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Directable, High-Resolution 

Simulation of Fire on the GPU

• C. Horvath, W. Geiger (ILM)

In: Proc. SIGGRAPH 2009 (ACM Transactions on Graphics, Vol. 28 No.3, Article 41) 



Detail Preserving Continuum Simulation of Straight Hair 

• McAdams, A. (UCLA), Selle, A., Ward, K., Sifakis, E. (Disney), and Teran, J.(UCLA/Disney)  

– Hair dynamics simulation (by combining Lagrangian and Eulerian methods) 

– In: Proc. SIGGRAPH 2009 (ACM Transactions on Graphics, Vol. 28 No.3, Article 62) 

Real hair  The hair model 

Describing “messy” hair 

• Combination of Particle-based Lagrangian and Volume(Grid)-
based Eulerian methods  

• Also considering the hair-hair collision 

• Fast simulation  

Particle-based Lagrangean  Volume(Grid)-based Eulerian

 

? 8min per frame 



Hair Meshes

• Yuksel C., Schaefer S. and Keyser J.

To appear in SIGGRAPH Asia 2009 

• A method of making hair modeling as close 

 as possible to modeling polygonal surfaces.  

• Direct control of the overall shape of the hair to model the exact hair shape 

desired.  

• Use the hair mesh structure for modeling the hair volume with topological 

constraints to automatically and uniquely trace the path of individual hair strands 

through this volume.  

• Allowing artists to concentrate on manipulating the outer surface of the hair as a 

polygonal surface. We explain and show examples of how hair meshes can be 

used to generate individual hair strands for a wide variety of realistic hair styles. 

Interactive Reflection Editing

• T. Ritschel, M. Okabe, T. Thormählen, H-P. Seidel 

(ACM TOG 28)



RenderAnts: Interactive REYES 

Rendering on GPUs

• K. Zhou et al. (

MSRA)

• REYES

 

: http://www.kunzhou.net/#renderants 

Frames from “Elephant Dream”

: http://www.kunzhou.net/#renderants 
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SIGGRAPH

• SIGGRAPH ASIA 2008 

– Sketch sessions 

• GPU-Based Methods ( ) 

– AMD, Univ. Pennsylvania 

• Interaction (1 ) 

– Samsung Electronics 

• Lighting and Reflectance (1 ) 

– AMD 

• SIGGRAPH 2009 

– Game papers sessions: Sandbox 2009 

– Real-time Rendering in CAF:

Real-Time Rendering Talks 

Real Time Live 

Wednesday, 5 August | 3:45 - 5:30 pm, La Nouvelle Orleans Ballroom 
Immersive and Impressive: The Impressionistic Look of Flower on the PS3 

Wednesday, 5 August | 1:45 - 3:30 pm, La Nouvelle Orleans Ballroom 

Building Story in Games: No Cut Scenes Required 

Thursday, 6 August | 10:30 am - 12:15 pm, La Nouvelle Orleans Ballroom 

Real-Time Rendering Production Session 

Big, Fast and Cool: Making the Art for Fight Night 4 & Gears of War 2 

Wednesday, 5 August | 8:30 - 10:15 am, La Nouvelle Orleans Ballroom 

Evening Theater Real-Time Live Demos

SIGGRAPH



• Sandbox

SIGGRAPH

– Game papers sessions: Sandbox 2009

–

•

Sandbox 2009: ACM Video Games Proceedings

: 

SIGGRAPH

• SIGGRAPH  

• SIGGRAPH  

• SIGGRAPH ASIA 



SIGGRAPH ASIA 

SIGGRAPH

• SIGGRAPH

–  

–  ACM Transactions on Graphics 

(TOG)

SIGGRAPH SIGGRAPH ASIA

2008      90/518 = 17%          59/320  = 18%

2009      78/439 = 18%          70/274 =  25%



Sketches & Posters 

• SIGGRAPH ASIA 

– sketch: 

. 

– poster: 

. 

–  SIGGRAPH

Submissions to the S&P

 SIGGRAPH ASIA 2008

SIGGRAPH : 

•  112  (vs. 400 ?) 

•   

. 

North America:   12 (3) 

Europe:   21 (2) 

Asia & Oceania: 28 (4) 

Japan:    51 (6) 

 Total:             112 (15)    

/

( ) 



SA08 Sketches Program 

• The sessions: 

– GPU-based methods 

– Interactive techniques 

– Arts & robots 

– Photographs & drawings 

– Curves, planes, and terrains 

– Volumes 

– Visual simulation 

– Lighting & reflectance 

– Calibration & acquisition 

• Curated: “Recent Production Techniques at Lucasfilm

 Animation Singapore 

SA08 Sketches from Industries 

• “Recent Production Techniques at Lucasfilm

 Animation Singapore” 

– Keeping in real: Classical Art Principles in Today’s VFX

 Features:  

– The invisible art behind “Ironman” 

– Clone wars animation in LFAS 

– Lighting Clone Wars: A new planet every week 

– “Star Wars: The clone wars” TV series 



SA08 Sketches from Industries 

• GPU topics( ) by AMD (Advanced Micro
 Devices, Inc.) 

• “Hellboy2; The Golden Army”  
by Double Negative 

SA08 Posters Program 

•  

– 11  

–

Posters session ( ) 



Posters Program 

• PC  

• … 

2008 180 :

•  201  

•   
 

 

/

North America:   34 () 

Europe:   17 () 

Asia & Oceania: 74 () 

Japan:    76 () 

 Total:            201(44)    

( ) 

Submissions to the S&P

 SIGGRAPH ASIA 2009



The S&P program in

 SIGGRAPH ASIA 2009

/

North America:   34 () 

Europe:   17 () 

Asia & Oceania: 74 () 

Japan:    76 () 

 Total:           201 (44)    

( ) 

New!

59 :

•  Conference DVD  

•                   ACM Digital Library  

. 

Effect Okonomi-yaki ?;^^)A 

The course program in

 SIGGRAPH ASIA 2009

Tony Apodaca (Pixar)

: 



The course program in

 SIGGRAPH ASIA 2009

Crowd Animation: Tools, Techniques, and Production Examples 

12/18 full day course 

By IMD, Pixar, Massive software, digital frontier, OLM digital 


