15:00–19:00

Wednesday, 16 December	 08:00–18:00

Thursday, 17 December	 08:00–18:00

Friday, 18 December 	 08:00–18:00

Saturday, 19 December	 08:00–16:30

Speaker Preparation Room
Room 211/212, Conference Center

Tuesday, 15 December	 13:00–18:00

Wednesday, 16 December	 08:00–18:00

Thursday, 17 December	 08:00–18:00

Friday, 18 December 	 08:00–18:00

Saturday, 19 December	 08:00–16:00

Please pick up your badge, registration 
credentials, and conference information at 
the registration counter outside Exhibition 
Hall B, Level 1 before proceeding to the  
Speaker Prep Room on Level 2, where you 
will collect your Speaker Ribbons.

If you are presenting at the conference, you 
should check in with Speaker Prep at least 
24 hours before your session to review 
your materials, practice your presentations, 
and test the playback of your animations. 
It’s the best place to make sure that you 
will have everything you need for your 
session.
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Technical Materials 

Technical materials included with your 
registration must be picked up at the  
SIGGRAPH Asia 2009 Merchandise Pickup 
Center.  Lost merchandise vouchers will 
not be replaced.

Technical Materials Sold After the 
Conference

Full Conference DVD-ROM

This digital publication contains the 
electronic version of the Technical Papers, 
including images and supplemental 
material; the Course Notes, including sup-
plemental materials (movies, source code, 
HTML presentations); and abstracts and 
supplemental materials from both the Edu-
cators Program and Sketches & Posters. 

The content of the printed version of the 
ACM Transactions on Graphics (Confer-
ence Proceedings Special Issue) and the 
Digital Experiences: the SIGGRAPH ASIA 
2009 Art Gallery, Emerging Technologies, 
and Computer Animation Festival Catalog 
is also included on the Full Conference 
DVD-ROM. The DVD-ROM is included with 
all Full Conference Access registrations, 
and it is available for purchase at SIG-
GRAPH Asia 2009.

ACM Transactions on Graphics

The printed ACM Transactions on  
Graphics (Conference Proceedings Special 
Issue) contains the Technical Papers. It is 
available for purchase at SIGGRAPH Asia 
2009.

Digital Experiences: SIGGRAPH Asia 
2009 Art Gallery, Emerging Tech-
nologies, and Computer Animation 
Festival Catalog

Includes the permanent record of images 
from the Art Gallery, the Computer Anima-
tion Festival, and Emerging Technologies. 
They are available for purchase at  
SIGGRAPH Asia 2009.

Siggraph Asia 2009 Video Review

Contains animations presented at the  
SIGGRAPH Asia 2009 Computer  
Animation Festival.

To order these materials after the  
conference, contact:

acm member services 
+1.212.626.0500 (International and  
New York Metro Area) 
800.342.6626 (Continental US and 
Canada) 
+1.212.944.1318 fax 
orders@acm.org

Wireless Internet Access

SIGGRAPH Asia 2009 provides 802.11 
a/b/g wireless network access in most 
areas of the Convention Center.   
To use the wireless network, attendees 
should have their own wireless (802.11a,  
b or g compatible) cards.

Please refer to your laptop operation sys-
tem and client adapter documentation and 
follow this procedure:

1. Document all existing TCP/IP and wire-
less configuration information before you 
make any changes.

2. Configure your laptop to use DHCP

3. Configure your wireless adapter Network 
Name (SSID)  
to be “SA2009”

4. Disable encryption on your wireless 
adapter

The SIGGRAPH Asia 2009 wireless 
network provides open, unencrypted com-
munications for conference attendees. The 
system is not secure and can be monitored 
by others.

SIGGRAPH Asia 2009 does not provide 
public work-stations for internet access.
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Merchandise（カンファレンスグッズ・DVD・
刊行物）引換・購入
参加登録に含まれるカンファレンスグッズ、
刊行物は全て、会議センター3Fラウンジ
の“Merchandise”カウンターにてお引き換え 
下さい。こちらで販売もしております。

シーグラフアジア2009カンファレンスの刊行物、
および会場内ショップでバウチャーと交換される
カンファレンスグッズの発送は致しかねます。また
商品をカウンターで引き取り忘れられた場合の返
金も致しかねます。

ブックストア「BreakPoint Books」
会議センター3階にあります。

コンピュータアニメーション、グラフィックデザ
イン、ゲーミング、3Dグラフィック、モデリング、
デジタルアート等の英語・日本語両方の本を初
め、CD、DVDがご購入可能です。

www.breakpointbooks.com 

チャイルドケア
シーグラフアジア 2009はベビーシッターや 
チャイルドケアの施設はご用意しておりません。

バリアフリー
全施設に車イスの方がご利用いただけるエレベー
ター、スロープ、トイレ、座席スペース、自動販売機、
駐車スペースを完備しております。

詳細： 
www.pacifico.co.jp/visitor/info/index.html

ショップ＆レストラン情報
パシフィコ横浜内： 
www.pacifico.co.jp/visitor/shops/ 
index.html

みなとみらい21地区： 
www.minatomirai21.com

会場内でのケータリングにつきましては、 
神奈川クッキングサービスセンター、 
suda@kanagawa-cooking.co.jp まで 
お問い合わせ下さい。

みなとみらい21共通飲食券はパシフィコ横浜 
ビジネスセンター(展示ホール2Fコンコース内）
にてお求めいただけますwww.pacifico.co.jp/
promoter/support/sp06.html

トラベルインフォメーション

ホテルリスト等につきましては 
www.siggraph.org/asia2009/ 
travel_housing/ をご覧下さい。

お問い合わせ先： 
ＪＴＢ西日本 ＥＣ営業部 プロモーションチーム 
〒541-0056 大阪市中央区久太郎町2-1-25 
JTBビル 3Ｆ  
TEL: 06-6260-5060  
FAX: 06-6260-5090　 
E メール：westec_op6@jtb.jp 

お知らせ（カンファレンスポリシー）
シーグラフアジア2009では、写真撮影および 
録音は禁じられています。無断で写真撮影をされ
た場合には参加取消し等の処置を取らせて頂く 
場合もあります。シーグラフ2009はカンファレンス
専属カメラマンを擁し、将来のACM SIGGRAPH
イベント公式の場、およびプロモーションに、当専
属カメラマンが撮影した全写真を使用する権利を
有します。

年齢確認のため身分証明書の提示を求める場合
もございます。また、参加登録済の16歳未満の方
の単独での入場はお断りしています。常に大人が
同行する必要があります。

シーグラフアジア2009はご登録された内容や 
参加者がシーグラフアジア2009およびACM 
SIGGRAPHの参加主旨に添わないと判断した 
場合は、参加登録や入場をお断りし、また、取り 
消す権利を有します。

入場証を紛失された場合には再発行は出来ませ
んのでご注意下さい。紛失された場合には、登録 
カウンターにて正規料金をお支払い再登録頂いた
後、新入場証を発行させて頂きます。

駐車場のご案内

みなとみらい公共駐車場

普通車 
料金: 30分260円、1時間520円
深夜割引: 午前0時～6時は半額
平日割引: 午前7時～午後11時は 
最大1,300円 
営業時間: 24時間(無休）
収容台数: 1188台 
普通車（車長6.0m、車高2.1m、重量4.0t 
以下まで）
お問い合わせ: 駐車場管理事務所 
TEL 045-221-1301
※10月1日より「みなとみらい公共駐車場」は 
場内禁煙となります。 

自動二輪車 
料金: 1時間100円、1日最大800円
定期: 1ヶ月16,000円
営業時間: 24時間　 
※入庫時は展示ホール側出入り口のみ
収容台数: 44台（126ｃｃ以上）
お問い合わせ: 駐車場管理事務所 
TEL 045-221-1301

バス・大型車 駐車場 
料金: 30分500円、1時間1,000円
深夜割引: 午後10時～午前7時は半額
営業時間: 24時間 (無休）
入出庫は、午前7時から午後10時まで
収容台数: 40台（大型車）
お問い合わせ: 駐車場管理事務所　 
TEL 045-221-1302 (10:00～21:00) 
＊ご利用の際は予約が必要です

臨港パーク駐車場

料金: 30分250円
平日割引: 午前8時～午後9時は最大1100円 
営業時間: 午前8時～午後9時
収容台数: 100台 
普通車（車長5.3m、車高2.0m、重量1.7t 
以下まで）
お問い合わせ: 駐車場管理事務所　 
TEL 045-221-2175 (10:00～21:00) 



featured speakers

www.siggraph.org/asia2009	 program guide	 featured speakers  11

Featured Speakers

The Power of Heterogeneous Computing
Modern GPUs are revolutionizing scientific visualization, visual effects, and many other applications in 
computer graphics. They are accelerating routine processes and revealing new possibilities that were 
only futuristic speculation a few years ago. Traditional graphics processors were special-purpose, hard-
wired devices that supported a limited range of graphics applications. Now they are obsolete, replaced 
by fully programmable, massively parallel, floating-point processors that accelerate many applications 
by two orders of magnitude or more.

In this featured talk, David Kirk reviews the evolution of GPU technology and shares his vision of how 
current work in academic and industrial labs around the world will be applied to future generations of 
computer graphics systems.

David Kirk is an NVIDIA Fellow and served from 1997 to 2009 as NVIDIA’s chief scientist, a role in which 
he led development of graphics technology for today’s most popular consumer-entertainment platforms.

In 2009, he received the California Institute of Technology’s Distinguished Alumni Award, its highest 
honor, for his work in the graphics-technology industry. He was elected in 2006 to the National Acad-
emy of Engineering for his role in bringing high-performance graphics to personal computers. In 2002, 
he received the ACM SIGGRAPH Computer Graphics Achievement Award for his role in bringing high-
performance computer graphics systems to the mass market. 

David Kirk 
NVIDIA Fellow and former  
NVIDIA Chief Scientist  

NVIDIA特別研究員

デイビッド・B・カーク 

ヘテロジーニアス・コンピューティングの効果

近代GPUの登場により、科学技術の可視化、ビジュアルエフェクトを始め、その他多くのCGアプリケーションが進化し 
ました。最新のGPUは、数年前までは、まだまだ先の話と捉えられていた事を実現可能とし、さらに通常の工程を大幅に 
短縮します。

従来のグラフィックスプロセッサは、特別な用途に限定されたグラフィックスアプリケーションのみをサポートするデバイ
スでした。もはやその概念は時代遅れとなり、プログラマブルな、超並列型、浮動小数点プロセッサが登場し、多くのアプリ
ケーションが大幅に加速しました。

この基調講演では、GPUテクノロジの進化について触れ、世界中の学業界および産業界の現在の取り組みの次世代 
コンピュータグラフィックスシステムへの適用について、David Kirk氏の観点をご紹介します。

講演者プロフィール： 
デイビッド・カークはNVIDIAの特別研究員であり、1997年から2009年まで主席研究員を務めました。この役職において
は、現在最も一般的な市販エンターテインメント向けプラットフォームのためのグラフィック技術の開発を主導しました。

彼は、グラフィックス技術業界への功績に対して、2009年にCalifornia Institute of Technology (Cal Tech：カリフォ
ルニア工科大学)より最高の名誉であるDistinguished Alumni Award(優秀同窓生賞)を授与しています。パーソナル 
コンピュータに高性能グラフィック スをもたらした功績により、2006年にNational Academy of Engineering 

（NAE：アメリカ工学アカデミー）に選出されました。2002年には高性能グラフィックスを大衆市場で可能にした功績に
より、 SIGGRAPH Computer Graphics Achievement Award（コンピュータグラフィック功績賞）を受賞しました。

NVIDIA入社前は、1993年から1996年にかけて、テレビゲームメーカーであるCrystal Dynamicsのチーフサイエン 
ティストおよび技術部長を務めました。1989年から1991年には、HPのApollo Systems部門の技術者でした。

彼は、グラフィックデザイン関連の50特許（出願特許を含む）の発明者であり、グラフィック技術についての50以上の論文
を発表しています。マサチューセッツ工 科大学で機械工学の学士号および修士号、カルフォルニア工科大学でコンピュー
タサイエンスの修士号および博士号を取得しています。

■ ●

Thursday, 17 December
11:00–12:30 | Level 1, Main Hall

2009年12月17日（木）
11:00–12:30 | 会議センター1Fメインホール  
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Enhanced Realities
As the wave of ubiquitous computing rapidly penetrates into our everyday lives, the focus of human- 
computer interactions is also shifting from simply improving individual devices to enhancing more  
connected activities and communications.

In this talk, Jun Rekimoto, discusses how such pervasive connectivity based on advanced sensing 
technologies, and large-scale fusion of real and digital worlds, will change our physical space and what 
the user-interface challenges will be.

Jun Rekimoto’s research interests include human-computer interaction and computer-augmented  
environments. He invented various innovative interactive systems and sensing technologies, including 
NaviCam (a hand-held augmented-reality system), Pick-and-Drop (a direct-manipulation technique for 
inter-appliance computing), CyberCode (the world’s first marker-based augmented-reality system),  
Augmented Surfaces, HoloWall, and SmartSkin (two of the earliest examples of multi-touch systems).

He has published more than 100 articles in the area of human-computer interactions, including ACM 
SIGCHI, and UIST. He received the Multi-Media Grand Prix Technology Award from the Multi-Media 
Content Association Japan in 1998, the iF Interaction Award in 2000, the Japan Inter-Design Award in 
2003, and the iF Communication Design Award in 2005. In 2007, he was elected to the ACM SIGCHI 
Academy. 

