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Talk 1
Title: Shape-inspired architectural design
Speaker: Prof. Pedro Sander, The Hong Kong 
University of Science and Technology, China. 
Abstract:
Various techniques have been proposed to improve
the level of automation in stages of architectural 

design. In this talk I will present our work on an interactive interface, 
along with optimization algorithms focused on designing early stage 
symbolic architecture. The architect specifies some simple shape 
requirements by inputting a few binary images that resemble the 
shape of the building from different viewpoints. Our optimizer uses 
these to generate a conceptual 3D design that is guided by various 
aesthetic and structural requirements. I will also discuss our 
approach for planning the inner space of the given architecture 
model. The architect specifies idealized requirements on the key 
functional rooms by using instances of simple 3D primitive shapes. 
The pose and location of each instance are parameters of the 
optimization. By coupling this process together with the shape 
inspired exterior design process, we can construct good initial 
conceptual designs. Several examples are presented to illustrate the 
methodology of these approaches and results. User studies based 
on a proposed dataset and interviews with domain experts have 
been carried out to demonstrate the usability and effectiveness of 
our system and algorithms.
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Talk 2
Title: Synthesizing dynamic human 
appearance
Speaker: Dr. Tuanfeng Y. Wang, 
Adobe Research
Abstract:
Synthesizing the dynamic appearances 
of humans in motion plays a central role 
in applications such as AR/VR and video editing. While many 
recent methods have been proposed to tackle this problem, 
handling loose garments with complex textures and high 
dynamic motion still remains challenging. In this talk, I will 
introduce a video-based appearance synthesis method that 
tackles such challenges and demonstrates high-quality 
results for in-the-wild videos that have not been shown 
before. Another key challenge of learning the dynamics of 
the appearance lies in the requirement of a prohibitively 
large amount of observations. I will show how we address 
this issue with a compact motion representation by 
enforcing equivariance. Such a representation is learned 
from the spatial and temporal derivatives of the 3D body 
surface and can be used to render high fidelity time-varying 
appearance.
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Talk 1
Title: Neural Indoor Scene Rendering 
with Reflections
Speaker: Prof. Weiwei Xu
Zhejiang University, China
Abstract:
Neural rendering is able to produce 
images according to the encoded 
neural scene representations, a 
recently popular rendering scheme. Its advantage is its 
robustness to geometric noise and the ability to exploit 
priors learned in the training data. This talk describes a 
novel scalable neural rendering pipeline for indoor scenes 
with reflections. We make substantial progress towards 
three problems in indoor scene rendering, namely, depth 
and reflection reconstruction, view selection and 
temporally coherent rendering with various reflections. 
The Rendering quality outperforms state-of-the-art IBR or 
neural rendering algorithms considerably.
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Talk 2
Title: Discovering the Compositional Structure in 
3D Shapes – From Supervised to 
Unsupervised Learning
Speaker: Prof. Minhyuk Sung, KAIST, South Korea
Abstract:
3D data matching the actual form of a physical object enables a direct 
representation of the compositional structure of the object, which is 
essential in many applications in graphics, vision, and robotics such as 
3D modeling/editing, object detection, and robot interactions. However, 
discovering the compositional structure from raw 3D data is challenging 
since it requires huge supervision in learning, and even the supervision 
needs to be carefully applied when it is given.

