NVIDIA @ Siggraph 2002


Keynote Address/Awards 
Wednesday, 24 July, 8:15-9:45 am 

Identity and Control on the Net

Can you take it with you? As the online world becomes ubiquitous, people and things need a way to establish their identity worldwide. But who sets the standards, and who controls the data? Esther Dyson, chairman of EDventure Holdings and former chairman of ICANN (the Internet Corporation for Assigned Names and Numbers) considers the implications in a wide-ranging discussion that invites audience participation. 

Immediately before the keynote address, ACM SIGGRAPH presents the Significant New Researcher Award to Steven Gortler, Harvard University; Computer Graphics Achievement Award to David Kirk, NVIDIA Corporation; and the Outstanding Service Award for extraordinary service to ACM SIGGRAPH by a volunteer to Bertram Herzog, Fraunhofer Center for Research in Computer Graphics in Providence, Rhode Island. 

Panels
When Will Ray-Tracing Replace Rasterization? 
Tuesday, 23 July 
10:30 am - 12:15 pm 

Theorists and practitioners at the forefront of interactive graphics development debate whether ray-tracing will ever replace rasterization or whether something better will supplant both of them. Additional topics include: what a future API might look like, how new algorithms may be embedded in hardware, and exactly how many teapots can be ray-traced per second on the head of a pin. 

Organizer/Moderator 
Brad Grantham, Applied Conjecture SGI 

Panelists 
Kurt Akeley, NVIDIA Corporation 
Brad Grantham, Applied Conjecture SGI 
David Kirk, NVIDIA Corporation 
Larry Seiler, ATI 
Philipp Slusallek, Universität des Saarlandes

Papers
Graphics Hardware 
Friday, 26 July 
10:30 am - 12:15 pm 


Chair 
Mark Kilgard, NVIDIA Corporation

SAGE Graphics Architecture 
Michael F. Deering, David Naegle 
Sun Microsystems, Inc.

Chromium: A Stream Processing Framework for Interactive Rendering on Clusters 
Greg Humphreys, Mike Houston, Yi-Ren Ng 
Stanford University 
Randall Frank, Sean Ahern 
Lawrence Livermore National Laboratory 

Peter Kirchner, Jim Klosowski

IBM Research

Ray Tracing on Programmable Graphics Hardware 
Timothy J. Purcell, Ian Buck, Stanford University 
William R. Mark, Stanford University (now at NVIDIA) 
Pat Hanrahan, Stanford University

Shader-Driven Compilation of Rendering Assets 
Paul Lalonde, Eric Schenk, Electronic Arts (Canada) Inc

Animation Theater

Wolfman 
Joe Demers 
NVIDIA Corporation 
2701 San Tomas Expressway 
Santa Clara, California 95050 USA 
jdemers@nvidia.com
Courses

17: State of the Art in Hardware Shading
Sunday, Full Day
8:30 am – 5:15 pm


Hardware supporting basic procedural shading is no longer just a reality. It is increasingly common. In this course, representatives of most of the current players in this young field present practical comparisons of their latest hardware products and application interfaces.
Prerequisites: Working knowledge of a modern real-time graphics API like OpenGL or DirectX and familiarity with the concepts of procedural shading. 
Topics: Practical comparisons of procedural shading interfaces and capabilities of most current hardware. Rendering hardware, procedural shading extensions, multi-pass rendering, and new graphics APIs. 

Organizer
Marc Olano, SGI

Lecturers
Chas Boyd, Microsoft Corporation 
Michael McCool, University of Waterloo 
Bill Mark, NVIDIA Corporation 
Jason L. Mitchell, ATI Research
Marc Olano, SGI 

Randi Rost, 3Dlabs, Inc.

31: Interactive Geometric Computations Using Graphics Hardware
Monday, Full Day
8:30 am – 5:15 pm

The increasing performance capabilities of 3D graphics rasterization have made it an excellent candidate for solving complicated geometric problems, beyond image synthesis. This course provides an overview of hardware features, issues in programming, and applications to various geometric problems, including visibility, collisions, simplification, motion planning, etc. 
Prerequisites: A first course in computer graphics and some background in graphics software APIs. Familiarity with some of the geometric problems: visibility, collision detection, motion planning, and simplification. 
Topics: Graphics rasterization hardware; OpenGL graphics hardware (features and programming); novel approaches to geometric problems; algorithms for visibility and occlusion culling, global visibility, shadow volumes and mapping, 2D map simplification, depth contours, collision detection, penetration depth estimation, and path planning; issues in programming graphics hardware; processing discretized outputs and applications to interactive computer graphics, robot-motion planning, physically based modeling, and data visualization.