Jun Rekimoto 
Interfaculty Initiative in  
Information Studies 
The University of Tokyo

Director, Interaction Laboratory 
Sony Computer Science  
Laboratories 

東京大学大学院情報学環教授 
ソニーコンピュータサイエンス研究所 
インタラクションラボラトリー室長 
暦本純一氏 

エンハンスド・リアリティー

ユビキタスコンピューティングが急速に日常生活に取り込まれて行くと同時に、ヒューマンコンピュータインタラクション
の課題も単にそれぞれの機器の使いよさを向上させるだけでなく、より密接に結合したそれらの機器と人間が作り出す 
全体像に移行してきています。この講演では種々の先進的センシング技術によるインタラクションや、大規模な物理世界と
情報世界の融合をテーマに、ユーザインタフェースのチャレンジについて議論します。

講演者プロフィール： 
ヒューマンコンピュータインタラクション全般、ユビキタスコンピューティングが主な研究分野、NaviCam(ハンドヘルドの
拡張現実ARシステム)、Pick-and-Drop (複数コンピュータ環境向けインタフェース)、CyberCode（拡張現実感AR 
アプリケーションを構築するための世界初ビジュアルマーカーを用いた画像認識技術）、Augmented Surfaces 

（情報シェアテーブル等に発展する物体を会した情報シェア技術）、HoloWall（壁面型インタフェースの新しい構成 
手法）、 SmartSkin（非接触・多点・自由形状入力センサーとその対話技法）をはじめ、多数の革新的、センシング技術、 
インタラクティブシステムを発明。

ヒューマンコンピュータインタラクション分野でACM SIGCHI、UIST(User Interface Software and Technology)
などに100以上の記事・論文を発表。1998年MMCAマルチメディアグランプリ技術賞受賞、2000年 International 
Forum Design 「iF」 Interaction賞受賞、2003年日本文化デザイン賞受賞、2005年iF Communication Design賞
受賞、200７年 ACM SIGCHI Academy 受賞。

■ ●

Friday, 18 December
14:15–15:45 | Level 1, Main Hall

2009年12月18日（金）
14:15–15:45 | 会議センター1Fメインホール  
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Story Structure and the  
Design of Narrative Environments
Joe Rohde discusses the use of narrative structure as a guideline for conceptualization and design  
of physical and virtual spaces. The rules of storytelling are well understood when applied to traditional 
linear forms derived from literature, but spatial environments pose challenges that require special treat-
ment. The principles that inform storytelling in built physical space can apply as well to virtual space. 
Ths featured talk covers some guidelines and principles for creating spaces that serve both the initial 
needs of the primary designer or storyteller and the needs of future audiences, who may seek to re-
adapt the narrative to their own purposes.

Joe Rohde is an Executive Designer and Senior Vice President at Walt Disney Imagineering. He is the 
creative lead for Disney’s Animal Kingdom at the Walt Disney World Resort in Orlando, Florida, and re-
lated new projects. He has led conceptualization, design, and production for Disney’s Animal Kingdom 
since its inception in 1990. He also oversees creative development at Disney’s newest luxury resort 
project in Hawaii, which is scheduled to open in 2011.

He also led development and production of Expedition Everest at Disney’s Animal Kingdom. This project 
took him and other Imagineers to the mountains of Nepal, Bhutan, and Tibetan Sichuan, researching 
the background details to incorporate into the very authentic environment designed for Expedition Ever-
est. His travels for the research and production work were featured in a series of hour-long programs on 
the Discovery Network.

He began his career at Walt Disney Imagineering as a model designer and scenic painter in 1980, 
working on the México pavilion for Epcot at Walt Disney World Resort. He also worked on numerous 
attractions for the redesigned Fantasyland at Disneyland in the 1980s, Captain EO, and the Norway 
pavilion for Epcot, before commencing his responsibilities on Disney’s Animal Kingdom. 

物語的構造と物語を語る環境のデザイン

本講演では、実空間と仮想空間のコンセプト化とデザインをする上での指針として物語的構造をどう活用するかを解説し
ます。文学に由来する従来の線状（リニア）の形式で使う話術の手法は深く理解されているものの、空間を対象とした環境
にはそれ固有の難しさがあり特別な処理が必要となります。建造された物理空間の物語性を形成する手法は、仮想空間
にも当てはまります。講演ではプロジェクト初期に関わるデザイナーや物語立案者に求められる初期段階のニーズと、聴
衆が物語を自分たちの目的に適応させることへのニーズの双方を満たす、空間をデザインするための指針や原則を紹介し
ます。

講演者プロフィール： 
ローディ氏はウォルト・ディズニー・イマジニアリングのエグゼクティブ・デザイナー、シニア・バイス・プレジデントとしてフ
ロリダ州オーランドのウォルト・ディズニー・ワールド・リゾートのディズニー・アニマル・キングダムと関連する新規プロジェ
クトのクリエイティブ責任者を務める。1990年に検討が始まったディズニー・アニマル・キングダムのコンセプト化、デザイ
ン、製作を統括してきた。またディズニーがハワイで進めている2011年開業予定の新ラグジュアリ・リゾートホテル事業の
クリエイティブ開発も監督している。

ディズニー・アニマル・キングダムにあるエクスペディション・エベレストの開発と製作を統括したローディ氏は自身が率い
るイマジニアの一行とともにネパール、ブータン、チベット領四川の山地を訪れ、エクスペディション・エベレストの為にデザ
インした本物に限りなく近い環境作りに取り入れる背景詳細の研究を行った。その研究目的の視察旅行と製作の仕事ぶ
りはディスカバリー・ネットワークの一時間番組のシリーズとして放送された。 
ローディ氏のウォルト・ディズニー・イマジニアリングにおけるキャリアは1980年、ウォルト・ディズニー・ワールド・リゾート
のエプコットにあるメキシコ館のモデル・デザイナーとシーニック・ペインターの仕事から始まった 1980年代にディズニ
ーランドのファンタジーランドのデザインを一新する事業ではいくつものアトラクションに関わり、キャプテンEO、エプコッ
トのノルウェイ館を手がけたのちにディズニー・アニマル・キングダムの業務に就いた。

Joe Rohde 
Senior Vice President,  
Creative,  
Walt Disney Imagineering

 
ウォルト・ディズニー・ 
イマジニアリング 
エグゼクティブ・デザイナー 
シニア・バイス・プレジデント 
Joe Rohde (ジョー・ローディ) 

	

■ ●

Saturday, 19 December
14:15–15:45 | Level 1, Main Hall

2009年12月19日（土）
14:15–15:45 | 会議センター1Fメインホール  
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Computer Animation Festival
コンピュータアニメーションフェスティバル

The premier annual event for the world’s most innovative,  
accomplished, and amazing digital film and video creators.  
An internationally recognized jury receives hundreds of submissions 
and presents the best work of the year in daily Animation Theaters 
and the Electronic Theater. Selections include outstanding achieve-
ments in time-based art, scientific visualization, visual effects, 
real-time graphics, and narrative shorts.

世界で最も革新的、完成度が高く驚異的なデジタル映画及びビデオクリエイ 
ターのための年１度の特別イベントです。国際的に認められた審査員が何百も
の投稿作品を受理・審査後、会期中、アニメーションシアターと、特に優れた作
品を集めた上映会であるエレクトロニックシアターにて毎日世界最高の作品を 
ご観賞いただけます。選び抜かれた作品には、タイムベース・アート、サイエン 
ティフィック・ビジュアライゼーション、ビジュアルエフェクト、リアルタイム画像、 
ナラティブな短編映画等が含まれます。

Electronic Theater  エレクトロニックシアター  ■ ● 

The Electronic Theater presents a two-hour overview of the best 
animations, visual effects, and scientific visualizations produced in 
the last year. After reviewing hundreds of submissions from around 
the world, an international jury assembled this show to represent 
the must-see works in computer graphics for 2009. The Electronic 
Theater also includes a few pieces shown by special invitation.

On opening night, 17 December, the Electronic Theater begins with 
presentation of the Computer Animation Festival’s Best of Show 
and Best Technical Awards.

エレクトロニックシアターでは、前年度制作されたアニメーション、ビジュア
ルエフェクト、サイエンスビジュアライゼーションなどの選び抜かれた作品を
２時間で上映致します。全世界から寄せられた数百にも上る応募作品の中
から、国内外から集まった審査員により、2009年度のCG界で必見の作品
がこのプログラム上映に選ばれました。エレクトロニックシアターでは、特別
招待作品の上映も致します。上映初日である12月17日はBest of Showと
Best Technical Awardのプレゼンテーションから始まります。

Animation Theater  アニメーションシアター  ■ ● ▲

A more in-depth look at the world of animation, visual effects, and 
scientific visualization over the last year. In the Animation Theater, 
all-day shows present outstanding works from around the world 
selected by the Computer Animation Festival’s international jury.

前年度中に作成されたアニメーション、ビジュアルエフェクト、サイエンスビ
ジュアライゼーションなどのより深い部分を知る事が出来ます。アニメーシ
ョンシアターでは、国内外の審査員により選ばれた世界中の優れた作品が
一日を通して上映されます。

 
Mascot Animations  マスコットアニメーション

The Computer Animation Festival issued a special call for short 
animations of SIGGRAPH 2009’s robot mascot character.   
Students and professionals around the world submitted many 
creative, entertaining animations. The largest group of submissions 
came from students at the Digital Hollywood school in Tokyo.

The best robot mascot animations were selected for title cards and 
trailers in the Animation Theater, the Electronic Theater, and the 
SIGGRAPH Video Review.

コンピューターアニメーションフェスティバルでは、シーグラフアジアのマス
コットであるロボットを使用したショートアニメーションの特別公募を致し
ました。世界中の学生や、プロによりたくさんの独創的で、面白いアニメーシ
ョンが寄せられました。東京にある、デジタルハリウッド学校の学生より一番
多くの応募作品を頂きました。彼らの作品は、タイトルカード、アニメーショ
ンシアターとエレクトロニックシアターの予告編、そして、シーグラフのビデ
オレビュー内で使用されています。

conference registration categories

■ 	Full Conference Access

● 	One-Day Full Conference

▲	 Basic Conference

Art Gallery  
アートギャラリー：「適応」 
■ ● ▲

Some of the most impressive breakthroughs in art and technology 
happen by considering the gaps and opportunities in the existing 
landscape - by adapting what we know to what might be. Now, 
as the world evolves with exponential speed, we need artists and 
scientists to show us the way.

The Art Gallery and Emerging Technologies exhibitions at  
SIGGRAPH Asia 2009 share the theme of Adaptation. The Art  
Gallery features a diverse, international body of work, ranging  
from pieces driven by technology to works that critically comment 
on our technological society.

現実の社会に存在する課題とそれに取り込む機会について考える―今存在 
するものを将来存在するかもしれないものに適応させることにおいて、アート 
とテクノロジーの飛躍的な成果が見られます。

世界が急速に進化する今、アーチストや研究者にその最前線を見せてもらいま
しょう。シーグラフアジア2009のアートギャラリーとエマージングテクノロジー
の展示は「適応」をテーマとしています。アートギャラリーでは、最先端のデジタ
ルメディア技術を駆使した作品から、技術社会に疑問を投げかけるような 
作品まで、多様で国際的なアートが展示されます。
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Courses
コース 
■ ● 

For over 30 years, the SIGGRAPH Courses Program has been 
sharing the very best of computer graphics and interactive tech-
niques with the graphics community. International experts present 
instructional sessions for beginners, novices, or experts on topics 
such as animation production, computer-human interaction, gam-
ing, rendering techniques, computational geometry, mobile devices, 
and more. At SIGGRAPH Asia 2009, hundreds of practitioners, 
developers, researchers, artists, and students will attend Courses 
to broaden and deepen their knowledge of their field, and to learn 
the secrets of new fields. Join them!

30年以上に渡り、シーグラフのコースプログラムは、コンピュータグラフィック
ス及びインタラクティブ技術の最前線の成果をわかりやすく解説してきました。
このプログラムでは、国際的な専門家による、初級から上級向けのチュートリア
ルを開講します。アニメーション制作、ヒューマンインタラクション、ゲーミング、
レンダリング技術、計算幾何学、モバイルデバイス等、様々な分野のチュートリ
アルを受講できますシーグラフアジア2009では、何百人もの業界人、開発者、
研究者、アーチスト、学生が“コース”プログラムに参加し、各自の分野の知識を
広め、また深め、最新の研究分野の知識を習得できます。 

Educators Program
エデュケーターズプログラム 
■ ● 

In the Educators Program, people from all levels and disciplines, 
from within academia and industry, share their research, methods, 
and opinions about the teaching and integration of computer 
graphics and interactive techniques into all areas of learning.  
SIGGRAPH Asia 2009 sees education as a natural part of the 
lifelong learning process and supports the evolving integration  
of art and technology embraced by educators.

エデュケーターズプログラムは、学術界と産業界のさまざまな立場の専門家が
コンピュータグラフィックスとインタラクティブ技術に関する教育や、それらを
活用する教育の設計・開発・運用・管理・評価に関する理論や実践を発表し、 
意見交換や情報共有をする場です。

対象領域は、映像制作・アニメーション制作・ゲーム制作・Webデザイン・グラ
フィックデザイン・インダストリアルデザイン・建築デザイン・ファッションデザイ
ン・インタラクティブアート・医療画像処理・ビジュアルコンピューティング・ 
数学等さまざまです。

大学や専門学校をはじめとする学校教育から、企業やプロダクションにおける
教育や、eラーニング等のさまざまな形態の教育が対象となり、論文発表やパネ
ルセッション、ワークショップとして行われます。学術界と産業界で教育に携わ
る多くの皆様の参加をお待ちしております。

Emerging Technologies
エマージングテクノロジー「適応」 
■ ● ▲ 

Some of the most impressive breakthroughs in art and technology 
happen by considering the gaps and opportunities in the existing 
landscape - by adapting what we know to what might be. Now, 
as the world evolves with exponential speed, we need artists and 
scientists to show us the way.

