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EXHIBITOR TALK SCHEDULE

Session Details

TUESDAY, 04 DECEMBER 2018

14:15-
16:00

RenderMan 22: Incredible Developments Room
G409

Presented By:
Pixar Animation Studios

Come see amazing technology from Pixar, including a live demonstration of the
interactive rendering in the latest version of RenderMan 22 and a showcase of lighting
techniques used on Incredibles 2. Pixar’s, Dylan Sisson, will present cutting-edge features
for lighting and look development, while also showing how RenderMan can be used across
the entire VFX pipeline, from modeling and layout, all the way through to compositing.

This year we also celebrate the 30th Anniversary of Pixar's RenderMan, so you'll learn
how RenderMan has continuously evolved over the years, and also how RenderMan can
deliver exceptional quality for any sized production. You'll also find out how easy it is to
use RenderMan on your own projects, and how free Non-Commercial RenderMan makes
evaluations simple. Come check out the latest developments, and a few lucky folks will
leave with the original RenderMan Walking Teapot from 2003!

Speaker(s):
- Dylan Sisson, RenderMan Specialist, Pixar

16:15-
18:00

THE FUTURE OF ADVERTISING: Al & CG ga%rg
RRDILEIF CGXAI TED

Presented By:
CyberAgent, Inc. / A=A T A )\ —T—I T b

Can we utilize CG and Al in a creative process of advertising? In this session we will reveal
the latest advertising creativity with the new technologies.

Speaker(s):
- Ashida Naoki, CEO, CG Changer,inc
- Rowland Kirishima, CEO, AVATTA INC,
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09:00-
10:45

WEDNESDAY, 05 DECEMBER 2018

Scale Your Studio: Rendering with Thinkbox Deadline and Spot
on AWS / A5 F %A —)Ud % : AWS Thinkbox Deadline &
AWS 2579 K Amazon EC2 ARy RTLVFU VT

(FEIFRE, HAEZRERM)

Presented By:
Amazon Web Services (AWS) / 7~V > D1 T—E R

What if you could scale your rendering pipeline to near-limitless capacity- what would
that mean for your studio? Learn how Amazon EC2 Spot and AWS Thinkbox Deadline can
help scale your VFX and CG rendering pipeline, creating faster feedback cycles and most
artist time focused on creating content, and how you can optimize your compute costs
along the way. This session focuses on rendering workloads combining Deadline (an AWS
rendering pipeline management tool) and Spot for scalable cost-effective computing. Find
out how real customers working on Hollywood productions are integrating their pipelines
with AWS to realize the elasticity and scale provided by Amazon EC2, as well as how they
intend to leverage AWS in the future to scale their superpowers.

LU TIRAToA VZRHFRICIERTCEDVY U 1—Y 3V ZCHFEATLELEDON? -
Amazon EC2 X M VAT IAEV I ITINATSAVEEBY AT L AWS
Thinkbox Deadline ZFEHAT2HZET. VEX W CG LI U ITDINA TS54 7% AWS &
T RANIRRTE, MHOMERBUZER DL VYUY T I 7 —LZBETEFTT. T1+— R
w OB A T)VBNEREN. P—FT 4 APV T IIERICENTED T ET. ST EIRA D
BEEDENET, CDEvI a3V TlE Deadline EXT—ZJ)VEERMNMHEOSNIVE
A—T 4 VIDIHD EC2 X w MetlEdahElcD—o0— RO S J(CDWVNTCER
LEd, \UDw RTOY I3 VOEED. BEOF VIV ALV YI U TINATSA
[CAWS 5D RDUTD RR=ADOIAVE1—FT 4TV —2%BIUL. Amazon EC2 D
HIEERT =)V ERIRT DL BrUSE. HOHDPAWS ZEDKDITTERULTRA—/—/(
D—7ZIE KU TV DDV TN LE T,

Speaker(s):

- Chris Bond, Founder, Thinkbox Software & Director, Amazon EC2
U - 1R R, Thinkbox Software gi7# & Amazon EC2 7« Lo 5 —
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Unity Exhibitor Talk 1

Presented By:

Soba Productions

Walt Disney Animation Studios
Disney Television Animation
Unity Technologies

16:15-16:45 SONDER: The making of a real-time animated film

Sonder is an award-winning animated film created by SOBA, a globally distributed team
of former and current employees of industry-leading studios. It began as a passion project
and is now accepted to over 20+ film festivals worldwide. Using a 2D toon-shaded look,
even though all their assets were 3D, these creators developed some sophisticated shader
designs. Come hear three crew members, Gates Roberg-Clark (Unity Lighting Pipeline &
Tools Lead), Cody Lyon (Animator & Layout), and Yee Sum Hoi (Creative Manager & Lead
Animator), share their perspective on creating this ambitious and beautiful short film
using a real-time workflow.

