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2 Texture Synthesis by Example

2.1 “GraphCut Textures: Image and
Video Synthesis Using Graph Cuts”

Vivek Kwatra, Arno Schédl, Irfan Essa, Greg
Turk, Aaron Bobick (Georgia Institute of
Technology/GVU Center)
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2.2 “Wang Tiles for Image and Texture

Generation”
Michael F. Cohen(Microsoft Research),
Jonathan Shade(Wild Tangent), Stefan

Hiller,Oliver Deussen(Dresden University of
Technology)
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2.3 “Synthesis of Progressively Variant
Textures on Arbitrary Surfaces”

Jingdan Zhang(Tsinghua University), Kun
Zhou(Microsoft Research Asia), Luiz Vel-
ho(Instituto de Matematica Pura e Aplicada),
Baining Guo, Heung-Yeung Shum(Microsoft
Research Asia)
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2.4 “Fragment-Based
tion”

Iddo Drori, Daniel Cohen-Or, Hezy Yeshu-
run(Tel Aviv University)
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3 Images, Video, and Texture

3.1 “Poisson Image Editing”

Patrick Pérez, Michel Gangnet, Andrew

Blake(Microsoft Research UK)
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3.2 “High Dynamic Range Video”

Sing Bing Kang, Matthew Uyttendaele, Si-
mon Winder, Richard Szeliski(Microsoft Re-
search)
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3.3 “Matchmaker: Constructing Con-

strained Texture Maps ”

Vladislav Kraevoy, Alla Sheffer, Craig Gots-
man(Technion - Israel Institute of Technolo-

gy)
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3.4 “View-Dependent

Mapping”

Displacement

Lifeng Wang(Microsoft Research Asia),
Xi Wang(Tsinghua University), Xin Tong,
Stephen  Lin(Microsoft Research — Asia),
Shimin Hu(Tsinghua University), Baining
Guo, Heung-Yeung Shum(Microsoft Research
Asia)
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4 Parameterization

4.1 “Spherical Parameterization and
Remeshing”
Emil Praun(University of Utah), Hugues

Hoppe(Microsoft Research)
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4.2 “Globally Smooth Parameterizations

With Low Distortion”

Andrei Khodakovsky, Nathan Litke, Peter
Schréder(California Institute of Technology)
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4.3 “Fundamentals of Spherical Parame-

terization for 3D Meshes”

Craig Gotsman(Technion - Israel Institute of
Technology), Xianfeng Gu(Harvard Universi-
ty), Alla Sheffer(Technion - Israel Institute of
Technology)
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4.4 “Dual Domain Extrapolation”

Bruno Lévy(ISA - INRIA Lorraine)
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5 Precomputed Radiance Trans-
fer

5.1 “Bi-Scale Radiance Transfer”

Peter-Pike  Sloan(Microsoft  Corporation),
Xinguo Liu, Heung-Yeung Shum(Microsoft
Research Asia), John Snyder(Microsoft
Research)
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5.2 “All-Frequency Shadows Using Non-

linear Wavelet Lighting Approxima-
tion”

Ren Ng(Stanford University), Ravi Ra-
mamoorthi(Columbia University), Pat Han-
rahan(Stanford University)
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5.3 “Clustered Principal Components

for Precomputed Radiance Transfer”

Peter-Pike  Sloan(Microsoft ~ Corporation),
Jesse Hall, John Hart(University of Illinois at
Urbana-Champaign), John Snyder(Microsoft
Research)
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6 Character Animation

6.1 “Rhythmic-Motion Synthesis Based

on Motion-Beat Analysis”

Tae-hoon Kim, Sang Il Park, Sung Yong Shin
(Korea Advanced Institute of Science and
Technology)
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6.2 “Motion Synthesis From Annota-

tions”

Okan Arikan, David A. Forsyth, James F.
O’Brien(University of California, Berkeley)
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ooooooooo0ooOooOo0oooooooooon
000000 runand junpO0 000000000000
O0o0000oo0ooooo0oOoooooooooooo
oooOooooooooooooOooooooooooo
O0oooO0oooooooooooooooooooo
000000000 o0ooo0o0ooon0n0 SVM(Support
Vector Machine) 0 0000 000000000000
ooo

6.3 “Layered Acting For Character Ani-
mation”
Mira Dontcheva, Gary Yngve, Zoran

Popovié(The University of Washington)

ooooooboboooobooooobooobobooooo
00000000 0000000UUo (acting-based) O
ooobooobooooobooooboobooooooooon
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oboobOoooboobooboooooooooooon
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ooobooobooooboooooooooboobocooon
ooooooooooboooobooobooooooooon
oobooooooboboooooobboobbooobo
goboooooooooon