The Emerging Technologies and Art Gallery exhibitions at  
SIGGRAPH Asia 2009 share the theme of Adaptation. In  
Emerging Technologies, attendees experience works that show 
how computer graphics and interactive techniques are evolving  
to adapt to new technical, social, and environmental conditions.

現実の社会に存在する課題とそれに取り込む機会について考える―今存在 
するものを将来存在するかもしれないものに適応させることにおいて、アートと
テクノロジーの飛躍的な成果が見られます。世界が急速に進化する今、アーチ
ストや研究者にその最前線を見せてもらいましょう。

シーグラフアジア2009のアートギャラリーとエマージングテクノロジーの展示
は「適応」をテーマとしています。エマージングテクノロジーへの参加者は、最先
端のデジタルメディア技術を駆使して、社会環境 に適応するためにどのように
進化しているのかを 体験することができます。 

Sketches
スケッチ 
■ ● 

Short illustrated talks on computer graphics and interactive  
techniques in art, cinema, advertising, design, science, and  
engineering. Following their talks, sketch presenters answer  
questions and discuss future implications of their work.

スケッチでは、アートやデザイン、アニメーション制作から映画、CM、 
ゲーム、Webデザイン等の産業応用まで、コンピュータグラフィックスと 
インタラクティブ技術に関する様々なフェーズにおける斬新なアイデアや 
ノウハウを紹介しています。完成度の高さより、ユニークさと面白さを尊重して
います。約15分の講演とそれに続く質疑を通して、講演者との意見交換の 
場にして下さい。  

Posters
ポスター 
■ ● ▲ 

Graphic displays of incremental, preliminary, partial, and innova-
tive insights that are important but not fully developed. Posters are 
displayed throughout the conference week, and presenters discuss 
their work in scheduled sessions.

ポスターでは、コンピュータグラフィックスとインタラクティブ技術に関するアイ
デアで、まだ初期段階のもの、部分的なもの、あるいは未完成でも斬新なもの、
を紹介しています。ポスターは会期中を通して展示され、ポスター発表者による
プレゼンテーションの時間も設けられます。

conference registration categories

■ 	Full Conference Access

● 	One-Day Full Conference

▲	 Basic Conference
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Technical Papers
テクニカルペーパー 
■ ● 

The SIGGRAPH Asia 2009 Technical Papers program is a premier 
international forum for presenting new research in computer graph-
ics and interactive techniques. Leading international experts from 
Asia and beyond present peer-reviewed research in physical simu-
lation, animation control, real-time and photo-realistic rendering, 
geometric and urban modeling, hair capture and styling, texturing, 
image and video processing and resizing, GPU algorithms, and 
sound. One session of four papers includes duplicate presentations 
in Japanese.

シーグラフとシーグラフアジア2009はコンピュータグラフィクス及びインタ 
ラクティブ技術の発表の場として最も権威ある国際会議です。

近年の注目の話題にはアニメーション制御、フォトリアリスティックレンダリン
グとノンフォトリアリスティックレンダリング、映像処理、GPUアルゴリズム、 
コンピュテーショナルフォトグラフィ、スケッチベースドモデリングサウンド、 
ハプティクスが挙げられます。

是非今年12月横浜にてシーグラフアジアに参加される計画を立てられ、研究・
産業分野の専門家による最新成果についての様々な議論を聞きましょう。

Technical Papers 
Fast Forward Session
テクニカルペーパーファーストフォーワードセッション
■ ● ▲

Get a preview of the latest research in computer graphics and  
interactive techniques and select the Technical Papers sessions 
that you need to attend later in the week.

コンピュータグラフィックスとインタラクティブ技術の最新研究成果のプレビュ
ー（予告編）です。これらをご覧になり、会期中参加されるテクニカルペーパー 
セッション選択のためのご参考にしてください。

conference registration categories

■ 	Full Conference Access

● 	One-Day Full Conference

▲	 Basic Conference
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Japanese sessions

■ ●  基調講演
※全部英→日同時通訳付
場所：全て会議センター1F  メインホール     

ヘテロジーニアス・コンピューティングの効果
12月17日（木）  11:00–12:30  

NVIDIA特別研究員  
David Kirk（デイビッド・B・カーク) 

エンハンスド・リアリティー
12月18日（金）  14:15–15:45  

東京大学大学院情報学環教授 
ソニーコンピュータサイエンス研究所  
インタラクションラボラトリー室長 
暦本純一氏 

物語的構造と物語を語る環境のデザイン
12月19日（土）  14:15–15:45  

ウォルト・ディズニー・イマジニアリング エグゼクティブ・デザイナー 
シニア・バイス・プレジデント 
Joe Rohde (ジョー・ローディ) 

■ ● ▲  スペシャルセッション
日本のビデオゲーム開発の現場では今何が起きているか？
※日→英同時通訳付
12月17日（木) 14:15–15:45  1F メインホール

1.	日本のビデオゲーム業界の動向と技術開発への取組み
	 コーエーテクモホールディングス代表取締役社長/  
	 CESA副会長、技術委員会委員長  
	 松原健二

2. ビデオゲームは、CG研究のフロンティアたり得るか？
	 スクウェア・エニックス 研究開発部 
	 チーフ・テクノロジスト  
	 吉岡 直人

3. 新しい映像表現を求めて
	 バンダイナムコゲームスコンテンツ制作本部  
	 制作ディビジョン技術部、サウンド部  
	 ゼネ ラルマネージャー   
	 斎藤直宏

	 コナミデジタルエンタテインメントスタジオITセンター  
	 技術サポートグループ  
	 統括マネージャー   
	 植原一充

リング・オブ・ガンダム-マニュアルに創作のヒントはない
※日→英同時通訳付
12月18日（金）16:15–18:00  1F メインホール

総監督 
富野由悠季

株式会社ROBOT 
CGスーパーバイザー 
西井育生 

 「アトム」 ２次元で表現された人気キャラクターから 
最新ＣＧへ進化　
※英→日同時通訳付
12月19日（土）11:00–11:45  1F メインホール　

Tim Cheung 
IMAGI Studios

「アトム」のプロダクション：アセット開発と雲シーンのエフェクト 
について
※英→日同時通訳付
12月19日（土）12:00–12:45  1F メインホール　　

Wai kit Wan 
Don Wong 
IMAGI Studios

プログラムガイド 
日本語セッション一覧

conference registration categories

■ 	Full Conference Access

● 	One-Day Full Conference

▲	 Basic Conference
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Japanese sessions

■ ●  テクニカルペーパー　
※これら日本語セッションの英語版につきましては、英語版プログラムをご覧下さい。

日本語による論文発表セッション
※全て日本語のみでの発表
12月17日（木）16:15–18:00| Room 303/304

TOG article 125  
Seam CarvingとScalingを併用した最適化画像リサイズ方法 
Weiming Dong  
Chinese Academy of Sciences Institute of Automation

Ning Zhou  
System Technologies Laboratories, Sony Corporation

Jean-Claude Paul  
INRIA

Xiaopeng Zhang 
Chinese Academy of Sciences Institute of Automation

TOG article 129  
反射のインタラクティブなデザイン手法 
Tobias Ritschel  
Makoto Okabe  
Thorsten Thormählen  
Max-Planck-Institut für Informatik

TOG article 141 
確率的プログレッシブフォトンマッピング 
Toshiya Hachisuka  
Henrik Wann Jensen  
University of California, San Diego

TOG article 148  
構造情報の入力による２次元画像からの３次元形状生成 
Yotam Gingold 
New York University/JST ERATO

Takeo Igarashi 
The University of Tokyo/JST ERATO

Denis Zorin  
New York University

■ ●  スケッチ＆ポスター
※これら日本語セッションの英語版につきましては、英語版プログラムをご覧下さい。

日本語セッション1: Stimulation & Art
12月19日（土） 9:00-10:45| Room 416/417
セッションチェア：Makoto Okabe

氷塊融解の粒子ベースリアルタイムシミュレーション
Kei Iwasaki  
Hideyuki Uchida 
Wakayama University

Yoshinori Dobashi  
Hokkaido University

Tomoyuki Nishita  
The University of Tokyo

 
多孔質体の液体流出入による弾性変化モデリング
Hirotoshi Ashida  
Yoshihiro Kuroda  
Masataka Imura  
Yoshiyuki Kagiyama  
Osamu Oshiro  
Osaka University

 
Vector Fluid: ベクタ形式による美しい流れ模様の生成
Ryoichi Ando  
Reiji Tsuruno  
Kyushu University

 
PHOROL: Interactive Wall Clock Art of  
Online Shared Snapshots
本作品は人々が撮影した写真から芸術作品を産み出す柱時計です。
Daisuke Uriu  
Keio University Graduate School of Media Design

プログラムガイド 
日本語セッション一覧

conference registration categories

■ 	Full Conference Access

● 	One-Day Full Conference

▲	 Basic Conference
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Japanese sessions

■ ●  スケッチ＆ポスター
※これら日本語セッションの英語版につきましては、英語版プログラムをご覧下さい。

日本語セッション2： Modeling & Deformation
12月19日（土）11:00- 12:45 | Room 416/417
セッションチェア 
Shigeo Takahashi

様々な形態の屋根を持つ３次元建物モデルの自動生成
Kenichi Sugihara  
Gifu Keizai University

 
江戸の町並み復元のための木造家屋のモデリング法
Shunya Kimura 
Souichiro Sunagawa 
Akio Sakuma 
Tomoaki Yasu 
Dai Katsumura 
Tomohiro Tanimura 
Kaori Aoki 
Satoru Takahashi 
Tomoaki Moriya 
Tokiichiro Takahashi 
Tokyo Denki University 

回転不変量を用いた関節構造を有するモデルの補間手法

Yusuke Yoshiyasu  
Keio University 

体積保存を導入したLSM法変形
LSM法に体積保存を導入しより妥当性の高い手法を提案する。
Kenji Takamatsu  
Takashi Kanai  
The University of Tokyo

 
日本語セッション3： Effects Okonomiyaki
12月19日（土）16:15-18:30 | Room 416/417
セッションチェア 
Ryusuke Villemin

爆発シミュレーションのコントロール

Yoshinori Dobashi  
Shuhei Sato  
Tsuyoshi Yamamoto  
Hokkaido University

Ken Anjyo  
OLM Digital Inc. 

Fetching Expressions - 
Throwing realism into the dogs in UP
ブルドッグ・ガンマの描写において、犬の生態を理解し戯画化された 
キャラクターがもたらす、コミカルながらも自然な表情を検証します。
Sonoko Konishi  
Pixar Animation Studios

 
メイキング「９」-  
カスタムツールによるパイプラインとワークフローの改良
Starz Animationのトロントスタジオにおけるツール開発とその成果。 
長編映画「９(ナイン)」を製作するために、パイプラインを改良することで 
短期間で高品質な作品を完成。特に汎用シェーダプログラムによりマテリ
アルおよびテクスチャ作業のワークフローを向上させ、合成ツール上で 
ライティングを行うことでレンダリング作業までを効率化しました。

Tatsuya Nakamura  
Daniel Lee  
Matthew Collie  
Tod Baudais  
Starz Animation

 
背景表現のための手描き風CGアニメーション
Yosuke Katsura 
Ken Anjyo  
OLM Digital Inc.

 
CACAni システムにおけるシミュレーションベースの 
中割りフレーム作成
Eiji Sugisaki  
Nanyang Technological University

Masayuki Nakajima  
Tokyo Institute of Technology

Hock Soon Seah  
Nanyang Technological University

Fumihito Kyota  
Tokyo Institute of Technology

プログラムガイド 
日本語セッション一覧

conference registration categories

■ 	Full Conference Access

● 	One-Day Full Conference

▲	 Basic Conference
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Digital Bazaar 
Located on the main exhibit floor, the Digital Bazaar emulates the street bazaars 
common in Asia. It’s an open marketplace, a forum for quick, efficient, interac-
tive exchange. Interact with startups, technoprenuers, creative producers, 
aspiring digital medial artists, and researchers who offering their ideas and 
products in the Digital Bazaar!

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

Commercial Game 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

Display Technology

DVD Authoring Tools

Education/Training

Electronic Publishing

Encoders/Decoders

Encoders/Decoders-HW

Engineering Applications

Furniture

Geographic Information Systems

Geographic Information 
Systems-HW

Graphic Design Systems

Graphics Accelerator Boards

Graphics Accelerator Boards-
HW

Graphics Standards Software

GroupWare

GroupWare Software

Haptic Input Devices

Hardcopy Devices; Photographs/
Slides

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 Equipment

Motion Capture Software

Multimedia Tools and 
Applications

Multimedia Tools and 
Applications-HW

Networking Equipment

Networking Infrastructure

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

Digital Cinema

Digital Content Producer

Digital Signage

Online Network Services

Visual Computing.

Conference Overview

Exhibition
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Thursday, 17 December	 09:30 – 18:30 
Friday, 18 December	 09:30 – 18:30 
Saturday, 19 December	 09:30 – 17:00 

HALL B	   ■ ● ▲ ◆

Welcome to the SIGGRAPH Asia 2009 Exhibition. This is your opportunity to learn about all the products 

and services you need for another year of business and creative achievement. The exhibition is a diverse 

and energetic showcase of everything Asia and beyond have to offer in computer graphics and interactive 

techniques, from hardware to software companies, production studios, and government pavilions hosting 

the established and emerging companies that are shaping the future of digital media. Try the latest systems, 

talk with the people who developed them, discover companies that are looking for distributors or resellers, 

and get all the information you need to build your business for the next year.  

conference registration categories

■ 	Full Conference Access
● 	One-Day Full Conference
▲	 Basic Conference
◆	 Exhibits Only
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Thursday, 17 December	 09:30 – 18:30 
Friday, 18 December	 09:30 – 18:30 
Saturday, 19 December	 09:30 – 17:00 

HALL B ■ ● ▲ ◆

Job Fair
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Conference Overview

The Job Fair, presented by CreativeHeads.net and Works Corporation Inc., is the best place for jobseekers 

to meet with employers from Japan and around the globe! Participating companies will be looking for the 

best “right brain” talent to fill a host of positions such as artists, animators, programmers, producers, game 

designers, tech directors, and many more! 