16:45-17:15 The Making of “Cycles”

Every home tells a story. From first-time director Jeff Gipson, “Cycles” centers around the
true meaning of creating a home and the life it holds inside its walls. Join Jeff and virtual
reality technology lead Jose Luis Gomez Diaz for a behind-the-scenes look at the making
of Walt Disney Animation Studios’ first-ever VR short film.

17:15-17:45 “Baymax Dreams": Real Time Directing for Episode Animation

From Disney's "Big Hero 6: The Series" production comes a presentation about the
benefits and best practices around real-time workflows for episodic animation. Come get
a peek behind the scenes at how the team behind these 3D cinematic sequences brought
Baymax into a whole new world of technical innovation.

16:15-16:45 [SONDER: UZILFZA L7 = A= 3V DIEDA]

[Sonder] [FEFRAFORNERY IAZRER U CTEEXAVI\—1cBIC K > THER S NI HFRH
FHFETF— L - Soba Productions [CK o> CHItESNc, R T 20 LEDT 4 )LLAT T AT
ANV CREEBZRF DOV A=Y aERTY, 2R3DEFIVICLD 7y MBICHED
5F2D P ZARDRAY A IVEBRBLTED., INSIFHNTHEESNCE/RERLY T —5F—F
AVICKDTHRIBLULTWVWE T, CDOEvYavTIE3IRORY Y IREREL. [Sonder] #E
DERYEVN. ZUTUTPIVIA LU YI UV TICRDD—0 7O—%FA Ul EBIFIE RN
BZBNTUET,

16:45-17:15 [XA4F*2J#%T Cycles]
[EOREICH. ZIITREARREDAER b—U—DZIFEFNTWNS] . [Cycles] DT« L
U5 —ToH2d Jeff Gipson [FHMESHID ORIEZBETAIDEHER®L. ROFTERDILFS5NSD
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RIECBEDANERFZEEROIT7 EULTEZTVE Ule, Atzvy 3V Tld Jeff & VR i
—4'—® Jose Luis Gomez Diaz H'. Walt Disney Animation Studios ¥1D VR %EiRIRE T
DOKERDANEDFEL/EZBNMIULET,

17:15-17:45 [’ Baymax Dreams” : $8fR 7 - X—Y 3 vICBIFBDUT7ILYA
LBHFE]

T4 XZ—®D [Big Hero 6: The Series| f{EF—L&D. BiRF A= 3 VICBITHUT
WEIALDIU T T I VICKDBGENEDT —20 TJO—DFIRENA N TSI T 4 AZH
KUET., 77/0V-TEMRULFULWHRZESICULER Y Z A — 3> [Baymax
Dreams)] [CBWVT. #EF—LPREDKDIC 3D MGy —VEEHH UIEOHDOMZFEETD
BEICRTLEE,

Speaker(s):

- Cody Lyon, Animator & Layout, Soba Productions

- Yee Sum Hoi, Creative Manager & Lead Animator, Soba Productions

- Gates Roberg-Clark, Unity Lighting Pipeline & Tools Lead, Soba Productions
- Jeff Gipson, Director, “Cycles”, Walt Disney Animation Studios

- Jose Luis Gomez Diaz, VR technology lead, “Cycles”, Walt Disney Animation
Studios

- Gino Guzzardo, Director, Multi-Platform Content, Disney TVA
- Mark Droste, Assistant Director, Baymax Dreams, Unity Technologies
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THURSDAY, 06 DECEMBER 2018

09:00-  SideFX Houdini Learning Sessions Room
17:00 G602
9am - 10am: Matt Aitken, Weta Digital

10am - 11am: Rob Stauffer, SideFX

11am - 12pm: Akira Saito, Polyphony Digital

12pm - 1pm: Session Break

1pm - 2pm: Junichiro Horikawa

2pm - 3pm: Mark Elendt, SideFX

3pm - 4pm: Rob Stauffer, SideFX

4pm - 5pm: Luigi Honorat, Musashino Art University

09:30- ¥RtV IY VT - Fo /O —-ORFEEABEE Room
10:45 G409
Presented By:

Xsens / POV —tJ U=t

WRIT AN et - 5507 47)

2 —= Mocap OHELEFIC, Xsens MVUN [FSHDESEENS T VI TA VAV b
DISFR CILLERBELTECVNET,

Hpd U — Mocap DR THE MVN BB8ULEEZBA CTL\DHZE. X—D—DFEI1iEE
HPBEERZZCCHBNAULET, KT ANDEH - A5 50F7 4 THk&D. MVN ZERL
TeHIEEAICIREDRMAREICDWVWCE > CULEEEFR T,

