Schedule

*STS and Rendering — Prof. Malazita (10 min)

Thanks Jim, | really like this talk. Once again, a longer version is on Hubb, and |
encourage everybody to go watch it.



Schedule

* Next Steps — Prof. Kim

Let’s talk about next year.

Is SIGGRAPH 2022 going to be remembered as that one time we talked about the
technical bias in our algorithms, before returning to business as usual?

Or, will it be a pivot point, where the classes of problems, and the types of questions
we asked, fundamentally shifted?

I'm going to propose two goals for next year. One narrow, and one broad.



Goal for SIGGRAPH 2022:

Have a discussion of technical bias

within the technical program.

Here was the goal slide from last year.



Goal for SIGGRAPH 2023:

Have a discussion of technical bias

within the program.

Here’s a narrow goal I’'m going to propose for next year.
“Have a discussion of bias within the Technical Papers program of SIGGRAPH 2023

This is only a one-word change from the goal from last year, but it’s a big one. Last
year, we were trying to just get a Talk accepted. Now we’re going to try to scale the
tallest wall. Get a full technical paper accepted that deals with technical bias.



Countering Racial Bias in Computer Graphics Research

Theodore Kim Derek Ragi Syed

VojcechJarosz  AM, Dar

Holly Rushmeier
Julie Dorsey
Yale Us

ABSTRACT

McGill University. Wellington
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Not just one of the small two-pagers




one of the big honking 15-pagers full of equations that actually counts as a scientific
journal article.




Using STS to Bridge Long Histories of Blackness, Specularity, and
Rendering

James Malazita

Rensselaer
Polytechnic Institute
ABSTRACT trace how the rendering of Black skin-through painting, photogra-
Science and Technology Studies (STS) is an academic interdisic- ~ PhY; an iphy-pi social realistic el imet;

pline that uses sociological and historical methods to study the
interrelations of socicty and technoscience. This paper uses an STS
approach to examine the historical feedback loops between *render-
ing” the shine and specularity of Black skin-across painting, video,
and photography-and how computer graphics programmers and
artists should question some of the fundamental assumptions of
their rendering workflows to both create more equitable represen-
tation of human form, and also to understand how computational

elements, leading to the rendering of Black skin that “looks right"
to the white eye, leading to anti-Black biases in visual art. As com-
puter grapl pl

apparatus-particularly though techniques like Physically Based
Rendering-digital artists and developers must be cognizant of the
biases built into the scientific studies and technological systems
new digital rendering systems are based upon in order to foster a
‘more equitably rendered world.

Gender and Sex in the Computer Graphics Research Literature

Ana Dodik*
Meta Platforms

ABSTRACT

We survey the treatment of sex and gender in the Computer Graph-
ics research literature from an algorithmic faimess perspective. The
established practices on the use of gender and sex in our commu-
nity are scientifically incorrect and constitute a form of algorithmic
bias with potential harmful effects. We propose ways of addressing
these trends as technical limitations

Silvia Sellan*
University of Toronto

Theodore Kim
Yale University

Amanda Phillips
Georgetown University

given a precise definition, a
such as body proportion:

From an algorithmic faimess perspective (§2.1), our analysis
reveals a worrying status quo in the use of gender and sex as
variables. When we mention specific examples that perpetuate these
trends, we stress that we are not associating any malicious intent
showing how
mwittingly pernet

I are used as an proxies for features

facial expressions, o patterns in speech

The groundwork has been laid. You can cite the Talks from this year as evidence that
this bias is real. You’ll have built-in backup when Reviewer #2 inevitably complains
“What racism? I've never heard of it” or “What anti-trans bias? I've never heard of it”
You now have peer-reviewed backup that you can cite.



Space Rangers with Cornrows
Methods for Modeling Braids and Curls in Pixar’s Groom Pipeline

Sofya Ogunseitan
Pixar Animation Studios

-.

(a) Izzy Hawthorne (b) Alisha Hawthrone

Figure 1: Lightyear characters Izzy and Alisha Hawthorne and their respective grooms. ©Pixar.

You can try to go the traditional route, and write a technical paper that deals with
historically neglected problems like rendering Black skin or simulating Type 4 hair.

You can now point to Sofya Ogunseitan’s awesome Talk on the topic, and say “see,
this is a real problem that Pixar cares about.”




CHI 2010: HCI For All

April 10-15, 2010, Atlanta, GA, USA

Postcolonial Computing:
A Lens on Design and Development
Lilly Irani', Janet Vertesi', Paul Dourish!, Kavita Philip2 and Rebecca E. Grinter®

"Dept. Informatics, *Dept. Women’s Studies
University of California, Irvine
Irvine, CA 92697
{lirani, jvertesi, jpd, kphilip} @uci.edu

ABSTRACT

As our technologies travel to new cultural contexts and our
designs and methods engage new constituencies, both our
design and analytical practices face significant challenges.
We offer postcolonial computing as an analytical
orientation to better understand these challenges. This

3GVU Center and School of Interactive Computing

College of Computing
Georgia Institute of Technology
beki@cc.gatech.edu

In this paper, we examine a series of concerns that are latent
within much research conducted under the umbrella of
HCI4D. We take as our starting point a move from
“development” discourse to postcolonial discourse — that is,
a discourse centered on the questions of power, authority,
legitimacy, participation, and intelligibility in the contexts

Or, you can try to expand the problem space. Jim Malazita pointed me to this paper
from CHI 2010. This is a full paper, and a super-popular one too — over 655 citations
on Google Scholar.