Visit the Job Fair if you are:

• Actively looking for a new job

• Passively networking to see what opportunities are available

• Interested in getting acquainted with some great companies

• Hoping to broaden your horizons and possibly switch industries

• Looking for career development tips

Presented by:

conference registration categories

■ 	Full Conference Access
● 	One-Day Full Conference
▲	 Basic Conference
◆	 Exhibits Only
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Co-Located Event

VRCAI 2009  
The 8th ACM SIGGRAPH  
International Conference  
on Virtual-Reality Continuum  
and its Applications
 
14-15 December 2009 
Tokyo Institute of Technology  
(Yokohama, Suzukakedai Campus)

An exciting VRCAI 2009 awaits attendees from both academia and 
industry to Japan, a hotbed of innovation where state-of-the-art 
technologies and applications in the virtual-reality continuum will be 
explored and presented. Spanning next-generation info-commu-
nication environments such as virtual reality, augmented virtuality, 
augmented reality, and mixed reality, the virtual-reality continuum 
is key to defining and interacting, with and within, virtual worlds. 
Advances in research and novel applications in this field have revolu-
tionized many of our leisure activities, making them more appealing 
and fun. Just as significantly, these advances provide the foundation 
for more effective interactivity in work- and learning-related activities.   

Complete information: www.vrcai2009.com

co-locatEd event
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Get Involved

SIGGRAPH Asia 2010: Get Involved
 
Friday, 18 December, 13:30–14:15 
SIGRAPH Asia 2010 Booth, Exhibition Hall B

Would you like to be an active part of an exciting conference experience? Join the committee and get involved with SIGGRAPH Asia 2010. 
At this session you can meet the program chairs, get all the information you need, and say “yes” to working with the premier conference on 
computer graphics and interactive techniques.

Complete information is also available at the SIGGRAPH Asia 2010 booth, 17-19 December, Pacifico Yokohama Hall B.

get involved
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computer animation festival

Computer Animation Festival: 

Screening Schedule

Screening schedule 

Thursday 17 December	 09:00–09:30, 13:00–13:30, 16:30–17:00

Friday 18 December	 11:00–11:30, 15:00–15:30

Saturday 19 December	 09:30–10:00, 13:00–13:30, 17:00–17:30

Screening schedule 

Thursday 17 December	 09:30–10:00, 13:30–14:00, 17:00–17:30

Friday 18 December	 11:30–12:00, 15:30–16:00

Saturday 19 December	 10:00–10:30, 14:00–14:30, 17:30–18:00

Screening schedule 

Thursday 17 December	 10:00–10:30, 14:00–14:30, 17:30–18:00

Friday 18 December	 12:00–12:30, 16:00–16:30

Saturday 19 December	 10:30–11:00, 14:30–15:00

Dream
– Burning Stage

– au Smart Sports Green Road Project

– Lebensader

– The Making of DEADLINE

– Orange Hollywood

– Mercedes Benz Campaign–CDI Concept

– Numeric Code

– Oneironaut

– Masks

– Pathos

– Suntory Boss Black: Flying Whales

Cute
– A Special Gift

– Gemini

– Scarygirl Game Trailer

– ITFS Spot Frosch im Hals

– Live Music

– On The Level

– ITFS Spot Farbzwerge

– Pelephone Oysters

– Peeping Life: Ferris Wheel

Fight
– Harmonix “Rock Band II”

– Topi

– Our Wonderful Nature

– Flyman

– Tom N Jerry

table of contents
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computer animation festival

Computer Animation Festival: 

Screening Schedule

Screening schedule 

Thursday 17 December	 10:30–11:00, 14:30–15:00

Friday 18 December	 09:00–09:30, 12:30–13:00, 16:30–17:00

Saturday 19 December	 11:00–11:30, 15:00–15:30

Screening schedule 

Thursday 17 December	 11:00–11:30, 15:00–15:30

Friday 18 December	 09:30–10:00, 13:00–13:30, 17:00–17:30

Saturday 19 December	 11:30–12:00, 15:30–16:00

Screening schedule 

Thursday 17 December	 11:30–12:00, 15:30–16:00

Friday 18 December	 10:00–10:30, 13:30–14:00, 17:30–18:00

Saturday 19 December	 12:00–12:30, 16:00–16:30

Monster
– Flight Lessons

– Ghostbusters Video Game Television 
   Commercial

– Monster Coins

– FINAL FANTASY XIV

– Peeping Life: Undergarment Maker

– Sonic: Night of the Werehog

– Pollo

Science
– Project: Alpha

– Entire Topography of Lunar Surface

– Love_Child

– Tour de France 2009 – The Route

– The Magical Eyeball

Magic
– Nuri

– Entering The Mind Through the Mouth

table of contents
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computer animation festival

Computer Animation Festival: 

Screening Schedule

Screening schedule 

Thursday 17 December	 12:00–12:30, 16:00–16:30

Friday 18 December	 10:30–11:00, 14:00–14:30

Saturday 19 December	 09:00–09:30, 12:30–13:00, 16:30–17:00

Death
– Draw Poker

– Coach

– URS

– SURFACE: A Film From Underneath

– Heavenly Appeals

J Media Arts–Animation
Thursday 17 December   12:30–13:00

J Media Arts–Art & Entertainment
Friday 18 December       14:30–15:00

J Media Arts–Sound
Saturday 19 December  13:30–14:00

table of contents
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Thursday, 17 December 	 19:00-21:00 
Friday, 18 December	 19:00-21:00
Saturday, 19 December	 16:15-18:15 
Saturday, 19 December	 19:00-21:00

computer animation festival
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Level 1, Main Hall

Computer Animation Festival
Electronic Theater  ■ ● 

A Day In Pompeii
Joel Delle-Vergin 
Zero One Animation 
Australia

AMF Caterpillar
Filip Engstrom
The Mill
USA

Anchored  
(Best of Show)
Lindsey Olivares
Ringling College  
of Art and Design
USA

Assassin’s Creed 2  
(Best Technical Award)
Istvan Zorkoczy
Digic Pictures
Hungary

Astro Boy
David Bowers
Imagi Studios
Hong Kong

Audi “Unboxed”
Russell Brooke
Aaron Duffy
Passion Pictures
United Kingdom

Cannons in  
the Other World
Eli Sverdlov
Gravity Visual Effects  
and Design
Israel

Cartoon Forum Trailer
Regina Welker
Max Lang
Filmakademie  
Baden-Württemberg
Germany

Cat Shit One -  
The Animated Series
Kazuya Sasahara 
Anima Inc.
Japan

Colors
Akira Nakamura
Anima Inc.
Japan

Compare the Market 
“Aleks”
Darren Walsh
Passion Pictures
United Kingdom

DEADLINE
Bang-yao Liu
Savannah College of Art  
and Design
USA

Dim Sum
Jin Sop Kum
Ringling College  
of Art and Design
USA

Divers
Paris Mavroidis
Pratt Institute
USA

Electronic Theater Opening 
and Closing Animations
Lucsafilm Singapore

Flip
Peter Allen
Holmesglen TAFE
Australia

table of contents
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Computer Animation Festival
Electronic Theater  ■ ● 

Greed
Alli Sadegiani
Embrya AB
Sweden

ITFS Spot Drop
Gottfried Mentor
Filmakademie  
Baden-Württemberg
Germany

ITFS Spot Colorflow
Sebastian Nozon
Sascha Geddert
Roland Petrizza
Filmakademie  
Baden-Württemberg
Germany

Jump
Till Nowak
Framebox
Germany

OLM Digital 2009 Works
Kunihiko Yuyama
Takashi Miike and others
OLM Digital, Inc.
Japan

Oxygen
Christopher Hendryx
Ringling College  
of Art and Design
USA

Peeping Life: Fiddle Faddle 
Couple
Ryouichi Mori
CoMix Wave Films Inc.
Japan

Pigeon: Impossible
Lucas Martell
USA

Reach
Luke Randall
AnimationMentor
Australia

Star Wars: The Clone Wars - 
Rise of the Bounty Hunters
Dave Filoni
Lucasfilm Animation Singapore
Singapore

Steel Life
Mathieu Gérard
Université Paris 8
France

Symphony
Erick Oh
University of California,  
Los Angeles
USA, South Korea

Tekken 6 Bloodline  
Rebellion Intro
Taisuke Aihara
NAMCO BANDAI Games Inc.
Japan

The Beauty
Mao Qichao
China

The Incident  
at Tower 37
Chris Perry
Hampshire College
USA

Tokyo Mater
John Lasseter
Pixar Animation Studios
USA

Level 1, Main Hall
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Thursday, 17 December	 9:00-18:00  
Friday, 18 December	 9:00-18:00
Saturday, 19 December	 9:00-18:00

Room 419

Computer Animation Festival

Computer Animation Festival

Electronic Theater  ■ ●

Transformers:  
Revenge Of The Fallen 
Opening Cinematic
Nathan Maddams
Dane Maddams
Plastic Wax Animation
Australia

Trigger Happy
Javier Lopez-Duprey
Ringling College  
of Art and Design
USA

World Soccer  
Winning Eleven 2009
Goh Fujita
Digital Media Lab., Inc.
Japan

Animation Theater  ■ ● ▲

A Special Gift
Will Hoag 
Savannah College of Art  
and Design
USA

au Smart Sports Green 
Road Project
Naoko Tajima
Omnibus Japan Inc.
Japan

Burning Stage
Sunwoo Yang
Electronics and Telecommuni-
cations Research Institute
South Korea

Coach
Nikita Ratnikov 
Artem Sukharev
15 Frame Animation
Ukraine

Draw Poker
Emil Sellström  
Svend Rothmann Bonde 
Stephan Süssmann 
Lise Vestergaard Jensen
The Animation Workshop
Denmark

Entering the Mind Through 
the Mouth
Jin Sung Choi
Academy of Art University
South Korea

Entire Topography  
of Lunar Surface
Hirotaka Nakayama
National Astronomical  
Observatory of Japan
Japan

FINAL FANTASY XIV
Kazuyuki Ikumori
Square Enix Co. Ltd.
Japan

Thursday, 17 December 	 19:00-21:00 
Friday, 18 December	 19:00-21:00
Saturday, 19 December	 16:15-18:15 
Saturday, 19 December	 19:00-21:00

Level 1, Main Hall
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Harmonix “Rock Band II”
Pete Candeland
Passion Pictures
United Kingdom

Heavenly Appeals
David Lisbe
Ringling College of Art  
and Design
USA

ITFS Spot Farbzwerge
Regina Welker
Filmakademie  
Baden-Württemberg
Germany

ITFS Spot Frosch  
im Hals
Wolfram Kampffmeyer
Filmakademie  
Baden-Württemberg
Germany

Thursday, 17 December	 9:00-18:00  
Friday, 18 December	 9:00-18:00
Saturday, 19 December	 9:00-18:00

Room 419Computer Animation Festival
Animation Theater  ■ ● ▲

Flight Lessons
Neil Helm
Savannah College of Art  
and Design
USA

Flyman
Shu-Wei Chang
National Taiwan University  
of Arts
Taiwan

Gemini
Marc Yates
Ringling College  
of Art and Design
USA

Ghostbusters Video Game 
Television  
Commercial
Dane Maddams
Plastic Wax Animation
Australia

Lebensader
Angela Steffen
Filmakademie  
Baden-Württemberg
Germany

Live Music
Yair Landau
Mass Animation
USA

Love_Child
Sheng-Wen Hsiao
National Taiwan University  
of Science and Technology
Taiwan

Masks
Jerome Boulbes
Lardux Films
France

Mercedes Benz Campaign - 
CDI Concept
JL
JL Design
Taiwan

Monster Coins
Vance Yang
SOFA Studio
Taiwan

Numeric Code
Nobuo Takahashi
Nagoya City University
Japan

Nuri
Kendra Vander Vliet
Ringling College of Art  
and Design
USA
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Thursday, 17 December	 9:00-18:00  
Friday, 18 December	 9:00-18:00
Saturday, 19 December	 9:00-18:00

Room 419Computer Animation Festival
Animation Theater  ■ ● ▲

On The Level
Michael Rutter
Ringling College of Art  
and Design
USA

Oneironaut
Erica Kobren
The School of Visual Arts
USA

Orange Hollywood
Eli Sverdlov
Gravity Visual Effects  
and Design
Israel

Our Wonderful  
Nature
Tomer Eshed
Hochschule für Film und  
Fernsehen “Konrad Wolf”
Germany

Pathos
Dennis Cabella
Marcello Ercole
Fabio Prati
Illusion
Italy

Peeping Life: Ferris Wheel
Ryouichi Mori
CoMix Wave Films Inc.
Japan

Peeping Life:  
Undergarment Maker
Ryouichi Mori
CoMix Wave Films Inc.
Japan

Pelephone Oysters
Eli Sverdlov
Gravity Visual Effects  
and Design 
Israel

Pollo
Juan Andres Castaneda
Ringling School of Art  
and Design
Colombia

Project: Alpha
Matthías Bjarnason 
Christian Munk Sørensen
Nicolai Slothuus
The Animation Workshop
Denmark

Scarygirl Game Trailer
Nathan Jurevicius
Passion Pictures
United Kingdom

Sonic: Night of the Werehog
Takashi Nakashima
Sega Corporation
Japan

Suntory Boss Black:  
Flying Whales
Koichiro Tsujikawa
Omnibus Japan Inc.
Japan

SURFACE : A Film From 
Underneath
Varathit Uthaisri (TU+)
Parsons The New School  
for Design
USA

The Magical Eyeball
Hsun-Chun Chuang
National Taiwan University of 
Science and Technology 
Taiwan

The Making of  
DEADLINE
Bang-yao Liu
Savannah College of Art  
and Design
USA
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Thursday, 17 December	 9:00-18:00  
Friday, 18 December	 9:00-18:00
Saturday, 19 December	 9:00-18:00

Room 419Computer Animation Festival

Tom N Jerry
Jin Sung Choi
Academy of Art University
South Korea

Topi
Arjun Rihan
University of  
Southern California
USA

Tour de France 2009 -  
The Route
Charles Dizier
Trimaran
France

URS
Moritz Mayerhofer
Filmakademie  
Baden-Württemberg
Germany

Animation Theater  ■ ● ▲
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Computer Animation Festival Committee

Computer Animation  
Festival Chair

Leo Hourvitz
Polygon Pictures, Inc.