6.4 “Efficient Synthesis

Valid Human Motion”

of Physically

Anthony C. Fang, Nancy S. Pollard(Brown
University)

oobOoOooboooooooOobooooboboooooo
ooboooobOooooooobooooooooon
ooobooobooooboobooobooooobooobooooo
oooooooobooobooooooboboobooooog
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obooobooooooobooobooboooooooooon
ooobOobooooboboooooooooooboooon
Ooooooooovyob 2000000000000
ooobooooooobooboooboboooo

7 Visualization and Printing

7.1 “Reproducing Color Images With
Embedded Metallic Patterns”

Roger D. Hersch, Fabien Collaud(Ecole Poly-
technique Fédérale de Lausanne(EPFL)),
Patrick Emmel(Clariant International)

goboooooobboooboooooogooooo
gobbooboooobbobooboboooobobon
goobbooboobbooboboooooooooboon
oooooooobobooboooboocooobooooon
goooooboooboboobooobooboooboooo
ooboooooooooooboboboogoo 200000
00000000000 0ooOoonO Clapper-Yuled O O
gobogoobobooboobboboboooobobon
oboooboooboooobooboobooooooooooo
goboooooooooobobooooboooboooon
goboooboobooooboooooboooobooooon
goobobobooobbooooobobooooobon
gdoogobooooboobboooouoboooboood
ooo

7.2 “Improving Mid-Tone Quality of
Variable-Coefficient Error Diffusion

Using Threshold

Modulation, Bingfeng
Fang(Peking University)

0000000000000 00 (variable-coefficient
error-diffusion algorithm) 0 000 0000000000
oooopoooooOooooooooooooooooo
oooooooooooOooooooooooooooon
o0ooo00oo0b0oo0ooooooooooooo
gboboboboooboobobbooobobooboon
gobobobooboboobobooooooooboboobooobo
gobobooogoooobobobodoo

Zhou, Xifeng

7.3 “Discrete Multiscale Vector Field

Decomposition

Yiying Tong(University of Southern Cali-
fornia), Santiago Lombeyda, Anil N. Hi-
rani(California Institute of Technology),
Mathieu Desbrun(University of Southern Cal-
ifornia)

gooOooOooooooooooooooo 3sgooo
gooOooo0oopoOoooooooooooooooog
OO0000000000D0ODO divergence-free part curl-free
part 000 harmonicpart 0 0000000 O0O0O0OOO
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gooooOooooooooooooooooooooo
googbooooooboooboboboooobobon
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gobgooboooo
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— 51—



gooooooo Vol. 3 No. 1 pp. 45 - 68

2. 00000O0O0OoOoO0O0oOOoDOoOoOooOOoDDODOOO
oooooood

3. 000 000 Odivergence-free partUcurl-free part O
0 harmonic part 0 0 O

4. 000 0000DOO0OO0OO0O0OoOOoOoOoOoOoOoooa
godooooobooooood

7.4 “TreeJuxtaposer: Scalable Tree
Comparison Using Focus+Context
With Guaranteed Visibility

Tamara Munzner(The University of British
Columbia), Francois Guimbretiere(University
of Maryland), Serdar Tasiran, Li Zhang,
Yunhong Zhou(Hewlett Packard Systems Re-
search Center)

oooooooooooooooooooooooo
gooOooOoooOooOooooOooUOoooogoooo
00000000000 0oo00o0oooooo0oooooon
OO0O0D0O000000 TreeJuxtaposer D 0000000
oo000oOooooooooooOoooodooooooo
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OOd2000000000000O0000C00O0ODOOO
000000000000 ooO00oooooooOoO0OO
00000000000 nearly-linear algorithm 0 0 0 O
ooo0ooooooooOooooooOooOooooooOn
00000000 side-by-side viewsO O OO OO0 OO0
OO0O000000O00o0ooooooooooog Focus
+ Content OO OODOOO

8 Surfaces

8.1 “Multi-Level Partition of Unity Im-
plicits”

Yutaka Ohtake, Alexander Belyaev(MPI In-
formatik), Marc Alexa(Darmstadt University
of Technology), Greg Turk(Georgia Institute
of Technology), Hans-Peter Seidel(MPI Infor-
matik)