EERD—OREEET. BAREERDD
(Partly English Speaking, Japanese translation available)

Speaker(s):

Niek Hollak, Xsens

HHE BT K E0Y—t T U%istt

Xy 1B K #MAsttehH - A5 S0747
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FIVEN— R F—DBRIFITIHEDI ST v IRFToH/0O0Y—

Presented By:
Dell Japan Inc. T/Uikiatt

Ay arTE =0ty YIaVERTAT (7 - TVY—TAVAY MDOERET - TV
VPV BEFUVIET, VIMDITFE TNSZZAD/I\— RO I 7 DRERD SR
OIS T 4w ORT O /OI—ZTHNLET,

Speaker(s):
- Haru Kuroda, CTQ, Dell Japan Inc.
- Akira Nakajima, CSG Specialist Sales Manager, Dell Japan Inc.
- Masahiro Nakajima, Dassult Systems
- MAXON Computer, Toshihide Miyata
- Hideaki Tanaka, NVIDIA

RenderMan 22: Incredible Developments

Presented By:
Pixar Animation Studios

Come see amazing technology from Pixar, including a live demonstration of the
interactive rendering in the latest version of RenderMan 22 and a showcase of lighting
techniques used on Incredibles 2. Pixar’s, Dylan Sisson, will present cutting-edge features
for lighting and look development, while also showing how RenderMan can be used across
the entire VFX pipeline, from modeling and layout, all the way through to compositing.

This year we also celebrate the 30th Anniversary of Pixar's RenderMan, so you'll learn
how RenderMan has continuously evolved over the years, and also how RenderMan can
deliver exceptional quality for any sized production. You'll also find out how easy it is to
use RenderMan on your own projects, and how free Non-Commercial RenderMan makes
evaluations simple. Come check out the latest developments, and a few lucky folks will
leave with the original RenderMan Walking Teapot from 2003!

Speaker(s):
- Dylan Sisson, RenderMan Specialist, Pixar
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16:15-  When CV meets CG in Tencent Room
18:00 G409

Presented By:
Tencent & Tsinghua University

1. Anime Portrait Generation based on Stacked Cycle-Consistent Adversarial
Networks, by Tencent Al Lab

2. Siren Al - Hi-Fi Interactive Digital Human, by Tencent NEXT R&D Center, Al Lab

3. A comprehensive computer vision solution in smart retail industry, by Tencent
Youtu Lab

4. Human Perceptual Video Service Platform — Liying from Tencent, by Tencent
Media Lab

5. Analyzing and Processing Large-scale Street View Images, by Tsinghua
University-Tencent Joint Laboratory

Speaker(s):
- Haozhi Huang, Tencent Senior Researcher
- Cheng Ge, Tencent Expert Engineer
- Yanhao Ge, Tencent Senior Researcher
- Ben Kao, Tencent Research Fellow
- Yanpei Cao, Tsinghua University Postdoctoral Researcher
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FRIDAY, 07 DECEMBER 2018

11:00-
12:45

Unity Exhibitor Talk 2

Presented By:
Unity Technologies
Digital Monarch Media, a division of Unity Technologies

11:00-11:45 Making of Unity's High End Demos: a journey in real time production
The animation director of Unity’s internal Demo team walks the audience through the
team’s journey of creating Unity's award-winning projects "Adam" (2016) and Book of
the Dead (2018), and shares an exclusive first glimpse of their current production. The
focus is on the team's production process in the areas of animation, technical animation,
simulation, pipelines, cameras and in-engine editing. The talk dives into the different
challenges the Demo Team faced while creating the dystopian short film "Adam" with
just a team of eight, and then follows the making of Book of the Dead, a first-person
interactive experience with an innovative take on camera work and storytelling. Krasimir
concludes with sharing their vision for the future and the challenges they have chosen to
tackle next.

11:45-12:30 Virtual Cinematography & Hollywood: The Tools Powering Ready
Player One and Blade Runner 2049
From the team that developed the real-time tools for filming The Jungle Book and Steven

Spielberg's Ready Player One, Head of Film Development at Digital Monarch Media, a
division of Unity Technologies Habib Zargarpour will demonstrate their Virtual Film Tools.
Built entirely on top of Unity, the tools were also used to create shots in the Oscar™
Winning film Blade Runner 2049. Habib, co-founder of Digital Monarch Media, will talk
about the history and origin of real-time tools and how virtual cinematography evolved
throughout the making of The Jungle Book, RPO and Blade Runner 2049. Habib began
working in film at ILM in 1993 and transitioned into the world of gaming in 2003 when
game developers sought a stronger associating with visual storytelling. An absence of the
creative control in producing a narrative forced Habib to create real-time cinematography
tools breaking ground in interactive entertainment. During our session we will create a
unique demonstration of the DMM tools, and discuss how their capability will enhance
change how the creative and logistical processes of Pre-production, Previs, storyboarding,
and Virtual Production forever. Digital Monarch Media's Virtual Film Tools are currently
deployed on Tom Hank's WWII naval film: Greyhound.