Computer Animation  
Festival Committee

Ayaka Kamide
Keio University

Jess Mantell
Keio University

Julian Liao
Biba EFX

Keiki Kita
plus-alpha.tv

Samuel Lord Black
Autodesk, Inc.

Yosuke Ashizawa
Sugar Company, Inc.

Computer Animation  
Festival Trailer Editor

Keiki Kita
plus-alpha.tv

Computer Animation  
Festival Trailer Music

“Lotus” by Saitone
VORC Records

Computer Animation  
Festival Jury

Ewan Johnson
DreamWorks Animation, Inc.

Hiroyuki Seshita
Casio Digital Entertainment, 
Inc.

Jinny H.J. Choo
ONCOMM, K’ARTS

Leo Hourvitz
Polygon Pictures, Inc.

Saschka Unseld
Pixar Animation Studios

Yoshinori Moriizumi
OLM Digital, Inc.

Special Thanks

Eddie Suzuki
Japan Digital Content 
Association

Haruna Sakai
Digital Hollywood University

Masanari Kubo
Polygon Pictures, Inc.

Triage Jury

Hiroshi Chida

Jun Saito
SEGA Visual Engineering

Ken Anjyo
OLM Digital, Inc.

Masanari Kubo
Polygon Pictures, Inc.

Matt Smith

Minoru Okamoto
Polygon Pictures, Inc.

Nobuo Takahashi
Nagoya City University

Norico Wada
Tokyo Broadcasting System 
Television, Inc.

Ogaki Shinji
Square Enix Co, Ltd.

Ryusuke Villemin
Square Enix Co., Ltd.

Syoyo Fujita
Light Transport  
Entertainment Inc.

Tomoko Nagai
Katten Kabinet
Yoshinori Sugano
Genseisha

Computer Animation  

Festival Mascot Animators

Shinji Ameda
Kumiko Arai
Tomonori Isogaya
Taiki Ito
Chihiro Iwamoto
Mari Kameyama
Haruki Kato
Yoshihiro Maruyama
Satoko Matsumaru
Hiroki Matsuoka
Takato Nakai
Moemi Nakano
Kumiko Obora
Naomi Ogura
Koichi Okamura
Yuko Sato
Tetsuro Satomi
Mio Sawaguchi
Nobuhiko Suzuki
Yugo Takahashi
Mai Takayanagi
Keigo Takeshige
Naomi Tanaka
Takeshi Tsuzaki
Yoshihumi Uehiro
Shuhei Yamada
Koji Yamamoto
Digital Hollywood University

Melanie Beisswenger
Nanyang Technological 
University

Toru Ogura
Takeshi Saito
Takayuki Sato
University of Electro-
Communications

Atsushi Sugito
Seiichi Tsuji
Yoshida Gakuen
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Courses
■ ●

Wednesday, 16 December

OpenCL: Parallel Programming for  
Computing and Graphics
9:00–18:00 | Room 502

The rapidly changing capabilities of modern graphics processing units 
(GPUs) mean that developers need to understand how to combine 
parallel-programming techniques with the traditional interactive 
rendering pipeline exposed by OpenGL and Direct3D. This course 
demonstrates how to combine traditional rendering APIs with advanced 
parallel computation using OpenCL (Open Computing Language), a 
cross-platform API for programming parallel systems such as GPUs. 

The course is presented by industry experts in general-purpose 
programming using GPUs. The first section reviews the basics of the 
OpenCL API including a “Hello World” application written in OpenCL 
Attendees with laptops will be able to try the examples on their own 
during the course. The second section covers more advanced cases, 
including how to write applications that interact with standard graphics 
APIs. The final section includes performance-optimization “tips and 
tricks” for writing OpenCL applications.

Level 
Beginner

Presentation Language 
Presented in English

Prerequisites 
Knowledge of general-purpose programming languages. A cursory 
knowledge of graphics-processor operation is beneficial but not 
required.

Instructor(s) 
Justin Hensley  
Advanced Micro Devices, Inc. 

Jason Yang  
Advanced Micro Devices, Inc. 

Mark Harris  
NVIDIA Corporation

Courses

9:00–10:45

Introduction to OpenCL

10:45–11:00

Break

11:00–12:45

OpenCL by Example:  
Introduction

12:45–14:15

Lunch

14:15–16:00

OpenCL by Example: Advanced

16:00–16:15

Break

16:15–18:00

OpenCL Performance and 
Hardware-Specific Optimization
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Courses
■ ●

Wednesday, 16 December

What’s Your Story?
9:00–12:45 | Level 5, Auditorium

What’s your story? Can you explain it in a sentence? If the central idea 
of your film is not clear to you, how can it be to your audience? Does 
your story pass the “who cares” test? And do you know that story is 
NOT king, but character IS? 

This course examines the nuts and bolts of feature film storytelling in a 
straightforward, accessible manner for everyone seeking to improve the 
resonance of their movies on the international animation market. The 
way to the audience’s wallet is through the heart. Is your story stuck in 
the head? 

The course explores story loglines, genres, hooks, and twists with an 
eye towards a compelling stage for an appealing hero. The story-outline 
section addresses the foundation of a strong and flexible story “spine” 
and then assembles the full skeleton. In the story-boarding section, the 
course reviews the process for laying out an entire feature film from 
beginning to end by applying tried-and-true structural beats. The 
course concludes with an interactive audience brainstorming session 
and a pitch of the resulting story by presenter Kevin Geiger.

Level 
Intermediate

Presentation Language 
Presented in English

Prerequisites 
Proficiency with spoken English. Proficiency with written English is 
strongly recommended. Familiarity with common storytelling conven-
tions and general film history will help attendees understand the 
presentation.

Instructor(s) 
Kevin Geiger  
Animation Options LLC

Courses

9:00–9:05

Introduction 

9:05–9:45

Story Idea 

–	 Loglines 
–	 Titles 
–	 The Hook 
–	 The Twist 
–	 Genres 
–	 The Hero

9:45–10:20

Story Outline 

–	 The Story Core 
–	 The Story Outline 
–	C haracter Development 
–	 Keys to Great Scenes

10:20–10:45

Story Boarding 

–	 Act 1 (row 1) 
–	 Act 2 (rows 2 & 3) 
–	 Act 3 (row 4)

10:45–11:00

Break

11:00–12:25

Story Building 

12:25–12:45

The Pitch
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Wednesday, 16 December

Theory and Methods of Lightfield Photography
9:00–12:45 | Room 513

Lightfield photography is based on capturing discrete representations 
of all light rays in a volume of 3D space. Compared to conventional 
photography, which captures 2D images, lightfield photography 
captures 4D data. To multiplex this 4D radiance onto conventional  
2D sensors, lightfield photography demands sophisticated optics and 
imaging technology. The final image rendering is based on creating 2D 
projections of the 4D radiance. 

This course presents lightfield analysis in a rigorous mathematical way, 
which often leads to surprisingly direct solutions. The goal is simplicity. 
The course emphasizes underlying fundamental ideas. The mathemati-
cal foundations are used to develop computational methods for 
lightfield processing and image rendering, including refocusing and 
perspective viewing. While emphasizing theoretical understanding, the 
course also demonstrates practical approaches and engineering 
solutions for the discussed problems. 

The course includes a hands-on demonstration of several working 
lightfield cameras that implement different methods for radiance 
capture, including the micro-lens approach of Lippmann and the 
plenoptic camera, the mask- enhanced “heterodyning” camera, the 
lens-prism camera, multispectral and polarization capture, and the 
plenoptic 2.0 camera. Various computational techniques for processing 
captured data are demonstrated, including Ng’s Fourier slice algorithm, 
the heterodyned light-field approach for computational refocusing, 
rendering, glare reduction, and others.

Level 
Intermediate

Presentation Language 
Presented in English

Prerequisites 
Basic knowledge of ray optics, image processing, linear algebra, and 
programing. Deeper involvement in one or several of those areas is a 
plus, but not required to understand the course.

Instructor(s) 
Todor Georgiev  
Adobe Systems Incorporated 

Andrew Lumsdaine  
Indiana University

Courses

9:00–9:10 

Background and Motivation

9:10–10:40 

Radiance Theory and Modeling

10:40–10:45 

Hardware Demonstration

10:45–11:00 

Break (Optional: Hands-On  
with Radiance Cameras)

11:00–11:15 

Radiance Theory and Modeling (Continued)

11:15–12:45 

Computational Methods for  
Radiance

12:40–12:45

Wrap Up
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Wednesday, 16 December
■ ●

Courses

テニスゲームを作ってみよう！ 
「ゲームプログラミングひとめぐり」

9:00–12:45 | Room 501

ゲームが大規模化、高度化するにつれて、ゲームを作るために必要な技術は 
どんどん広がってしまっており、ゲームプログラミングについてのイメージを 
掴むのがどんどん難しくなっています。そこで、今回は一人でゲーム開発の 
全工程を経験することを目的としてお話をしてみることにしました。

テニスゲームを題材にして、最小限の2Dゲームからカメラワークやサウンド、 
シェーダ演出などを含んだ現代的な3Dゲームに仕上げていく過程を駆け足で
紹介します。

既にあるゲームの部分について説明するのではなく、ちょうど料理番組のよう
に、ゼロから始めて完成させるまでを追体験していただこうという趣旨です。

規模さえ小さければ、一人でゲームは作れるのだ、ということを実感できること
でしょう。

レベル 
初級

使用言語 
日本語のみでの講演

事前確認事項 
（コース内容を理解するに当り必要な聴講者の 
知識、アプリケーション分野、グラフィックス経験等）C++でのプログラミング
経験と高校程度のベクトルと行列の知識。最後に行うシェーダのお話に関して
は、最近の3DCGの知識があればよりよく理解できますが、なくてもイメージは
つかめることと思います。

講演者名・所属 
株式会社セガ 
第二AM研究開発部プログラマ 
平山尚

9:00–9:50

導入(目的、コンセプト)

専用ライブラリの説明

最小限の2Dゲーム(仕様と実装、 
ゲームループの概念)

GPUで三角形を描くこと

テクスチャ(素材の準備、ロードの方法)

簡単な2Dエフェクト

場面遷移の設計と実装、実際の飾りつけ

9:50–9:55

Break

9:55–10:45

3D化(透視変換、ビュー変換)

3Dプリミティブの描画(三角形、球、平行四辺形)

ビルボードによるエフェクト

Zバッファ、アルファブレンド

3Dゲームにおけるゲームデザイン

10:45–11:00

Break

11:00–11:50

カメラワーク

照明計算

11:50–11:55

Break

11:55–12:45

影手法(シャドウマップ)

ポストプロセスでのブルームエフェクト
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Courses

The Look of “Up”: A Filmmaker’s Guide  
to the Pixar Process
14:15–18:00 | Level 5, Auditorium

An insider’s look at the Pixar filmmaking process. If you enjoy Pixar films 
and have ever wondered how they are made, now is your chance. 
Presenters provide a behind the scenes look at the challenges, 
successes, and difficulties of creating the stylized world  
of Pixar’s latest film, “Up”. 

One of the key challenges for this film was to balance the complexity of 
an imaginary world with the simplicity of stylized design. The hard part 
was to do it in a way that was both believable and in service to the 
story. This course provides a window into that process. It presents 
examples and experiences from several different areas of the produc-
tion process, including characters, environments, lighting, and 
cinematography so attendees can learn how these teams operated and 
interacted with each other, and with the film’s designers and directors, 
to create the look and feel of the film.

Level 
Beginner

Presentation Language 
Presented in English

Prerequisites 
An interest in film and animation is preferred. Bonus points if you’ve 
seen “Up”!

Instructor(s) 
Colin Thompson  
Thomas Jordan  
Patrick Lin  
Pixar Animation Studios

14:15–16:00
 
Camera: Patrick Lin

– Static vs. Dynamic 
– Camera Plan 
– Camera Structure 

Lighting: Andrew Pienaar

– Look Manifesto: Visual Goals 
– Look Development and Diorama 
– Lighting Style: Theatrical Simplexity 
– Directing the Eye 
– Shot Progression

16:00–16:15 

Break 

16:15–18:00

Characters: Thomas Jordan

Design Challenges

– Carl 
– Russell 
– Dug 
– Kevin

Sets: Colin Thompson

– When to stylize 
– Working with limitations 
– Common design principles 
– Examples
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Thursday, 17 December

Introduction to Using RenderMan
9:00 AM–6:00 PM | Vantan Design  
Institute Yokohama Campus

This full-day course is an intensive, hands-on practical introduction to 
Pixar’s RenderMan and its use with Maya. In the first part of the course, 
attendees gain sufficient familiarity with RenderMan’s scene-description 
protocol to edit and manipulate RIB files. RIB files enable modeling and 
animation applications to communicate with a RenderMan-compliant 
renderer. The second part of the course introduces the use of the 
RenderMan Shading Language (RSL). The goal of this section is to 
provide an overview of the creative potential of the shading language so 
attendees can continue their own independent exploration  
of the shading language. During the final part of the course, attendees 
are introduced to alternate ways of using RenderMan with Maya.

