
Featured Sessions Fact Sheet

Chair: Sophie Revillard, Connecting Worlds, France
Program Schedule: Tuesday, 6 December – Friday, 9 December

Fast Facts

● Featured sessions are curated content of inspirational work and speakers around the
world

● The program casts a spotlight on major breakthroughs, techniques and arts in the field
of Computer Graphics and Interactive Techniques

Quote from Sophie Revillard, SIGGRAPH Asia 2022 Featured Sessions Chair:

“I am looking forward to this exciting line-up at SIGGRAPH Asia 2022 and I am grateful to be
able to welcome speakers from key companies all over the world in person in beautiful South
Korea after 2 years of virtual attendance. I hope attendees will enjoy the Program as much as I
enjoyed preparing it!”

SIGGRAPH Asia 2022 Featured Sessions Program Highlights

#1 Digital Humans Forum (4 speakers)
Digital humans are back to SIGGRAPH Asia 2022.
Following the success of SIGGRAPH Asia in Tokyo 2018 and SIGGRAPH Asia Virtual in
2020, Digital Humans are back in SIGGRAPH Asia.

This series of 4 sessions followed by a panel discussion is hosted by Christophe Hery (Meta
Reality Labs Research). This year, we have invited researchers who will show the next
iterations of virtual companions. These pioneers in the field of telepresence and autonomous
agents, as well as visual effects, VR/AR and Metaverse practitioners, are not only
presenting their work and approaches, but they and how they envision a bright future for
meaningful interactions with these Digital Humans.

● Estimation of Spectral Biophysical Skin Properties from Captured RGB Albedo
for Digital Humans

Christophe Hery, Meta Reality Labs Research, USA
The reliable rendering of digital humans is an important and ongoing research area
in content production. In this section we share our experience of how to reconstruct
and manipulate the spectral properties of human skin from simple RGB albedo
captures. We will show how we could leverage Monte Carlo light simulation over an
accurate biophysical human skin layering model parameterized by its most important
components, thereby covering a plausible range of human skin colors. The practical
complexity of the model allows us to learn the inverse mapping from any albedo to its
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most probable associated spectral skin properties which will help us to create human
avatars in the future.

● Leveraging Visual Effects Technology to Create High-Quality, Autonomous
Virtual Humans

Melissa Cell, Technical Supervisor, Digital Domain, USA
Digital Domain has been creating top notch, realistic digital humans for over 15
years, bringing characters such as Benjamin Button, Thanos, and She-Hulk to life for
the big and small screen, and their expertise in this area has allowed them to go
even further. In recent years, Digital Domain's Digital Human Group developed one
of the most advanced autonomous virtual humans named Zoey, a lifelike virtual
assistant with realistic appearance, speech, and mannerisms. This section will
highlight how the Digital Human Group leveraged technology and workflows that
were originally developed for VFX film productions - and much more - to breathe life
into autonomous virtual characters like Zoey.

● Lessons and implications of moving from FACS to Machine Learning for
Digital Human Acting

Dr Mike Seymour, Co-Director of the Motus Lab,The University of Sydney,
Australia
There are many aspects as we explore and develop digital human pipelines built on
Machine Learning (ML) compared to more traditional CGI FACS based approaches.
Many of these issues are technical and after reviewing these technical approaches
we will move beyond the technical to explore the implications for acting and actors
when deploying ML such as Neural Rendering, VAEs (Deepfakes) and GANs. Using
technical examples, the talk will discuss some of the obligations we have in our
relationship with actors, issues of data ownership and allowing the creative team to
maintain authorship and direction of the performances in this new 'open green fields'
area of ML driven digital humans.

● Technology behind Mesh to Metahuman

Jihun Yu, Director of Engineering, Epic Games, USA
Metahuman is a complete framework to bring any creator the power to create and
use highly realistic digital human characters. A cloud-based tool, Metahuman creator
was presented for users to create fully rigged photorealistic digital humans in
minutes. The latest Metahuman release brings a new mesh to metahuman
technology which offers an exciting feature that you can turn your scan, sculpt or
model into a metahuman in Unreal Engine. We will present the core computer
graphics and machine learning technologies utilized in the pipeline to bring the
metahuman creator and mesh to metahuman technology to end users.
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#2 Best of Korean VFX
This session showcases handpicked visual effects productions from key VFX facilities
based in South Korea. Moderated by journalist Ian Failes, the session provides a unique
opportunity to witness local visual effects work, and engage in a Q&A with representatives
from these facilities. Simultaneous translation from Korean to English will be provided.

Host: Ian Failes, Founder, befores & afters, Australia

● Introduction of Visual Effects production case of ‘Sweet Home’ and ‘The Silent
Sea'

Koni (Koeun) Jung, Managing Director, Westworld, South Korea
Introducing the creature development process of Sweet Home, one of the
representative shows of Netflix Korea in charge of Visual Effects production in
Westworld, and on-set visualization cases using Simul-Cam.

Another Netflix Korean show, The Silent Sea, Westworld presents a Virtual
Production shooting case using LED walls and Unreal Engine.

● The way we go, Dexter

Jaegal Seung, Head of VFX Department, Dexter Studios, South Korea
Jaegal Seung will present the new production methods in visual effects & contents
from Dexter Studios and Trends in the Korean VFX industry.

#3 The Metaverse

● Identities in the Metaverse: Exploring Both Sides of the Uncanny Valley
Ronald Mallet, Director and founder of Meta Reality Labs Research, USA
One of the promises of the metaverse is to provide a new form of immersive
communication, with the ability to naturally interact with other people remotely. It also
will present the unique opportunity for users to control their identities and express
themselves in distinctive and creative ways, beyond what’s possible in the real world,
and to explore both sides of the uncanny valley. In this talk we’ll explore ideas and
concepts to enable such capabilities at scale, and discuss what kind of technological
breakthroughs and intuitive content creation tools will be needed.

● How AI is Accelerating the Evolution of the Metaverse

Will Ramey, Senior Director, NVIDIA, USA
Modern approaches to AI are driving breakthroughs in many fields, and powering
emerging platforms that will form the foundation of the Metaverse. Following the
familiar pattern of previous world-changing technologies such as electricity,
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telecommunications, and the Internet, many industries are leading the way in
adopting these platforms before consumers.
Join this talk to learn how AI is accelerating the evolution of the Metaverse, and to
explore compelling examples already using NVIDIA’s Omniverse platform across a
wide range of domains.

Full information about this year’s Featured Sessions program can be found on
https://sa2022.siggraph.org/attend/featured-sessions

For more information about SIGGRAPH Asia 2022 program updates, please visit
https://sa2022.siggraph.org/full-program/
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