OO00O0O0OO03DO0DOO0OODDD O Omulti-level
partition of unity implicits(MPU) 00000 OMPU O
0000 Octree0 00 00O00ODOOCDOOO 20000
goobooooobobbooboboobbouobon
OO00O0OOOctreed00O00OOOCOOOOOOOOOOO
cooooooboooooooooooooobooooMePu
gobooooobooboooboobouobbooo
gobobooodbooogbbboboboboboo
00000 3pooooooobooooooobood
gobooooooooobooboboobbooooon
goooooobbobod

goooooooooo3bbooooo MpUODODO
goobboboooooobooboo

1. Octree 000000000 DOOOOOODOOOOO
oooooooooo3apoooooooog
2.00000O0O0OO0OoOOOOO0OOOobOOoOoobooOn
obooooooooooooooooobooon

ooo

. 000000oooooobobOooonbo 2000000
gbooobbooobooooooboooboooboon
ooboooooooooooobo

4. 0000O00O0UOoOoOUOoOOOOODODObOO
0000000000000 oooooooooo
000000000 200000000000000
00000000000 OBloomenthal’s polygonizer
000 Hart sphere tracing method 0 O OO OO O
ooooo

0000000 FastRBFOODOOODODO O Dragon O
000000000oOooU0oUUUoOoO 2/30000
gooooooooooooOooooooooMPUO O
000o00ooo0oooooooo0oooooooooon
0ooo

8.2 “Progressive Encoding of Complex
Isosurfaces”

Haeyoung Lee, Mathieu Desbrun(University
of Southern California), Peter
Schroder(California  Institute of Technol-

ogy)

oobooooooooobooobooobooooobooo
gbobooooooboboooboobooooboboboo
OO0000000 ratedistortion 0000000 OO0O
OO000O0 singlerate 100000000000 DODOO
oboooooooboooobobooboooobobooooon
oooooobooooboooboboobooboooboonoo
0000oo0oo0ooooooo/ooooooooo
octreeJ 00 OUODOOOOODLOOOODOOODOOOO
goboooboobboboboboboboboobobobobod
obooooboooobooboooboobooooooooon
oooooooooooboooboooooooooboooog
goobboooooooboboboboboobobo
0000000000 6.10bits/vertex 00D OO OO0
0.65bits/vertex 000 00000000 0OOO0OOOO
00000 singlerate 000000000 24%0000
ooooooogd

8.3 “T-Splines and T-NURCCs”

Thomas W. Sederberg(Brigham Young Uni-
versity), Jianmin Zheng(Zhejiang Universi-
ty), Almaz Bakenov(Embassy of the Kyrgyz
Republic to the United States and Canada),
Ahmad Nasri(American University of Beirut)

000000T-spline0 00000 B-splinedd 000
0o0ooooooOT-splined 000000 T-0DO0O0OO
gboooooooooboooboobobooobooooo
OO000000o0O0O0T-splined0D00O0O0ODODODODO
ooooooooOoD00o0o0o00bDOoO knotOO0OODOO
0000000 B-spline0 00000000 OOOOOO
0000000000000000000C¢?000 30
O T-spline0 000 0000 OT-NURCCs(Non-Uniform
Rational Catmull-Clark Surfaces with T-junctions) O O
T-splines 0 Catumull-Clark surfaces 1 00000000
Oo00oO0OO0OT-NURCCsOOOOOOODOODOOOO
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0000000 NURBSO Catmull-Clark DO OO OO
oobooooon

8.4 “Anisotropic Polygonal Remeshing”

Pierre Alliez, David Cohen-Steiner, Olivi-
er Devillers(INRIA Sophia-Antipolis), Bruno
Lévy(ISA - INRIA Lorraine), Mathieu Des-
brun(University of Southern California)

ooooboobbobooobooboboooboooog
gbooooooooooboboboobooooobbon
ooboboobooobbooooobooooooobobooo
gboooobooooboobooboobon

goboooboo0oobooboooooooooooobo
oooooooobboobboobooooboobooboooo
obooooooboooboooooooobooboboboon
ooboooobooooboobooooboobobooog

goobobooooobooboboobogoo

1. 00000000000 000000b000oooo
00oooooboooobooooooDo200000
00000 (principal direction fields) D 000000
O0oo0o0ooooDODoO00O00 OumbilicOO OO
goo

2. 000g0ooboooboboooooooobobooo
obob0obO20000000000000000A0
goboooooboooboooooobooooboooon
ooooooooooooooobooboooonbo
(umbilic 0000000000 O0OOO)ODOOOO
goobooooobooobooobooboboooooog

3. 00000o00ooooonooooooogooogooo
0000000000000 DOconstrained Delaunay
triangulation(CDT) 0 00 00000000000
o0oooooooooooooooooooooo
00000o00o0oo00ooooooooooogoo
oo00ooooooooooo

9 Shadows

9.1 “Shadow Matting and Compositing”