Attendance for this course is limited to 32 attendees. Attendance is on a 
first-come, first-served basis. Attendees who are interested in this session are 
required to join a dedicated queue labeled Introduction to Using RenderMan at 
Level 1, Registration Counter, Pacifico Yokohama Convention Center. Special 
tickets will be issued beginning at 8:30, Thursday, 17 December. The first 32 
attendees with registration badges in this queue will will receive tickets to attend 
the course. If you are hoping to attend this course, you are strongly advised to 
collect your registration badge the day before.

Student interns will provide directions to the Vantan Design Institute Yokohama 
Campus (a 10-minute walk from the Convention Center), where this course will be 
presented. Departure time is 8:30, Thursday, 17 December. Interested attendees 
must register at Level 1, Registration Counter, Pacifico Yokohama Convention 
Center to attend the course.

Level 
Beginner

Presentation Language 
Presented in English

Prerequisites 
No programming experience is required. Experience with Maya is 
advantageous but not required.

Instructor(s) 
Malcolm Kesson  
Savannah College of Art and Design 

Yosuke Katsura  
OLM Digital, Inc.

9:00–10:45

Session 1 
Malcolm Kesson

Rib Exercises

10:45–11:00 

Break

11:00–12:45

Session 2 
Malcolm Kesson

RSL Exercises

12:45–14:15 

Lunch

14:15–16:00

Session 3 
Malcolm Kesson

Point-Based Occlusion 
Sub-Surface Scattering

16:00–16:15 

Break

16:15–18:00 

Session 4 
Yosuke Katsura

RenderMan & Maya
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Thursday, 17 December

Exploring the Potential of Layered BRDF Models
9:00–10:45 | Room 513

The key advantage of using layered BRDFs over traditional, more 
general shading-language constructs is that the automatic result is 
highly plausible. This course is a survey of the considerable potential  
of layered surface models. On a simple layered surface model that 
combines several traditional BRDF components, it demonstrates how  
a surprisingly large number of interesting and important surface types 
can be efficiently represented by using the same, not particularly 
complex, BRDF code. It also shows how handy such an approach is 
for the eventual end user, whose main concern is the ease of describ-
ing object appearance based only on a few intuitive parameters. 

The course begins with a discussion of layered surface models in 
computer graphics and the constraints of modelling object appearance 
in a physically plausible fashion, then demonstrates the techniques that 
can be used to efficiently evaluate layered BRDF models and presents 
examples of the surface types that can be described in this way.  
The course goes beyond plain-surface models to showcase how a 
texture-based combination of layered surface components can be  
used to describe highly complex object-appearance attributes, while 
implicitly remaining physically plausible.

Level 
Intermediate

Presentation Language 
Presented in English

Prerequisites 
A working knowledge of global illumination, physically based rendering, 
and reflectance modeling.

Instructor(s) 
Andrea Weidlich  
Technische Universität Wien 

Alexander Wilkie  
Charles University in Prague

9:00–9:05 
Alexander Wilkie

Welcome and Introduction 

9:05–9:30
Alexander Wilkie

Layered Surfaces in Computer Graphics 

BRDF Models

Comparison and Differences in Existing Techniques

9:30–10:05
Andrea Weidlich

Combining Individual BRDFs Into Layered Models 

Arbitrarily Layered Micro-Facet Surfaces – Overview

Using the Approach in a Monte Carlo Image Renderer  

RenderMan SL Implementation

Simplifications for Real-Time Rendering

Overall Performance in a Rendering System

10:05–10:20
Andrea Weidlich

Classifying Materials – Using Layered BRDFs to Describe Object  
Appearance 

Material Appearance and Visual Clues 

Classifying Materials According to the Reflection

10:20–10:45
Alexander Wilkie

Modelling with Layered Surfaces 

Traditional Materials

Special Materials
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Thursday, 17 December

コンピュータグラフィクスのためのスケッチインタフェース
9:00 AM–10:45 AM | Level 5, Auditorium

エンドユーザによるコンピュータグラフィクス(CG)製作のためのユーザインタ
フェースとしてスケッチインタフェースが注目を集めている。スケッチインタフェ
ースを使うことによって、初心者でも簡単に表現力豊かなCGを作成することが
可能となる。本コースでは、我々が開発してきたシステムを中心に、このようなス
ケッチインタフェースの例をいくつか紹介する。具体的には、スケッチによるモ
デリング手法、形状編集手法、アニメーション作成手法などを紹介する。当日
は、これらの手法について、ライブデモンストレーションやビデオなどを交えて
紹介する予定である。また、使いやすく効果的なスケッチインタフェースをデザ
インするために考慮すべき事項などについても議論する。

レベル 
初級

使用言語 
英語での同講演:12/18(金)

事前確認事項 
（コース内容を理解するに当り必要な聴講者の知識、 
アプリケーション分野、グラフィックス経験等）

主に、インタラクション手法の実例を、デモやビデオを 
交えて紹介するものであるので、特に技術的な知識や 
経験は特に必要ない。

講演者名・所属 
JST ERATO 五十嵐デザインインタフェースプロ 
ジェクト総括 
東京大学大学院情報理工学系研究科 
コンピュータ科学専攻 准教授 
五十嵐 健夫

9:00–9:10 

はじめに 

9:10–9:20 

2次元描画システム 

9:20–9:40 

3次元形状モデリング

9:40–10:00 

形状変形手法 

10:00–10:20 

アニメーション生成手法 

10:20–10:30 

特定アプリケーション向けの手法

10:30–10:35

まとめ

10:35–10:45 

質疑
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Thursday, 17 December

Chiptune Marching Band
14:15–18:00 PM | Room 513

Note: This course is limited up to 20 people on a first-come-
first-served basis.You’ll present your instrument as a part of DIY 
Hardware at The Emerging Technologies exhibition before you 
bring it to your home. If you would like to be in the band, please 
sign up on site.

Chiptune Marching Band is an exploration of themes in resource use, 
creative culture, and ad-hoc community formation. It is a public 
workshop and performance for researchers, students, and the general 
public that has taken place in diverse international venues and events. 

In the workshop, participants are led through a presentation on 
concepts and basic knowledge of localized power resources and 
energy micro-generation approaches, technical knowledge of audio 
circuits, and participatory performance practice through performative 
“happening”. Then they receive a kit of parts and some assistance with 
circuit building and instrument fabrication. With step-by-step instruc-
tions, they build a sensor-driven sound-making circuit powered by 
human and environmentally friendly resources. For instrument 
fabrication, they personalize their instruments in whatever way they 
choose with provided materials. 

Participants who finish the workshop discuss how to organize a public 
performance. Following the discussion, participants are organized into 
a “marching band” that parades through the streets as a public 
performance and spectacle. At the end of the march, participants take 
their instruments home.

Level 
Beginner

Presentation Language 
Presented simultaneously in Japanese and English

Prerequisites 
Curiosity about DIY culture, especially alternative power resources, 
going “off grid”, and audio circuit building, as well as interest in 
performance and collaborative, creative actions (“happenings”, for 
example). No technical or musical prerequisites. Open-minded, fun,  
and creative people of all ages and backgrounds are welcome to join 
the experience.

Instructor(s) 
Kazuhiro Jo  
Newcastle University 

Jamie Allen  
Newcastle University 

チップチューン・マーチング・バンド
14:15–18:00 PM | Room 513

※このコースは最大20名様までで先着順となります。制作した楽器はエマージ
ングテクノロジーにおけるDIY Hardwareプロジェクトの一部として展示した
後に持ち帰る事ができます。バンドに参加されたい場合はその場での登録をお
願いします。

チップチューン・マーチング・バンド（CMB）では、資源の利用、創造的な文化、
コミュニティの形成について学びます。研究者や学生だけでなく一般の様々な
方々を対象とし、公開型のワークショップとパフォーマンスを行います。CMBは
これまで、世界各国の様々な国際会議やフェスティバルで実践を行ってきまし
た。ワークショップでは、ディスカッションとプレゼンテーション、回路の組み立
て、そして楽器の制作を行います。ディスカッションとプレゼンテーションでは、
局所化された資源、マイクロエネルギーの生成、音を出す電子回路の基礎、およ
び参加型の音表現、について学びます。回路の組み立てでは、あらかじめ用意さ
れた部品とステップ毎に記述された説明書にそって、人もしくは環境によるエネ
ルギーを用いたセンサー駆動型の音生成回路を作ります。楽器の製作では、用
意された素材を元に、思い思いに個々の楽器を創り上げます。ワークショップの
終了後、どのように自分たちのパフォーマンスを構成するか参加者同士で話し
合います。パフォーマンスでは、話し合いの結果を踏まえ、一つのマーチング・ 
バンドとして会場の外へ出て、横浜の街を練り歩きます。パフォーマンスの終了
後には各自の楽器は持ち帰ることができます。

レベル 
初級

使用言語 
日本語・英語両方での講演

事前確認事項 
（コース内容を理解するに当り必要な聴講者の知識、アプリケーション分野、
グラフィックス経験等）

DIY（Do It Yourself）の実践、特に代替エネルギー、音を出す電子回路、そし
て参加型の活動に興味を持つ方に最適なコースです。技術的な知識や音楽的
な経験の有無は問いません。年齢・分野を問わず、好奇心と創造性にあふれた
皆様の参加をお待ちしています。

講演者名・所属 
英国ニューカッスル大学 
カルチャーラボ・デジタルメディア客員研究員 
城一裕

14:15–16:00

ディスカッション/ 
プレゼンテーション

回路の組み立て

16:00–16:15 

休憩

16:15–18:00

楽器の製作

パフォーマンス

14:15–16:00

Discussion/ 
Presentation

Circuit Building

16:00–16:15 

Break

16:15–18:00

Instrument Fabrication

Performance
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Casting Shadows in Real Time
14:15–18:00 | Room 511/512

Shadows are crucial for enhancing realism, and they provide important 
visual cues. In recent years, many important contributions have been 
made in representation of both hard shadows and soft shadows. With 
the tremendous increase of computational power and capabilities of 
graphics hardware, high-quality real-time shadows are now a reachable 
goal. But with the growing volume of available choices, it is particularly 
difficult to pick the right solution and assess product shortcomings. 
Because currently there is no ideal approach available, algorithms 
should be selected in accordance with the context in which shadows 
are produced. The possibilities range across a wide spectrum, from 
very approximate but really efficient to slower but accurate, adapted 
only to smaller or only to larger sources, addressing directional lights  
or positional lights, or involving GPU or CPU-heavy computations. This 
course is a guide to better understanding of the limitations and failure 
cases, advantages and disadvantages, and suitability of the algorithms 
for different application scenarios. It focuses on real-time, interactive 
solutions but also discusses offline approaches.

Level 
Intermediate

Presentation Language 
Presented in English

Prerequisites 
Basic understanding of geometry and linear algebra. Some working 
knowledge of GPU programming is helpful for using the presented 
algorithms in practice, but the course is also informative for people with 
very basic GPU experience.

Instructor(s) 
Elmar Eisemann  
Universität des Saarlandes

Max-Planck 
Institut für Informatik 

Ulf Assarsson  
Chalmers University of Technology 

Michael Schwarz  
Max-Planck-Institut für Informatik 

Michael Wimmer  
Technische Universität Wien

14:15–14:25
Eisemann

Introduction 

Part I: Hard Shadows

14:25–14:40
Assarsson

Basic Algorithms 

14:40–15:35
Wimmer

Hard Shadows 

15:35–16:00
Eisemann

Filtered Hard Shadows

16:00–16:15

Break

16:15–16:20
Schwarz

Part II: Soft Shadows

Soft Shadows: Introduction 

16:20–17:00
Schwarz

Image-Based Approaches 

17:00–17:20
Assarsson

Soft Shadows: Geometry-Based Approaches I – Soft Shadow Volumes 

17:20–17:35
Eisemann 

Soft Shadows: Geometry–Based Approaches II – View-Sample 

17:35–17:45
Eisemann

Environmental Lighting 

17:45–18:00

Conclusion and Questions
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How to Plan a Short Film
14:15–18:00 | Level 5, Auditorium

This course shows how to identify the artistic requirements for a film 
production, how they drive the technical plan, how that drives the 
schedule and logistics, and finally how all of that drives the casting and 
deployment of resources. Each stage is illustrated with specific 
examples from three recent Pixar short films (all are Oscar nominees):  
“Boundin”, “One Man Band”, and “Lifted”.

Level 
Intermediate

Presentation Language 
Presented in English

Prerequisites 
Basic familiarity with modeling, shading,  
lighting, animation, etc.