Organizer
Dinesh Manocha, University of North Carolina at Chapel Hill

Lecturers
Michael Doggett, ATI Technologies Inc.
Ned Greene, Mark Kilgard, NVIDIA Corporation 
Kenneth Hoff, Ming C. Lin, Dinesh Manocha, University of North Carolina at Chapel Hill 
Shankar Krishnan, AT&T Labs

36: Real-Time Shading Languages
Monday, Full Day
8:30 am – 5:15 pm

Not long ago, real-time procedural shading languages were a fantasy. Now they are not just a reality, they have been achieved through several approaches. In this course, leading researchers present the strengths and weaknesses of their methods and offer a glimpse of the future.
Prerequisites: Working knowledge of a modern real-time graphics API like OpenGL. Familiarity with the concepts of procedural shading and shading languages. 
Topics: How interactive procedural shading languages can be implemented using advanced programmable hardware, using more modest extensions to graphics hardware, or even with existing graphics hardware. SIMD rendering hardware, parameterized and procedural solid texturing, hardware extensions, and multi-pass rendering. 

Organizer
Marc Olano, SGI

Lecturers
John C. Hart, University of Illinois at Urbana-Champaign 
Wolfgang Heidrich, The University of British Columbia 
Bill Mark, NVIDIA Corporation
Marc Olano, SGI 
Ken Perlin, New York University

ISV Sponsorships
Softimage SDK Meeting - NVIDIA Sponsorship

Announcing XSI 3.0!
"Learn how the SDK can help you integrate XSI into your existing pipeline or author Real-Time Shaders in the XSI environment. NVIDIA will present Cg, their next-generation hardware programming language, and you can try out XSI for yourself on killer HP X-Class workstations."

Monday, July 22, 4pm-7:30PM

Marriott River Center

101 Bowie Street

Salon H

· Special guest speaker: John Spitzer - talking for 30 min on Cg

· Usual "stuff" - NVIDIA included on the following; invites, web site, banners, etc.

· PNY Quadro4 750 XGL giveaway

· NVIDIA will get all leads

NVIDIA Presence in Softimage Booth (#8071)

18 Quadro4 900 XGL boards (booth, sales suites, whisper suites, SDK meeting)

Discreet Reseller Meeting - NVIDIA/PNY Sponsorship
Monday, July 22, 12pm-3pm

Hyatt Regency

Regency Ballroom

· PNY will have a table at registration to hand out literature, giveaways and collect business cards.

· Discreet will present (on PNY's behalf) a PowerPoint slide which shows PNY/NVIDIA partnership, products, etc.

· PNY Quadro4 750 XGL giveaway

· PNY will get all leads

Discreet Launch Event - NVIDIA Sponsorship

Announcing max 5!

Monday, July 22, 6pm-9pm

Hyatt Regency 

Regency Ballroom

· Special guest speaker: Chris Seitz - talking about Cg

· Usual "stuff" - NVIDIA included on the following; invites, web site, banners, etc.

· PNY Quadro4 750 XGL giveaway

· NVIDIA will get all leads

NVIDIA Presence in Discreet Booth (#8062)

13 Quadro4 900 XGL boards (booth, sales suites, whisper suites, launch event)

NVIDIA Presence in Alias|Wavefront Booth (#13085)

Announcing Maya 4.5!

6 Quadro4 900 XGL boards (booth, stage, press room, meeting room)

NVIDIA Presence in Newtek Booth (#8084)

11 Quadro4 boards in HP systems (booth, press room, meeting room)

HP/CPQ Hands-on Training (on show floor)

23 Quadro4 900 XGL boards

Kaydara (#16084)

32 Quadro4 900 XGL boards

Other ISV booths with NVIDIA product:

Anark (#9032)

Darkling Simulations (#16104)

Digimation (#5066)

Elumens (#9029)

Right Hemisphere (#7032)

Trinity3D (#3081)

3D Nature (#6085)

Next Limit (#5110)

Okino Computer Graphics (#10046)