Yung-Yu Chuang, Dan B. Goldman, Bri-
an Curless(The University of Washington),
David H. Salesin(The University of Washing-
ton and Microsoft Research), Richard Szelis-
ki(Microsoft Research)

oo0oooDooooOoDoooooDOOooooooogon
00000000000 00ooodooodo shadow
matting0 0000000000000 DOOOODOOOO
0000000000000 o00ooooooogn shadow
matte 0 00 000000000000 OO0OOOOOO
Oo00000oooooooooooooooooooon
ooooooooooooooooooooooooog
000000000000 o0oO0O0Odo displacement map
00000000000 oO00 displacement map O 00O
000000000 shadowmatte0 000000000
0oo0d0ooooooooooooooooooooag
ooo0odooooooooooooooooooon

mattingD OO0 000000 OC0OO0OODO FOOO
O0D0compositing0 0 000000000000 OOO
00 BOODODOOOmatting J compositingd OO0 0 OO
000000 Boooooooo

C=aF+(1-a)B (5)

gboooooooboobooobooboooboo
gooo0copoooooooooooo

C=5+pI, (6)

dooosSooo0oo/ogooooooooggon
O00000oo0ooooLooooooooooooo
O000O0lI=L-S0O0 (6)00000000shadow
compositing equation 0 0 0O

C=pL+(1-75)S. (7)
displacement map 00 00000 O0O0O0O0O0DOO0O
goooooodooooooooooooooooon
ooooooooooooooooooooooooog
O000oooooooooooooooooon

9.2 “Interactive Shadow Generation in
Complex Environments”

Naga K. Govindaraju, Brandon Lloyd,
Sung-Fui Yoon, Avneesh Sud, Dinesh
Manocha(University of North Carolina at
Chapel Hill)

gboobooboboooboobbobooooogoo
goobgooooboboooooobobgoobon
goooobooboobooboobooboo 200b00oo0oo

1. 0o00oooobobo.0000000000
ooboooboooboooooboooooboonooo
goooobooboooooboobooobooooo
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2.00000000D0O0DOO0O000COO00O000O
oooboooooooobooboboboooooon
oooooobooooobooooboooboDbo
goooobooooooboooboobobooobooo
goooooog

obooooob0o 200000000bb0O0ob0O0o
0000 000O00O0LOD(level of detail) 0 00O O
PVS(potentially visible set: J 000 00) ODO00000
oo0oDdoooooooooooooo pVSOOOoOoOO
oooobooooobbooooboboobobbooboo
O0o0ooo0oooooooooooo rLoboooon
bbb oobobobooooobboboooo
goobgoboobboouooobobobooobbobbon
NVIDIA G40 0000 300 PCOOOOOT ~ 25fps
gobooboooobobobooobobo

9.3 “A Geometry-Based Soft Shadow
Volume Algorithm Using Graphics
Hardware”

Ulf Assarsson, Tomas Akenine-
Mboller(Chalmers University of Technology)
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000 soft shadow O OO OO OOOOODOOOOOO
godooboooooooboogoooboooobbooo
0doooooooooooooooooooooooog
soft shadow volume OO0 OO OO OOO0OOOODOO
0oo00ooooooooooooDoooDogooooooo
0000400 texture lookupO0 OO0 0O OO0OOOO
goodoooobooooboooboboooogoboooo
goooooOoboboooobOOobboOoboooogooo
000ooooooo 124000000 00000000
doooooooooooooooooooooooog
0o0o0ogoooooooooooooooogoooog
00000000 sampling artifacts 0 00000000
goodooOoooboobOboOOobbOooooboboooob
0000000 oooOooOn GeForce FX emulator [
00o0doooooooooooooooooooooo
00000000000 0500 5Sframe/sec0000 0
gooogo

000000 cGOooooooooooooooan
ooooopoooocGoooooonoooooooog
0o0ooooooooooooooooooooooog
soft 00 00000 0oooooooooooooooon
goooogoogooo

gboogoooooobgood
gobobboboooboboboobooooo
oooooooooo

gobobooobboooogooooboobooogo
go

- W=

gddooodobooooodoooubooooooon
O00000000000000 V-buffer(Visibility buffer)
O soft visibility mask 0 O OO0 0000000 O0OOO0O
D00do0o0DoooooooOoooonooV-buffer O
pixel(z,y) 00000 «000000000 p(x,y,z)00
000 z%0000 v=2/100000 (000 20 Z-buffer
00000)00O0O, frontObackOrightOleft 0 4000
0000oDoboooonDoob e,es 000000 OOO
00 e 000000 0 0DO0O0OOODO e 00000
0000000000000 g0 0000000000
00 front 00O back plane0 D000 0 O000O0O left O
O right plane0 0000000000000 2pass0 0
000000 0Crowd shadow volume O OO 0O OO0
0oooooooog V-bufferOOOOO0O0OOOQonO
gooboooooobooboobbood

9.4 “Shadow Silhouette Maps”