Instructor(s) 
Bill Polson  
Pixar Animation Studios

■ ●

Courses Thursday, 17 December

Androidでゲームを作りましょう！
14:15–16:00 | Room 502

この講演ではAndroid用ゲーム開発に関する基礎を紹介します。グラフィックス
系Androidアプリケーションの仕組みを説明しながら、無料SDKやツールのみ
を利用してゲームを作成します。ゲーム制作時に役に立つOpenGL ESやタッチ
パネルの対応、加速度センサなどAndroidのAPIに含まれている機能を紹介し
ます。Hello Worldのアプリケーションをベースとして、講演の間に遊べるゲーム
を作り上げます。 

合わせて、講演では基礎的なAndroid開発についても説明する予定です。 
SDKのツール、API、基本クラス、プロセスのライフサイクル、イベント操作、 
スレッドなどについて紹介します。2D及び3Dの描画方法についても説明します。

レベル 
中級

使用言語 
日本語のみでの講演

事前確認事項 
（コース内容を理解するに当り必要な聴講者の知識、アプリケーション分野、 
グラフィックス経験等）

基礎的なJavaに関する知識基礎的なOpenGLの知識があると尚良し。

講演者名・所属 
日本グーグルデベロッパーアドボケイト 
プルエット クリス

14:15–16:00
Polson

Introduction–View films: “Boundin”,  
“One Man Band”, “Lifted”

How schedules were created for these films

Create a schedule for an example film

16:00–16:15

Break

16:15–18:00
Polson

Resources & What If

Q & A from part 1

Resource planning  
(software, hardware, people)

Casting (people, with focus on skillsets)

Planning for problems

Android開発の基本　20分
Android SDKやツールの紹介 
AndroidのJava API 
Android APIの基本クラスについて 
アプリやプロセスのライフサイクル

アプリ開発方法　30分
入力イベント反応 
スレッド対応 
GCの特徴 
高速なコードの技

グラフィックス描画に関するAPIについて　30分
2D 描画方法 
Canvas 
Open GL ES 
3D 描画方法 
OpenGL ES 
OpenGL ESのエクステンションについて 
ベンチマークテスト

まとめ　10分
アプリケーションの仕組み 
UIのガイドライン 
様々な画面、様々な解像度のサポート方法 
様々な入力システムのサポート方法 
Androidマーケットについて

質問時間　10分
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iPhoneアプリケーション開発概要
16:15–18:00 | Room 502

iPhone およびiPod touchに搭載される、iPhoneOSは、最も先進的なモバイ
ル機器用オペレーティングシステムです。このセッションでは、iPhoneOS向け
アプリケーションのための開発環境から配信方法、および技術概要についてご
紹介致します。特に技術概要については、iPhoneOSが提供するグラフィックス
関係のテクノロジー、Core Animation, OpenGLES等を中心に説明します。

レベル 
中級

使用言語 
日本語のみでの講演

事前確認事項（コース内容を理解するに当り必要な聴講者の知識、アプリケー
ション分野、グラフィックス経験等）

iPhoneSDKとCocoa Touch等のiPhoneOSフレームワーク基礎知識があ
れば良し、当コース参加事前に、Appleデベロッパプログラムに登録する必要
なし。

講演者名・所属 
Apple

■ ●

Courses Thursday, 17 December

2:15 - 2:30pm 

アプリケーション開発の流れ

2:30 - 3:00pm 

アプリケーション開発環境の概要

3:00 - 4:00pm 

グラフィックステクノロジーについて
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Friday, 18 December

High-Dynamic-Range Imaging for Artists
9:00–12:45 | Level 5, Auditorium

An introduction and overview of the practical applications and uses of 
high-dynamic-range imaging (HDRI) from a production point of view. 
The course begins with a brief overview of HDRI and pre-production, 
production, and post-production techniques. Topics include: RAW 
converters, bit depths, RAW vs JPEG, the pros and cons of various 
panoramic HDR stitching applications, panoramic heads, shooting and 
working with chrome balls, creating Radiance files, and tips on 
shooting, tonemapping, cgi-HDR creation, semi-automating shooting, 
and post-postproduction techniques. The final section of the course 
presents practical examples of how HDRI is used in the motion picture 
and broadcast industries.

Level 
Intermediate

Presentation Language 
Presented in English

Prerequisites 
Familiarity with basic techniques in digital photography and/or basic 
computer graphics modeling and rendering. Familiarity with specific 
image-editing and 3D modeling and rendering packages would be 
helpful. Experience with basic compositing would also be helpful, but it 
is not required. Prior knowledge of HDRI techniques and terms would 
be beneficial.

Instructor(s) 
Christian Bloch  
Eden FX 

Kirt Witte  
Savannah College of Art and Design

Kirt Witte and Christian Bloch

9:00–9:05 
Witte

Introduction: Welcome and 
speaker introductions

9:10–9:30 
Bloch

What is HDRI? Why do we need 
it? Demo of some immediate 
advantages in Photoshop CS4, 
Lightroom.

9:30–9:40 
Bloch

File formats and modern options 
for creating HDRIs.

9:40–10:05 
Bloch and Witte

Shooting for HDR: 

Practical shooting advice. 

10:05–10:20 
Bloch & Witte

Shooting HDR panoras: meth-
ods, gear, lens choices

10:20–10:45 
Bloch

Workshop demonstration: 

HDR panora stitching workflow. 
Lightroom - - > Photomatix - - > 
PTGui Pro - - > Photoshop

10:45–11:00  

Break

11:00–11:10 
Witte

Shooting multi-bracketed shots 
with a Nintendo DS on Canon 
cameras

11:10–11:25 
Witte

Tone mapping exples, (local 
versus global): Photoshop,  
Picturenaut, & Photomatix Pro

11:25–11:45 
Witte

Alternative HDR panora stitching 
workflow: Autodesk stitcher 

11:45–11:50 
Witte

Creating CGI HDRI spherical 
panoras (Vue7 )

11:50–12:00 
Witte

Panoric photographic art– 
panoric conversions, panoric 
warping 

12:00–12:15 
Bloch  

Image-based lighting: natural 
light, efficient setup, smart IBL, 
methods to maintain creative 
control and art direction

12:15–12:30 

HDRI usage at EdenFX: Behind 
the scenes, practical application 
examples

12:30–12:45

Questions & Answers
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Friday, 18 December

Crowd Animation: Tools, Techniques,  
and Production Examples
9:00–18:00 | Room 502

The tools and techniques for producing synthetic crowds for film, 
television, and video games continue to evolve as content creators 
realize the vast production value provided by crowd animation.  
By examining the use of crowd animation across several production 
pipelines at different studios, this course reveals various methods and 
solutions for animating, simulating, and rendering crowd animation.  
It presents an overview of the history and concepts of crowd animation, 
a review of the current state of the art in crowd animation, and some 
thoughts on the future of this growing field of computer graphics.

Level 
Intermediate

Presentation Language 
Presented in English

Prerequisites 
Familiarity with computer animation,  
rendering, and 3D concepts is helpful  
but not required.

Instructor(s) 
Craig “Xray” Halperin  
ImageMovers Digital 

Ken Anjyo  
OLM Digital, Inc. 

Mihai Cioroba  
Digital Frontier Inc. 

Paul Kanyuk  
Pixar Animation Studios 

Stephen Regelous  
Massive Software 

Takashi Yoshida  
Digital Frontier Inc. 

Marc Salvati  
OLM Digital, Inc.

9:00–9:30
Craig “Xray” Halperin

Introductions and Background

9:30–10:30
Stephen Regelous

Massive

10:30–10:45

Q&A

10:45  

Break

11:00–11:45
Takashi Yoshida & Mihai Cioroba

Massive in Production: It’s not 
all Brains

11:45–12:45  
Ken Anjyo & Marc Salvati

Crowd in Maya: Simple  
AgentBased Modelb

12:45–14:15

Lunch

14:15–14:45
Mihai Cioroba

A Custom Crowd– 
Animation System for  
“The War of Sekigahara”

14:45–15:30 
Craig “Xray” Halperin

Crowds in Disney’s  
“A Christmas Carol”

15:30–16:00
Paul Kanyuk

Crowds in “Ratatouille” (Part 1)

16:00–16:15

Break

16:15 –17:30
Paul Kanyuk

Crowds in “Ratatouille”  
(Continued)

Crowd Motion and Rendering for 
“Cars” and “Heavy Metal Mater”

Crowds in “WALL*E”

Crowds in “Up!”

17:30–18:00

Q&A with all presenters
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Friday, 18 December

Predictive Rendering
9:00–6:00 | Room 513

This course intends to serve two closely related purposes: to provide 
an accurate definition of the term “predictive rendering” and to present 
the technological foundations for research in this area. 

The first goal of the course (a clear definition of the term) seems to be 
necessary due to the extreme prevalence of its antonym: believable 
rendering. Practically all contemporary production graphics, as well as 
most current graphics research efforts, fall into the latter category. 

The second (much larger and technical) part of the course presents the 
foundations of current predictive rendering. Unlike believable rendering, 
where any technology that delivers visually convincing results is 
acceptable for a given task, a predictive pipeline has the fundamental 
problem that all components have to be of a uniformly high quality to 
ensure a reliable result. The course describes an entire predictive 
pipeline, and for each stage it presents the graphics technologies  
(in some cases surprisingly few) that can be used in such a context. 

This course should enable anyone with a background in graphics to 
bootstrap a basic predictive rendering environment that can support 
further research.

Level 
Advanced

Presentation Language 
Presented in English

Prerequisites 
Even though the course presents the state of the art in a fashion that is 
easy to follow, solid prior understanding of contemporary rendering 
technology (especially optics, the interactions of light and matter, 
stochastic rendering, and HDR display issues) is very beneficial.

Instructor(s) 
Alexander Wilkie  
Charles University in Prague 

Alan Chalmers  
Warwick University 

Andrea Weidlich  
Technische Universität Wien 

Marcus Magnor  
Technische Universität Braunschweig 

Kai Berger  
Technische Universität Braunschweig

9:00–10:45

Introduction and Definition of the Problem 

Stage 1 of the Predictive Rendering Pipeline

–	 Technical Basics of Predictive Light Transport Computations
    Andrea Weidlich

–	P redictive Reflectance Models, Part 1 
    Andrea Weidlich

10:45–11:00

Break 

11:00–12:45 

–	P redictive Reflectance Models, Part 2 
    Andrea Weidlic

–	 Scattering Models
    Kai Berger

–	M odeling of Natural Phenomena
    Kai Berger

12:45–14:15

Lunch 

14:15–16:00 

–	M odeling of Natural Phenomena, Part 2 
    Kai Berger

Stage 2 of the Predictive Rendering Pipeline

–	 Unbiased Rendering Algorithms
    Alexander Wilkie

 Stage 3 of the Predictive Rendering Pipeline

– Spectral Image File Formats
   Alexander Wilkie

16:00–16:15 

Break

16:15–18:00

–	 Displaying Predictive Renderings
    Alan Chalmers
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Friday, 18 December

Camera Control in Computer Graphics:  
Models, Techniques, and Applications
9:00–12:45 | Room 511/512

This course summarizes the motivations and requirements for camera 
control, presents an overview of the state of the art, and examines 
promising avenues and hot topics for future research. It classifies the 
various techniques and identifies the representational limits and 
commitments of each. Approaches range from completely interactive 
techniques based on the possible mappings between a user’s input 
and the camera parameters to completely automated paradigms in 
which the camera moves and jumps according to high-level, scenario-
oriented goals. Between these extremes lie approaches with more 
limited expressiveness that use a range of algebraic and constraint-
based optimization techniques. 

The course includes a number of live examples from both commercial 
systems and research prototypes, and it emphasizes the tough issues 
facing application developers, such as real-time handling of visibility for 
complex multiple targets in dynamic environments (multi-object 
tracking).

Level 
Beginner

Presentation Language 
Presented in English

Prerequisites 
An undergraduate-level background  
in computer graphics.

Instructor(s) 
Marc Christie  
INRIA Rennes Bretagne Atlantique 

Patrick Olivier  
Newcastle University 

9:00–9:25 

Introduction to camera control in computer graphics 

Introduction of speakers

Course overview 

Motivations for interactive and automated camera control 

9:25–10:05
Marc Christie

Insights from Photography and Cinematography 

10:05–10:45
Patrick Olivier

Interactive Camera Control 

10:45–11:00 

Break

11:00–11:40
Marc Christie

Automated Camera Control

11:40–12:20
Patrick Olivier

Handling Visibility 

12:20–12:45

Discussion 

Trends and open issues 

Questions and answers
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Friday, 18 December

Sketching Interfaces  
for Computer Graphics
16:15–18:00 | Level 5, Auditorium

Sketching interfaces are emerging as an alternative authoring method for computer graphics. 
They allow casual users to create meaningful 3D models and animations quickly without intensive 
training. This course introduces several sketching systems for computer graphics authoring 
developed by the presenter as well as some notable systems developed by others. Using live 
demonstration and videos, the course presents various sketch-based techniques such as 
geometric modeling, deformation, and animation authoring, and summarizes important issues 
that should be considered in design of successful sketching interfaces.

Level 
Beginner

Presentation Language 
Presented in English.  
Also presented in Japanese on Thursday.

Prerequisites 
None
Instructor(s) 
Takeo Igarashi  
The University of Tokyo/JST ERATO 

16:15–16:25 

Introduction 

16:25–16:35 

2D techniques 

16:35–16:55 

Modeling methods

16:55–17:15 

Deformation methods

17:15–17:35 

Animation authoring methods

17:35–17:45 

Domain–specific techniques 

17:45–17:55 

Summary 

17:55 –18::00 

Questions and Answers (5 min)
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Saturday, 19 December

CGAL: The Computational Geometry  
Algorithms Library
9:00–12:45 | Room 513

The CGAL C++ library offers geometric data structures and algorithms 
that are reliable, efficient, easy to use, and easy to integrate  
in existing software. Use of de facto standard libraries like CGAL 
increases productivity, because they allow software developers to focus 
on the application layer. 

This course is an overview of CGAL geometric algorithms and data 
structures. 

The lectures cover: 

• CGAL for 2D vector graphics, including Boolean operations on Bézier 
curves, offsets, simplification, and geometry on the sphere.

• CGAL for 3D point sets, including principal component analysis, 
bounding volumes, simplification, outlier removal, normal estimation, 
normal orientation, denoising, triangulation, and surface reconstruction. 