Room
G409
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11:00-11:45 [Unity TO/\1 IV FISIERDHIESS : U7 LI LLYFV
2 THIEDRRERER]

Unity 7 EF—LD7 Z A= 3F 4 LO 45— - Krasimir Nechevskih'. H4DEZSE
EFEZOVI O b [ADAM (2016 )] [Book of the Dead (2018 )| DHIEEHA>HZ
BEAEN L. IHICIFTEF—LDRTERDED > TLDEERERZSOPDH T URIH D
WEBUFT, AzvIaryTlEF. BREFECBIFD 7A=Y 3 >y, Y=alb—vav, ¢
ATZA47. AXT. ZUT Unity I7 4 YN TDIRESREZEDKDICF—LFHETED A
NOMCT+—HALTHENULET, Fleo DFD 8 ATHIELIE TADAM] PEFIIE S X
SFEE. AN—U—=FTUVIERALUE [Book of the Dead] &WL\S. FEF—LDEIEE
ETEEUZ 2 DOEGDREICDOVWTCTHEDFT, ZUCTEF—LORRANGEY 3>
CIRFERDED > TOD IS DVTHIBNALE T,

11:45-12:30 [/\UDv RME [LF« - TLAV—1] [TU—R3VF—
2049] THWEIN—F v )LHXSICKDMERSEGE - Virtual
Cinematography.l

J\UDw RERE [The Jungle Book] L7« - TLAV—1] ZHI{ETDIzbDU 7 )LE A
LY —)LZBIF Uiz Digital Monarch Media #t&bD. Habib Zargarpour(Head of Film
Development) bt/ \—F v UiV —ILDTEV A NU— 3 0Z2 LE T, Unity THRESIN
feCDY—)UlE. PHFZ—EREE [JL—RZF7—2049] Oy 3w ~EFIET DIzt
[CHEDNTVET, Habib [T D UirEY —ILDEEPER. TUTINSOMRBIERZ
BUTN—=F v )LHAXSICLDMRERE L - Virtual Cinematography h'EDK S ITEEL
D 7ZEBDFT,

Speaker(s):
- Krasimir Nechevski, Animation Director, Unity Demo Team
- Habib Zargarpour, Head of Film Development, Digital Monarch Media
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RenderMan 22: Incredible Developments

Presented By:
Pixar Animation Studios

Come see amazing technology from Pixar, including a live demonstration of the
interactive rendering in the latest version of RenderMan 22 and a showcase of lighting
techniques used on Incredibles 2. Pixar’s, Dylan Sisson, will present cutting-edge features
for lighting and look development, while also showing how RenderMan can be used across
the entire VFX pipeline, from modeling and layout, all the way through to compositing.

This year we also celebrate the 30th Anniversary of Pixar's RenderMan, so you'll learn
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Speaker(s):
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FOUNDRY Session featuring Weta Digital 23%1;1
FOUNDRY Session~Weta Digital [CH(F 2 EFHFIEIRISDOESE~

Presented By:
FOUNDRY

Please join us at SIGGRAPH Asia this year for a special session featuring a must-see
presentation from Matt Aiken, VFX Supervisor (Avengers: Infinity War, The Hobbit)
about how Weta Digital continues to create award winning visual effects for some of
the biggest movies of the year, and how FOUNDRY tools - including NUKE, KATANA
and MARI - are part of their pipeline.

SED SIGGRAPH Asia Tl& VFX X—/){—/{AF—0D Matt Aiken KZ=&1WA L. K{EHR
B VFEX ZXRZICFMFD Weta Digital [CEWT. BLDE(ICIELIMRIERNEDKDITIE
DHETNTLDDN . Ffe NUKE ¥ KATANA. MARI &EWLo7z FOUNDRY &&@HY Weta
Digital D)\A TS5 AV TEDKDITERINTVDDNCODWVTHFELWVEREERT,

This session plans consecutive interpretation service from English to Japanese.

AEIS—CIIREZNERZTFELCHDET,

Speaker(s):
- Matt Aiken, Visual Effects Supervisor, Weta Digital