Pradeep Sen, Michael Cammarano, Pat Han-
rahan(Stanford University)

shadow maps [0 shadow volumes [0 [Dhard shadow [0 [J
goooooobooobooooooooobooooon
OOshadow maps 0 000000000000 OODOO
ooo00od0oooooooooooooooooogono
000000000000 artifact0 0000000000
shadow volumes 0 D D0 000000 ODOOOODOODO
gooooooboobooboouooobboooooobooa
000000000000 00000d0 depth mapO OO
O shilhouette maps 00 0 OO0 OO0 OOO0DOOOOO
shadow map [0 shadow volume 0 OO0 OO0 OO0 OO0
O Oshadow volume DO OO 00000000 O0OOOO

g0o0oooodoUooooooooooooobooo
gooOooooOopooooOooOoooooooooogo
0000000000 shilhouette mapO0 0000000
000000 o0O0o0o0oooooooOoOoOgOd depth
map 0 000 O shilhouette map 0 000 0000000
0000000000 dual-contouringd 0000000
o0o0o0o0oooOoooooOooUOoUooooogooog
gooooooooUdpooopoooOoooo

10 Perception and Manipulation

10.1 “Evaluating the Visual Fidelity of

Physically Based Animations”

Carol O’Sullivan, John Dingliana, Thanh
Giang(Trinity College Dublin), Mary K.
Kaiser(NASA Ames Research Center)

gooooOooObOoOobobooboobOoobooooobon
goooboogbooboobooobooboobbobobooon
gboobooboboboboobooobooboobbod
goboboogoooboobobboooboogooboo
obooooooooooooobooooboobboon
ooo

oo 3b0oooobooooooobobbong

1. 0000
2. 0000000
3. 0000oogoooo

gobobooooooobooooobooobooooooonoo
obobooobooboobooobooooobobooooooooog
gbbogooboooboooooobooooobobo
goooboobooogobobooobboooobobobo
gobooogboboobooobobooobooog
oooo

10.2 “Perceptual Metrics for Character

Animation: Sensitivity to Errors in
Ballistic Motion”

Paul S. A. Reitsma, Nancy S. Pollard(Brown
University)

gboboobobboooooooobooboooooon
gboboobooobobgoboooboboooooboon
gooobooooooobooooboboooobogoo
oobooobooooobooobooboobooooboon
ogooooobooboboooboooooooooooobo
goobobbbboooouoouoooooboooobo
gobooobobooooobboooobbboboboo
gbooboooboobooobbbobobobobonbo
gobooobooooboooboobooooooon

ooobOoobOoooobooobooboooooooon
oboobooooooooboooobobooooboooon
gbogobooobboboooooooooooobo
gbooooboboboboooobbbbobboogod
odboobboobooooooobooobooooobo
goooooboboooooooboooooooooobo
obooooooooobobooooooobobooobon
gooooooooboogobobobooobooooo
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ooboooboobobOooobooobooooboooon
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ooooooobooobogoooo

goboooobOooobooobobobboboboooon
oooboooobooboooobooooobooboooon
gooobooobooboooboooobbobobo
gbooboboooboobobobobooobooaoobg
0000000000000 (Do)oooooo

gobooooooboooooboobooobooooon
goobobbooooboooboobobooboooobod
gogboobooooobooobboooooboooon
gbooooooboobbboooooooooooo
oobooooboooooooooooboooooooon
goooobooooooobooood

ooooo20000000000D0D0O0b0O0000OO
gboooogboboobobobobooobgooood
ooboobooooooboooboooooboboooboboog

(1) 000000
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e JOOOOOODOOD:0OOOO
e JO00OOOODOODO:0DOOOOODOOO
e JO0OOOODOODO:O0DOODODO

(2) 00000000

e 00U ODOODOOOUOOLODODODOOT
gooooboobgo

e JUODLDDDODOOODOUDODLOOOOOOOO
gooooobobooobooboboobbobb

gbooooooboboobobbboboobooooon
gboboboooooobobboobobooobobo
gogobobobooobboo

10.3 “Sensation Preserving Simplifica-

tion for Haptic Rendering”

Miguel A. Otaduy, Ming C. Lin(University of
North Carolina at Chapel Hill)

0000000000000 000o0 20000000
000oo0oooooooooo0oooo “coooooo”
0000000000000 0000000000000
O00ooO0oooooOO0o0OoOoooDoo“iltered
edgecollapse” 0 000 0DOOOODOODOOOOOOOOO
gooooooUoOooooboooooooogoooooo
000000000000 00000000000000O
0000000000000 000000o00ooooo
ooo0ooO0oooOooOoooooooUoooooooo
goooO00ooodoooOoooOoooooooooooo
ooooooooUopooooooooooogooooon
gooooooOoOooooOooOoOoOoon