• CGAL for mesh-based modeling and processing, including Boolean 
operations, convex decomposition, simplification, and parameterization. 

• CGAL for mesh generation, including surface and volume mesh 
generation, from 3D images, implicit functions, or polyhedral surfaces. 

The introductory lecture covers non-geometric topics: the exact 
geometric computing paradigm that makes CGAL reliable without 
sacrificing efficiency and the generic programming paradigm that 
facilitates integration into existing software. 

Level 
Intermediate

Presentation Language 
Presented in English

Prerequisites 
Knowledge of algorithms and data structures related to the field of 
computational geometry and knowledge of C++ and C++ templates 
are helpful but not necessary.

Instructor(s) 
Andreas Fabri  
Geometry Factory 

Pierre Alliez  
INRIA

9:00 
Fabri

General Introduction (project, generic programming, exact computing) 

9:35 
Fabri 

CGAL for 2D Vector Graphics 

–	 Boolean Operations on polygons, and Bézier curves. 

–	P olygon offset: Minkowski or straight skeleton-based. 

–	 Topologicaly correct polyline simplification. 

–	 Geometry on the sphere 

10:10 
Alliez 

CGAL for Point Set Algorithms

–	 A surface-reconstruction pipeline 

–	 Outlier removal 

–	C urvature estimation 

–	P oint-cloud smoothing 

–	P oisson and APSS surface reconstruction 

10:45 

Break 

11:00 
Fabri

CGAL for Modeling and Processing of Polyhedral Surfaces 

–	 The halfedge datastructure and Euler operations 

–	 Algorithms: Intersection detection, bounding volumes, Boolean  
	 operations kernel, parametrization, subdivision, simplification, ridge  
	 extraction, principal curvature analysis 

11:45 

Alliez CGAL for Mesh Generation 

–	 2D and 3D Delaunay triangulations 

– Delaunay refinement and filtering 

– 2D mesh generation: from constrained triangulations to quality  
	 meshes 

– 3D surface mesh generation 

– 3D tetrahedral mesh generation 

12:30 

Conclusion and Q & A
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Saturday, 19 December

Scattering
9:00–12:45 | Room 511/512

Most computer-generated imagery represents scenes with clear 
atmospheres, neglecting light scattering effects. But scattering is a 
fundamental aspect of light transport in a wide range of applications, 
whether one is simulating it or interpreting it, from medical imaging to 
driving simulators or underwater imagery. This course addresses the 
challenges associated with light scattering in a computer-graphics 
context. The field has seen great advances over the past few years,  
but most of the existing algorithms still assume that light emitted by a 
source or reflected off a surface reaches the sensor unaltered. This is 
due mainly to the complex interactions that occur and the high 
computational costs of simulating them. Scattering effects are one 
fundamental hurdle that must be overcome to significantly extend and 
enhance current state-of-the-art graphics techniques and achieve 
successful effects in a wide range of domains. This course is designed 
to increase awareness about this area and reveal new research 
directions.

Level 
Intermediate

Presentation Language 
Presented in English

Prerequisites 
No specific knowledge of scattering is required, although basic 
knowledge of general 3D computer graphics and vision terms and 
techniques is assumed. A corresponding mathematical background is 
also helpful.

Instructor(s) 
Diego Gutierrez  
Universidad de Zaragoza 

Henrik Wann  
Jensen University of California, San Diego

Wojciech Jarosz  
Disney Research Zürich 

Craig Donner  
Columbia University

9:00–9:15 
Diego Gutierrez

Welcome and Introduction

9:15–9:55 
Wojciech Jarosz

Rendering Scattering Media

9:55–10:20 
Wojciech Jarosz

Efficient Rendering

10:20–10:45
Diego Gutierrez

Inelastic Scattering

10:45–11:00

Break

11:00–11:30 
Henrik Wann Jensen

Scattering Materials

11:30–12:00 
Craig Donner

Rendering Human Skin

12:00–12:30 
Henrik Wann Jensen,  
Craig Donner

Acquisition and Measurement

12:30–12:45 

Wrap up and Discussion
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Saturday, 19 December

Creative Collaboration: Effective CG Pipelines 
Any Size, Any Place
9:00–12:45 | Room 502

With the explosive growth in the number of digital artists, there is an 
increasing opportunity to capture the creative potential that is currently 
devoted to creating user-generated content. This course provides a 
foundation for planning CG projects that typically start as small 
collaborations and later become to large productions. It examines the 
criteria for constructing and quickly deploying a simple pipeline for the 
initial collaboration and then proceeds step by step to scale up the 
pipeline to support hundreds of people. 

At each step, the course examines the issues that limit efficiency and 
productivity. it addresses the decision points and potential problems in 
structure, organization, and pipeline as a production grows. It also 
explores the constituency of a distributed team and how it can be 
better organized and managed. 

This course takes a systems approach to deconstructing projects at 
different scales and understanding the infrastructure requirements. The 
goal is to give course attendees the ability to create effective, self-orga-
nized projects that will easily scale with minimal cost and maximum 
efficiency.

Level 
Beginner

Presentation Language 
Presented in English

Prerequisites 
None

Instructor(s) 
Richard Chuang  
David (grue) DeBry  
Michael A. Chang  
Cloudpic Global

9:00–9:30  

Scaling your studio

9:30–10:15  

Growth Models and  
Resource Scaling

– Centralized 
– Semi-Distributed 
– Fully Distributed

10:15–10:45  

Case Studies

– Centralized 
– Semi-Distributed 
– Fully Distributed

10:45–11:00 

Break

11:00–11:15 

Post-Break Summary

11:15–11:50 

Scaling Studio Processes in  
Different Growth Models

11:50–12:30 

Scaling Project Management  
in Different Growth Models

12:30–12:45 

Wrap-Up and Q&A
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Saturday, 19 December

Visual Media Retargeting
14:15–18:00 | Room 513

The increasing variety of commonly used display devices, especially 
mobile devices, requires adapting visual media to different resolutions 
and aspect ratios - a process called “retargeting”. The media retarget-
ing problem is further accentuated by the explosion of image and video 
content on the web. 

This course presents a comparative overview of the latest research in 
visual-media retargeting. It focuses on content-aware approaches, 
which, contrary to traditional scaling and cropping, adapt to the salient 
information within the image or video and rescale the content while 
preserving visually important information. Topics include: 

• Algorithmic details and practical considerations of the retargeting 
pipeline, including its two main parts (saliency estimation and resizing 
operators). 

• Recent trends in retargeting operators, namely discrete graph-based 
approaches, also known as seam carving. 

• Continuous methods that operate by image and video warping. 

• Temporally coherent video retargeting and multi-operator frameworks. 

The course illuminates the theoretical foundations and practical issues 
involved in media retargeting, and provides attendees a comprehensive 
understanding of the state of the art. It includes many live demos of the 
various resizing techniques.

Level 
Intermediate

Presentation Language 
Presented in English

Prerequisites 
Knowledge of basic graphics (pixels, video, color), basic mathematics 
(calculus: functions, derivatives, gradients; algebra: linear systems, 
minimization), and basic algorithms (graphs, nodes, edges, minimal 
path).

Instructor(s) 
Ariel Shamir  
Efi Arazi School of Computer Science 

Olga Sorkine  
Courant Institute of Mathematical Sciences

14:15–14:25 

Introduction 

14:25–15:00 
Sorkine

The retargeting frework

15:00–15:15 
Shir

Simple retargeting operators

15:15–16:00 
Shir

Se carving

16:00–16:15
Break

16:15–17:15 
Sorkine

Retargeting by warping

17:15–17:45 

Advanced topics and outlook

17:45–18:00 

Wrap-up 

Further discussion and questions
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Saturday, 19 December

ゲームのための実践的な剛体物理シミュレーション 
–安定化、高速化、および並列化について–
2:15 PM–4:00 PM | Room 511/512

ビデオゲームなどでの利用を目的とした、剛体物理のリアルタイムシミュレーシ
ョンに関するチュートリアルです。シミュレーションの高速性と安定性という２
つの要件をどのように達成するかを実践的な側面から解説します。近代的な物
理エンジンでは繰り返し解法が標準技術となっているため、安定化と高速化は
表裏一体のものであるという視点から、より少ない繰り返し回数でシミュレーシ
ョンを安定させる技術に焦点を当てます。SIGGRAPHやGDCでの最新の知見
を紹介した後、私たちが開発したより効率的な改良手法について解説します。
さらに、最新のゲーム機では処理の並列化が必須技術となっています。HPCの
分野で培われた並列化技術がゲーム用のエンジン開発にどのように応用でき
るかについて実装例を交えて解説します。自社開発した物理シミュレータによ
るデモを通して、既存手法および私たちが開発した改良手法それぞれの有効
性を検証していきます。

レベル 
中級

使用言語 
日本語のみでの講演

事前確認事項 
（コース内容を理解するに当り必要な聴講者の知識、 
アプリケーション分野、グラフィックス経験等）

初等物理、線形代数、微積分および微分方程式に関する基礎知識。高度な数
値シミュレーションの知識は必要 
ありません。

講演者名・所属 
株式会社コーエー 技術支援部 
シニアエキスパート 
津田順平

2:15–2:40

基礎知識 
– 拘束ベース法 
– インパルスベース法 
– 繰り返し解法

2:40–3:15

高速化および安定化技法 
– 許容貫通誤差、行入れ替え、 
   Warm Start 
– Shock Propagation 
– 重さ増幅法 
– 積極的スリープ 
– デモ

3:15–3:50

並列化技法  
– 多色順序付け(代数的および 
  グラフ的アプローチ) 
– セル状順序付け 
– デモ

3:50–4:00

質疑応答
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Saturday, 19 December

Keeping Your Money On The Screen & Off The Floor
14:15–18:00 | Room 502

The global animation industry is as competitive as ever, with merciless 
markets, unforgiving audiences and miniscule profit margins. Yet 
independent and major productions alike seem content to burn through 
money (and people) as though they have resources to spare. Amaz-
ingly, this waste is not only pervasive, it is accepted. Not only is this 
irresponsible, it is unsustainable. It is also easily addressed through 
clear-minded assessment and informed action. 

This course squarely addresses common production motivations and 
pitfalls. It examines the human factors and organizational consider-
ations that are the foundation of all production (dys)function. It 
proceeds to cover workflow considerations and strategies, the 
establishment (and erosion) of balance, common heuristic assumptions 
and errors, and the importance of clarity and adaptation within the 
studio environment. A series of “Golden Rules” for production segues 
into the characteristics of a balanced pipeline and an overview of a 
flexible and robust nonlinear production pipeline. Finally, asset 
management is reviewed with an eye towards organization, flexibility, 
and transparency. 

The presentation concludes with a micro/macro view on the production 
paradigm and synergistic orchestration of these parts into a practical 
yet transcendent whole.

Level 
Intermediate

Presentation Language 
Presented in English

Prerequisites 
A working knowledge of common animation and effects production 
practices for feature films, games, and other large-scale projects.  
No previous production experience is necessary.

Instructor(s) 
Kevin Geiger  
Animation Options

14:15–14:20

Welcome 

14:20–14:25

Introduction 

14:25–15:10

Human Factors 

Organizational & Team Balance

Human Resources & Stresses

Leadership Considerations

15:10–16:00

Production Principles 

Workflow Considerations

Strategy, Balance & Breakdown

Heuristic Pros & Cons

“Golden Rules”

16:00–16:15

Break

16:15–17:30

Production Pipeline 

Balance Factors

Non-Linear Production Pipeline Overview

Asset Management

Departmental Examples

17:30–17:40

Conclusion 

Part Reflects Whole (Micro/Macro)

Orchestration

17:40–18:00

Group Discussion, Q&A
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Saturday, 19 December

Biophysically Based Appearance Models:  
The Bumpy Road Toward Predictability
16:15–18:00 | Room 511/512

This course addresses practical issues involved in the development  
of biophysically based appearance models. Because these models  
are used not only in computer graphics, but also in other scientific 
applications (for example, noninvasive diagnosis of medical conditions 
and remote sensing of natural resources), the course also aims  
to foster cross-fertilization with these fields. 

The course begins by providing a concise biophysical background and 
discussing the key concept of predictability. It continues by examining 
the specific constraints and pitfalls found in each of the key stages of 
the simulation framework (data collection, modeling, and evaluation) 
and discussing alternatives that could improve the fidelity of the entire 
process. 

Once a model is designed, implemented, and evaluated through a 
sound methodology, its scope of applications can be expanded to 
address a wide range of scientific questions. For example, computer 
simulations are regularly being used by life science researchers to 
understand and predict material-appearance changes prompted by 
mechanisms that cannot be fully studied using traditional experimental 
procedures. The course closes with an examination of recent examples 
of computer graphics appearance models that can also be employed in 
such interdisciplinary research efforts.

Level 
Advanced

Presentation Language 
Presented in English

Prerequisites 
Familiarity with basic optics concepts and radiometric terms. Attendees 
should have a working knowledge of standard rendering techniques 
and terminology. Experience with Monte Carlo methods is helpful but 
not required.

Instructor(s) 
Gladimir Baranoski  
University of Waterloo

16:15–16:20

Introduction

16:20–16:30

Biophysical Background

Light and Matter Interactions

Measurement of Appearance

16:30–16:40

Quest for Predictability 

What does it mean?

Why is it useful?

How it can be attained?

16:40–17:00

Data Availability

Characterization Data  
Constraints

Evaluation Data Constraints

17:00–17:20

Modeling Issues 

What’s the appropriate level of 
abstraction?

Simplifying Assumptions

Unsound Generalizations

17:20–17:40

Evaluation Approaches

Visual Inspection

Collateral Comparisons

Comparisons with the  
“Real Thing”

17:40–17:55

Scientific Prospects

17:55–18:00

Concluding Remarks
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