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(Introduction to Data-Driven Animation Programming With Motion Capture)
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(Simulating Believable Crowd and Group Behaviors)

A2 L et ul, Walt Disney Imagineering, University of North Carolina at Chapel Hill

and Trinity College Dublin



Courses Fact Sheet

&) SIGGRAPHASIA2010

= 3L AY ® S 2AE Zoto Oy HES fd ZMe 2 152
28H2=2 A= old st o =Fs SECh Lo HMA GOl (g5
TE2| 590 A|Z20|dE[= OO0l = &4, FItet X2 24, d52 Chdd I,
Ao ZAIZE HES fle N2 =30 0 0| et Hget Al o3 Mo E
CHECH MSCHstn O[X 3| Ru47t HAZ FAg ofFo|ct

ot 20| E 7|7|0j|A| Processing T8 A 7|
(Introduction to Processing on Android Devices)

orgt & d= MEL AT e

i OtEP FEEHZ|(Andres Colubri)@t O|C|0{ OfE|AEO|AF ARKXFOI ZX|HHO|
Jlaxle 2 [AL HMAE0| FERO[S 7|7|0A Processing LS AIRE %
UEE EQoiFELCE 2 IAEsE AEER0E EMES Fo2 EHLZ AJWSHLD 7HEHSH
a2 ojS2A0IM SN MelRol PR wYS HYn 20t 13 7|50
N&dt= 7hsd0o| sl 2 ofotot).

SNl A1t &8 (Introduction to Augmented Reality and its Applications)
SRt 7L

= ZAs SETHES A5, WA HJEfED oLzt |X ol WHXAES
SHAAIZ|7] QI8 /N Ao CHYst SR LTS CHELL

7|E} &}0|2}0|E =21

"€ 4 E FHe" AEIAEE I gol S 2: X9l HIf &Y
(Filming the Cinematics for Starcraft I : Wings of Liberty)
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Intel Corp, Crytek, Electronics and Telecommunications Research Institute, NCsoft

2210l AY2 2& A YD BIM Al SS3 SHS XL YTk CHA| Lof S2to| o}
Ny BE0IN =XB AZEQIf O 477t O ol REch £ it
SE0|ENM AHZO 28kl AYS 9Iet ANE 7SS YRATCH DA YAS2
= 2}t0|H| A (Crytek), A EZ|(ETRI), AM 2ZE(NCSoft) U 2 (Inte)OA ESstD Y&
44 mEaen, AZEQof AXILO| Solck ETojs Al 200l 2atel HYSS
st 9ol SYE NF TREM HHo| ZE|0f YTk HHAIES M 2atel
A% L0l Lo 2efe NS ALK, B B7ie 2240l Agel HEHS 28
ZAI17|7| 9I%t 0|5 0| A wHe U Ect

&l 1 (Renderman) 2| Processing Shading (Procedural Shading in RenderMan)
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(An Introduction to OpenGL 4.0 Programming)
ARM Ltd. and University of New Mexico
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(“Toy Story 3" Double Feature: Characters and Lighting)
H2}o|Y &l (Brian Green), R0 &, Pixar Animation Studios

2 NEME 2EE Xth(Ambient Occlusion), AMEMIOIA  AFHEH &(Subsurface
Scattering), ZtEXQH(Indirect Illumination)u}  AMECLC|H|™ MO A(Subdivision
Surfaces)?} Ze 7|2 EHFs] ErCh olgist 7|58 1999H EO|AERZ| 27t
dEEAS A= EISHA] QAL OFF i =7| Ao JAE Jjg= FHA

UHolol EO|AER| 301M HUHES MPHSD MEYsHs o ABE 7IO0lck
zao| %7 ZRE EIYN WA ZYS 5P HFY A=Yl oo I
OjLimo|M ARCIQ Eo| E0|AE2| 38 CHA| o O UOIA 3T MTj AR S
=LE

2l 81 (Renderman) 2| Processing Shading (Procedural Shading in RenderMan)

£ 7t4(Paul Kanyuk), Pixar Animation Studios

7t=, 2HE0|, E-E @S The AL OfLHO|M ARCIR0| =4 HALZ C|H

7t4 (Paul Kanyuk)O| I THO| 71 Q, SA}L, A OS] AR, 23t 7|5 Y Zrx Al

Cioi dotch & B mj MM2 A|ZHo| MHE QK| §P01I M2 EXA ofL|ojo|d

=% 4 2o et dA HEZolth & ZAE ES UX F 7[HES0| ofEA
A

= o o |_ S
@A 8 1 ol HEE=X|0f tiet of & £0f ELf

=2 M

DirectX 11: 7}%&F %| 22| 7|=0]| Clct O|sl (DirectX 11: Learn the Latest Tricks)
AZ|A 4 (Chris Kim), NVIDIA
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Z2l(Joseph Olin), Academy of Interactive Arts & Sciences
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(Of Agony and Ecstasy: An Exploration of Artistic Development and Direction in
Video Games)

2to| o &17H< (Ryan Wilkerson), Microsoft Games Studio
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AEE dej=l &7 (Introduction to Computer Graphics)
oto|=2 H| 2| (Mike Bailey), Oregon State University

AE|E 73 (Steve Cunningham), Brown Cunningham Associates
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