11 Human Bodies
11.1 “Reanimating the Dead: Recon-
struction of Expressive Faces From
Skull Data”

Kolja Kéhler, Jorg Haber, Hans-Peter Sei-
del(MPT Informatik)

goboooooooooooboobOocOobOoOoooon
oooooooooobooooboooboobooboooo
oooobooooooooooooboooooboooo
ooooooooooooobooboooooooooo
gooooooobooooboobo

gboogbooooobobgobooboobobooobobo

1. 0gooooooonog

2. 00000bOOobO0obbOO0oobDboUooboDbboooog
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. 00oooooooboooooooooooobgoo
goboooooooo

4. D0O0OO0OOoOoOoDObDOOOoOoOobDOoOoboooObOoOog

goboooooobooooboooboooboooooo
goobooboooooboooooooobooooboo
goboooboooobooboobooooooooobooo
odboooooooboooobobobooooboooon
gobooboooooooboobbboooboobooobo
oobooooboooooboobooooboooooogoo
obooooobooooooooooooooboooo
ooboooobooboboboooboboooboboooooooo
gooooooobon

11.2 “Building Efficient, Accurate Char-

acter Skins From Examples”

Alex Mohr, Michael Gleicher(University of
Wisconsin)

gooooobooooboboooboboooboboooon
oooooooooooobooooooooboooobo
obobooboooooboooooboooooooobooon
goooooboobbobooboobobooobogoogo
oooooobooooooboooooboooooo
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ooobooooogooboboobobooooooooobo
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00000 artifact OO0 0DO0O0ODOOOODOOOODOO
ooooOoooooooooooboooboboooooon
obbooooooobobooooooooobooobooooon
oooobobobooobooooooooooooooog
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gooobboboobboobooooboooooooboog
obooooooooboooboboobooooooooooo
gbooooboooooobooooobooobooboboooon
oooooooogoo
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11.3 “Free-Viewpoint Video of Human

Actors”

Joel Carranza, Christian Theobalt, Marcus
A. Magnor, Hans-Peter Seidel(MPI Infor-
matik)

ooobooobooboo3bogooooooooooo
oooooooboooooobobobo 3bocooooboooboo
goboboooboobobobbobobboobooooboo
ooooobooooooboooooooooooobooon
ooboboooooooobooooboobooooooooo
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gboobbooooon

11.4 “Continuous Capture of Skin Defor-

mation”

Peter Sand(Massachusetts Institute of Tech-
nology), Leonard McMillan(Massachusetts
Institute of Technology and University of
North Carolina at Chapel Hill), Jovan
Popovié¢(Massachusetts Institute of Technol-

ogy)

oboooOooooooooboooboonbo 30000
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ooboobobooooooooobooboooooon
goooooooooooobobobobooobooog

11.5 “The Space of Human Body
Shapes: Reconstruction and Pa-

rameterization From Range Scans”

Brett Allen, Brian Curless, Zoran
Popovié(The University of Washington)
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12 Light Fields and Visibility

12.1 “Ray Space Factorization for From-

Region Visibility”
Tommer Leyvand, Olga Sorkine, Daniel

Cohen-Or(Tel Aviv University)
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12.2 “Structured Importance Sampling

of Environment Maps”

Sameer Agarwal(University of California,
San Diego), Ravi Ramamoorthi(Columbia
University), Serge Belongie, Henrik Wann
Jensen(University of California, San Diego)
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12.3 “Relighting With 4D Incident Light

Fields”

Vincent Masselus, Pieter Peers, Philip Dutré,
Yves D. Willems(Katholieke Universiteit Leu-
ven)
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12.4 “Accurate Light Source Acquisition

and Rendering”

Michael Goesele(MPI Informatik), Xavier
Graneir, Wolfgang Heidrich(The University
of British Columbia), Hans-Peter Seidel(MPI
Informatik)
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13 Points

13.1 “Combining Edges and Points for

Interactive High-Quality Render-

ing”

Kavita Bala, Bruce J. Walter, Donald P.
Greenberg(Cornell University)
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13.2 “Shape Modeling With Point-

Sampled Geometry”
Mark Pauly, Richard Keiser(ETH Ziirich),

Leif P. Kobbelt(RWTH Aachen), Markus
Gross(ETH Ziirich)
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13.3 “Interactive Boolean Operations on

Surfel-Bounded Solids”

Bart Adams, Philip Dutré(Katholieke Univer-
siteit Leuven)
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13.4 “Sequential Point Trees”

Carsten Dachsbacher, Christian Vogelgsang,
Marc Stamminger(University of Erlangen)
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14 Modeling and Simplification

14.1 “Twister: A Space-Warp Operator
for the Two-Handed Editing of 3D

Shapes”

Ignacio Llamas, Byungmoon Kim, Joshua
Gargus, Jarek Rossignac, Chris D.
Shaw(Georgia Institute of Technology)
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14.2 “Instant Architecture”