In this talk, I will introduce three learning-based methods of discovering 
the compositional structure of shapes. I will first discuss a supervised 
neural network detecting geometric primitives from a point cloud. Even 
when supervision is given, a direct regression of the primitive 
parameters does not provide better results than an unsupervised 
estimation. I will explain how the prediction power of neural networks 
can make the best synergy with estimation in a carefully designed end-
to-end learning network. Second, I will introduce a self-supervised 
method of learning the compositional structure from deformation. I will 
propose a conditional generative model producing possible 
deformations of a shape and show how the compositional structure can 
emerge from learning the disentanglement of possible shape variations. 
Lastly, I'll introduce another self-supervised method of learning 
semantic part decomposition from language descriptions. I'll discuss 
how an attention model finding a shape matching a query sentence can 
be designed to discover semantic parts while learning attention.
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Talk 1
Title: Data-driven Sketch Interpretation
Speaker: Prof. Hongbo Fu,
City University of Hong Kong, 
Hong Kong, China
Abstract:
Freehand sketching provides an easy tool 
for communication between people. 
While human viewers can easily interpret the semantics of 
a freehand sketch, it is often difficult to teach machines to 
understand sketches like we do, mainly because of 
different levels of abstraction, drawing styles, and various 
sources of drawing errors. In this talk, I will introduce how 
data-driven approaches can help us address various sketch 
understanding tasks, including sketch classification, sketch 
segmentation and labeling, 3D interpretation of freehand 
sketches, and sketch-based image generation.
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Talk 2
Title: Human-in-the-Loop Preferential 
Bayesian Optimization for Visual Design
Speaker: Dr. Yuki Koyama, National Institute 
of Advanced Industrial Science and 
Technology (AIST), Japan
Abstract:
Visual design often involves searching for an optimal parameter 
set that produces a subjectively preferable design. However, this 
optimization problem is not trivial to solve with typical 
optimization algorithms since the objective function is human 
preference and thus requires special treatment. In this talk, I will 
introduce preferential Bayesian optimization (PBO), a powerful 
technique to aid this task. PBO is a human-in-the-loop Bayesian 
optimization specializing in relative preference oracle (i.e., which 
option is liked the most). This method models the latent 
preference in a probabilistic manner and generates effective 
preference queries to human evaluators based on the 
preference model. Then, I will explain two of my recent works 
[SIGGRAPH 2017; SIGGRAPH 2020], which are built on PBO and 
achieve even better sample efficiency by combining with 
tailored user interactions.
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Conference Programme: CVM 
2022
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Keynote Speakers:
Xin Tong, Microsoft Research Asia
Xin Tong is a principal researcher in Internet Graphics 
Group of Microsoft Research Asia. He obtained his 
Ph.D. degree in Computer Graphics from Tsinghua 
University in 1999. His Ph.D. thesis is about hardware 
assisted volume rendering. He got my B.S. Degree 
and Master Degree in Computer Science from 
Zhejiang University in 1993 and 1996 respectively. His research interests 
include appearance modeling and rendering, texture synthesis, and 
image based modeling and rendering. Specifically, His research 
concentrates on studying the underline principles of material light 
interaction and light transport, and developing efficient methods for 
appearance modeling and rendering. He is also interested in 
performance capturing and facial animation.



Conference Programme: CVM 
2022

http://iccvm.org/2022/program.htm

Jun-Yan Zhu, Carnegie Mellon University
Jun-Yan Zhu is an Assistant Professor with 
The Robotics Institute in the School of 
Computer Science of Carnegie Mellon 
University. He also holds affiliated faculty 
appointments in the Computer Science 
Department and Machine Learning 
Department. His research interests include
computer vision, computer graphics, machine learning, and 
computational photography. He won the ACM SIGGRAPH Outstanding 
Doctoral Dissertation Award in 2018 and was selected as the 100 
Greatest Innovations of 2019 by Popular Science. He served as area 
chairs in many top conferences, such as CVPR 2020, CVPR 2021, 
NeurIPS 2021, etc.

Yuki Koyama, AIST
Dr. Yuki Koyama is a researcher at National 
Institute of Advanced Industrial Science and 
Technology (AIST). He received his Ph.D. from
The University of Tokyo in 2017, advised by 

Prof. Takeo Igarashi. His research fields are 
computer graphics and human-computer 
interaction. In particular, he is interested in 
enhancing design activities by using 
computational techniques such as mathematical optimization. From 
2021, he also started working at Graphinica (a Japanese animation 
studio), in which he is aiming at bridging art and technology in 
animation production. He was awarded JSPS Ikushi Prize (2017) and 
Asia Graphics Young Researcher Award (2021).



Call for Papers: Pacific Graphics 
Conference (PG 2022)
Submissions
We welcome original unpublished submissions in all areas of 
computer graphics and its applications. The topics include (but are 
not limited to) modeling, rendering, animation, imaging, 
visualization, human-computer interaction, and graphics systems. 
Papers should be submitted through the SRM system. Each 
submission should be 7-12 pages in length for the regular papers or 
4-6 pages for the short papers, and will be reviewed by an 
international program committee for technical quality, novelty, 
significance, and clarity. All of the accepted papers will be archived 
in the EG digital libraries and all regular papers will be published in a 
special issue of Computer Graphics Forum.