Peter Wonka(Georgia Institute of Tech-
nology), Michael Wimmer(Vienna Uni-
versity of Technology), Francois X. Sil-
lion(ARTIS/INRIA Rhone-Alpes), William
Ribarsky(Georgia Institute of Technology)
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14.3 “Simplifying Complex Environ-

ments Using Incremental Textured
Depth Meshes”

Andrew Wilson, Dinesh Manocha(University
of North Carolina at Chapel Hill)

Image-based impostors 1 0 O 00000000000
ooooooobbooooooooooobooooobon
goooooooboooooooooooobboboooboon
oboobOoooobooooooooboooboooboboo
0000000000 000000000 Oimage-based
impostors 0 0 O TDM(Texutred Depth Mesh) O O 00
O ITDM (Incremental Textured Depth Mesh) DO OO O
oooo

ocoooooo ToMOoOoDooooooooooo 3
gooobooboo

1. 0000ooo0ooooboooboooooboooo

2. TDMO0O0000O00O0 skinsOOOOOOOOO
oooo

. 000ooooobooobooboooooboooo

oopoooob1200000000000000DO
oooooooooooooOoooTbMO LODODOO
obooobooobobooobobooobooboooooon
gooooLoboooOoOoOoOooooOoOOoooooo
OoooooOooObooOOoOTDMOOOODO skinsO OO
O0000D0O0O000DoOo0ooooDoD 20—40fps O
ooooooog

14.4 “Billboard Clouds for

Model Simplification”

Extreme

Xavier Décoret, Frédo Durand(Massachusetts
Institute of Technology), Frangois X. Sil-
lion(ARTIS/INRIA  Rhéne-Alpes),  Julie
Dorsey(Yale University)
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15 Fluids and Smoke

15.1 “Smoke Simulation for Large-Scale

Phenomena”

Nick Rasmussen(Industrial Light + Mag-
ic), Duc Quang Nguyen(Stanford Universi-
ty and Industrial Light + Magic), Willi
Geiger(Industrial Light + Magic), Ronald
P. Fedkiw(Stanford University and Industri-
al Light + Magic)
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15.2 “Animating Suspended Particle Ex-

plosions”

Bryan E. Feldman, James F. O’Brien, Okan
Arikan(University of California, Berkeley)
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15.3 “Keyframe Control of Smoke Simu-

lations”

Adrien Treuille, Antoine McNamara, Zoran
Popovié(The University of Washington), Jos
Stam (Alias—Wavefront)
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15.4 “Flows on Surfaces of Arbitrary

Topology”

Jos Stam(Alias—Wavefront)
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15.5 “Real-Time Rendering of Aerody-
namic Sound Using Sound Textures
Based on Computational Fluid Dy-

namics”

Yoshinori Dobashi, Tsuyoshi Yamamo-
to(Hokkaido University), Tomoyuki Nishi-
ta(The University of Tokyo)
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16 Scattering and Reflectance
Measurement

16.1 “Measuring Bidirectional Texture

Reflectance With a Kaleidoscope”

Jefferson Y. Han, Ken Perlin(New York Uni-
versity)
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16.2 “Linear Light Source Reflectome-

try”

Andrew Gardner, Chris Tchou, Tim Hawkins,
Paul Debevec (University of Southern Califor-
nia Institute for Creative Technologies)
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16.5 “Light Scattering From Human
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Pat Hanrahan(Stanford University)
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17.1 “Delay Streams for Graphics Hard-

ware”
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gy and Hybrid Graphics, Ltd.), Ville Miet-
tinen(Hybrid Graphics, Ltd. and University
of Helsinki), Petri Nordlund(Bitboys Oy)
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Ramesh Raskar, Jeroen van Baar, Paul
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Cliff Forlines(Mitsubishi Electric Research
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18 Design and Depiction

18.1 “Designing Effective Step-By-Step

Assembly Instructions”

Maneesh  Agrawala(Microsoft — Research),
Doantam Phan, Julie Heiser, John Haymak-
er, Jeff Klingner, Pat Hanrahan, Barbara
Tversky(Stanford University)
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18.2 “Adaptive Grid-Based Document
Layout”

Charles Jacobs(Microsoft Research),

Wilmot Li, Evan Schrier(The University

of Washington), David Bargeron, David H.
Salesin(Microsoft Research)
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18.4 “Coherent Stylized Silhouettes”

Robert D. Kalnins, Philip L. Davidson, Lee
Markosian, Adam Finkelstein(Princeton Uni-
versity)
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19 Dynamics

19.1 “Untangling Cloth”

David Baraff, Andrew Witkin,
Kass(Pixar Animation Studios)
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19.2 “Nonconvex Rigid Bodies With
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19.3 “Precomputing Interactive Dynam-

ic Deformable Scenes”

Doug L. James, Kayvon Fatahalian(Carnegie
Mellon University)
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20 Computation on GPUs
20.1 “Cg: A System for Programming
Graphics Hardware in a C-like Lan-
guage”

William R. Mark(University of Texas at
Austin), R. Steven Glanville, Kurt Akeley,
Mark J. Kilgard(NVIDIA Corporation)
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20.2 “Linear Algebra Operators for GPU

Implementation of Numerical Algo-
rithms”

Jens Kriiger, Riidiger Wester-
mann(University of Technology Munich)
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20.3 “Sparse Matrix Solvers on the
GPU: Conjugate Gradients and

Multigrid”

Jeff Bolz, Ian Farmer, Eitan Grinspun, Peter
Schréder(California Institute of Technology)

000 cGOooOoOoooUooooooooooooo
0000000000000 oooooooooooo
OoO0do GpUODODDODOODOOOOOOOODOO
000 D000 sparse matrix conjugate gradient solver O
regula-grid multigrid solver D 000000000000
goooopoooooooooooooooooogo
0000000000000 D0D0OO0DO0OOONVIDIA D
GeForce FXOOOOODODOOODODOODODODOOODODO
Oo0ooOooooooooo

20.4 “Nonlinear Optimization Frame-

work for Image-Based Modeling
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poration), Radek Grzeszczuk(Intel Corpora-
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21 Meshes

21.1 “Out-of-Core Compression for Gi-

gantic Polygon Meshes”

Martin Isenburg(University of North Carolina
at Chapel Hill), Stefan Gumhold(University
of Tiibingen)

gobooooobbooobooboboobooooooooo
gooobboboboooboooobobboboooobo

ooobooooooocobooooobooooooboon
gboboooooooooooon
O0o0000ooobDOooOooOooogog acitive
boundary(O OO O OO0 O0O0OO00O0OO0)0D000O0O0OO
OO0000000000000000 free vertexOD O OO
ooboobooooooooooooobooogon

1. add: freevertex0O OO OOOOOOODOOOO
gooooooood

2. split:  free vertex 0 active boundary 00 O 0O OO
active boundary D 0 OO0 000 O00ODOODOOOO
ooo

3. merge: free vertex J 0 O active boundary O O
ooo0oooo0ooooooooooooooooon
0o0o0oooooooooooooooooooog
oooooooooo

goboboobobobobbbooobboooooboog
0000000 parallelogram rulel8] D D 0000000
gbdbobooooooobooooooooooboooogoon
coboooooooobooooboooooooboooog
goboobbooobobobobobooooboboooobn
000000000 delta-coding9)0 000000000
goboboobooboobobobboboobbobo
gboooboooooooooboobooo

OooooOooooo0oooooooo 25%000
gbooooobooooboooooboboboo

21.2 “Non-Iterative, Feature-Preserving

Mesh Smoothing”

Thouis R. Jones, Frédo Du-
rand(Massachusetts Institute of Technology),
Mathieu Desbrun(University of Southern
California)
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21.3 “Bilateral Mesh Denoising”

Shachar Fleishman, Iddo Drori,
Cohen-Or(Tel Aviv University)

ooboooooooooobobobooooboobooon
oboodoobooboooooooooboooooo oo
0000000000000 00D00DDOOOObilateral
filteringD OO OO O OO

Joooobobooooooboboobooooooobo
oooboooooooobboooboooobbooooon
gboooooboooobooboooooobooooooo
oooooooooooooooooboooonoooDo
oooooobobooooooobooooooboooooo
oboboooobOooooobooooboooobooobo
oooboooooo

obooo0o3ooooobo200000000000
gooo3goobobooobooobooooono

Daniel

— 67—



gooooooo Vol. 3 No. 1 pp. 45 - 68

1. 0obOo:0boobbo0oooboooboboobon
obobooooboooooog

2. 00:000000C0DO0DO0O00O0DOOOCODOOO
gboooobooboboooobooooboooan
gbobooobOoobooooboobboboboog
gobooooooboobooboooboooboooog

3. Drifting: OO0 O0O0OOOOO0O0OOODOOOCO
Odrift 00 000000000000000000
gooobooooooooooobonbooo

000000000 0Obilateral filtering 000 0O 00O
jj0ooooooooooooooooooooooo
0000000000000 00000o0oo0o0o0ooO0O0
ooooOoooooooooooooooooooooo
ooooooooooo

21.4 “Hierarchical Mesh Decomposition

Using Fuzzy Clustering and Cuts”

Sagi Katz(Technion - Israel Institute of Tech-
nology), Ayellet Tal(Technion - Israel Insti-
tute of Technology and Princeton University)
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