In addition, the conference will also include poster and work-in-
progress sessions. As a premier forum for exchanging recent 
research ideas and practical achievements – Pacific Graphics is of 
exceptional value for students, academics and industry researchers.

Important Dates
Regular Papers:
- submission due: June 10, 2022
- review to authors: July 18, 2022
- decision notification: July 29, 2022
- revision submission due: August 17, 2022
- final acceptance notification: August 24, 2022
Short Papers, Work-In-Progress Papers, and Posters:
- submission due: July 15, 2022
- decision notification: August 18, 2022

Contact Us: info@pg2022.org

http://pg2022.org





The Eurographics Symposium on Geometry Processing (SGP) is the 
premier venue for disseminating new research ideas and cutting-
edge results in digital geometry processing. In this research area, 
concepts from mathematics, computer science, and engineering 
are studied and applied to offer new insights and design efficient 
algorithms for acquisition, modeling, analysis, manipulation, 
simulation and other types of processing of 3D models and shape 
collections.
In 2022, SGP will be held from July 4th through 6th. To enable safe 
and broad participation regardless of developments, SGP will take 
place as an online event this year.
Continuing a successful tradition from previous years, SGP will also 
offer a Graduate School on July 2nd and 3rd, targeted at students 
and researchers new to the field. Courses will be taught by leading 
experts and complemented by interactive demonstrations to 
provide in-depth knowledge of recent and fundamental aspects of 
geometry processing.
We invite submissions related to, but not limited to, the following 
topics:
• Acquisition and reconstruction
• Analysis and fabrication for 3D printing
• Architectural geometry
• Discrete differential geometry
• Exploration of shape collections
• Geometry and topology representations
• Geometry compression
• Geometric deep learning
• Geometry processing applications

https://sgp2022.github.io/

Call for Papers: The Eurographics
Symposium on Geometry 
Processing (SGP 2022)



• Interactive techniques
• Meshing and remeshing
• Multiresolution modeling
• Multimodal shape processing
• Processing of massive geometric datasets
• Geometric representations for machine learning
• (Data-driven) Shape analysis and synthesis
• Simulation and animation
• Smoothing, filtering, and denoising
• Surface and volume parameterization and deformation

Paper Submissions: Submissions 
via: https://srmv2.eg.org/COMFy/Conference/SGP_2022

Important Dates:
Paper submission: April 11, 2022
Notification: May 30, 2022
Revised version due: June 10, 2022
Camera ready version due: June 20, 2022
Graduate School: July 2–3, 2022
Conference: July 4–6, 2022

https://sgp2022.github.io/

Call for Papers: The Eurographics
Symposium on Geometry 
Processing (SGP 2022)
(cont'd...)
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The SIGGRAPH Asia Technical Papers program is the premier 
international venue for disseminating and discussing new scholarly 
work in computer graphics and interactive techniques. 

Paper Submissions: At SIGGRAPH Asia 2022, there are two ways to 
submit your paper to the Technical Papers program. 
 JOURNAL PAPERS: 

• Continuation of the same Technical Papers program from 
previous years

• Ideas are extensively tried and tested
• No maximum (or minimum) page length
• ACM Journal format
• Published in ACM Transactions on Graphics (TOG)

 CONFERENCE PAPERS:
• New program starting in 2022
• Exciting new ideas in a shorter format – papers that might be 

less polished but still have an impact
• Submissions are limited to 7 double column pages, excluding 

references. Appendices should only be included in 
supplementary material

• ACM Conference Proceedings paper format
• Published in SIGGRAPH Conference Proceedings

The review process, deadline and committee are the same for both 
Journal and Conference Papers. Also, starting in 2022, for the first 
time we will be giving out Best Technical Papers Awards. 

SUBMISSIONS DEADLINE: 
• Submission Form Deadline: 19 May 2022, 23:59 AoE
• Paper Deadline: 20 May 2022, 23:59 AoE
• Upload Deadline: 21 May 2022, 23:59 AoE

https://sa2022.siggraph.org/en/submissions/technical-papers

Call for Papers: TECHNICAL 
PAPERS of SIGGRAPH ASIA 2022
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