They expanded the problem space of research questions by applying the STS lens of
post-colonialism. What narrow technical assumptions have we been running with in
graphics that need re-examination?

10



FINITE WARFARE
4 '\ ¢l

Here’s one the technology we use to make Marvel movies will have trickle down
effect to AAA games, and from there to indie game studios.

So by making new tech for Marvel movies, eventually everybody will benefit.

Is that true? Maybe what’s good for making Marvel movies is actually only good for
making Marvel movies.

11



nehana

C_]I]

Same problem, different direction: the technology we use to make Hollywood movies
applies equally well to Bollywood

12



And to Nollywood.

The same tech will just trickle down. Is that really true?

13



One colleague who shall remain anonymous mentioned that some of the saris that
you see in Bollywood movies can get really intricate. Would you really just throw this
at Maya nCloth and hope for the best?

14



Code Replicability in Computer Graphics

NICOLAS BONNEEL, Univ Lyon, CNRS, France
DAVID COEURJOLLY, Univ Lyon, CNRS, France
JULIE DIGNE, Univ Lyon, CNRS, France

NICOLAS MELLADO, Univ Toulouse, CNRS, France

Fig. 1. We ran 151 codes provided by papers published at SSGGRAPH 2014, 2016 and 2018. We analyzed whether these codes could still be run as of 2020 to
provide a replicability score, and performed statistical analysis on code sharing. Image credits: Umberto Salvagnin, _Bluenose Girl, Dimitry B., motiqua, Ernest McGray
Jr., Yagiz Aksoy, Hillebrand Steve. 3D models by Martin Lubich and Wig42.

This sort of problem space expansion actually happens all the time in graphics.

We’ve got this paper form 2020 that surveyed how feasible it is to replicate code in
graphics.

“algorithm reproduction —it’s a new problem!”

This kind of problem space expansion be done, and has been done before, just not on
the problem of technical bias.

15



Goal for SIGGRAPH 2023:

Have a discussion of technical bias

within the program.

Now | said this is the narrow goal. | realize only professors or a high-powered industry
researchers are in a position to spearhead a technical paper. What about everybody
else?

16



Goal for SIGGRAPH 2022:

Have a discussion of technical bias

within the technical program.

A second goal. Again let’s start from that slide from last year, and apply a minor
transformation.

17



Goal for SIGGRAPH 2023:

Eaepand the problem space of

the technical program.

Okay, minor wording change from the goal from last year, but on the front part, not
the back part.

| said that somebody should write the problem-space expanding technical paper for
SIGGRAPH next year. Well, that moment already arrived for the Talks program this

year!

We opened the thinnest crack on racial bias and gender bias at SIGGRAPH. Can we
actually pry this crack into something bigger?

Industry folks:

Datasets on human appearance?
Skin and Hair shader best practices?
Skin and Hair shader challenges?
“This Weird Trick Seems to Work”

18



@ SIGGRAPH 2021

THE PREMIER CONFERENCE & EXHBITIONIN
COMPUTER GRAPHICS & INTERACTIVE TECHNIOUES

Countering Bias in Graphics Research

“This i an information collection form for the SIGGRAPH 2021 Birds of  Feather,
“Countering Racial Bias in Computer Graphics Requires Structural Change:

htty 021

We will only use this information to contact you about participating in further efforts for
SIGGRAPH 2022, as described at the Birds of a Feather. We will not share your information
with anybody else.

*Required

Email *

Your email

What is your name? *

Last year, | sent out a sign-up form, and organized everybody who signed up. This is a
community effort though, it’s not about me.



This year, we set up a Discord server for people who are interested in discussing these
issues, and interested in organizing for submissions next year.

If you're interested in this, here is the Discord invite. | know that SIGGRAPH already
has their own Discord server, but | think it goes away after SIGGRAPH ends. Also, we
want you to be able to invite all your colleagues who are interested, not just the ones
who paid the SIGGRAPH registration.

Please feel free to send to whoever might be interested.

21


https://discord.gg/RCsX3xJx

Goals for SIGGRAPH 2023:

Have a discussion of technical bias
within the Technical Papers program.

Eaepand the problem space of

the technical program.

So, | am proposing two goals for next year:

“Goal: Have a discussion of bias within the Technical Papers program of SIGGRAPH
2023

“Goal: Expand the problem space of the technical program of SIGGRAPH 2023.”

These are 100% up for debate.

22



Schedule

* Open Discussion

Which leads directly into Open Discussion.

Like last year, Id like to structure this is using the Raise Hand function. If you raise

your hand, it will show up on my side in the order they were raised, and then | can
call on people.

23



“Raise Hand” to raise new topic

The way I'd like to structure this is using the Raise Hand function.

The way Zoom works is that it will order the hands on my side according to who
raised first. I'll call on people in order.

24



“Raise Hand” to raise new topic

. o ) .
Write “Comment” in chat to comment on

current topic

If you want to comment or respond to the topic under discussion, please write
“comment” in the chat window. | can then call on you from there.

Then you'll jump the line, and you can respond to the current topic.

Once a topic wraps up, I'll go back to the raised hand queue.

25



“Raise Hand” to raise new topic

. o ) .
Write “Comment” in chat to comment on
current topic

We're not /‘ecoré)[/zg

We are not recording, so feel free to speak openly.

The one caveat here is that Ragi will be writing your questions, WITH YOUR IDENTITY
STRIPPED, to the main chat on the Discord server.

This is here so we can track the questions and issues people are interested in, and so
that people who came late can quickly catch up.

26



Countering Bias in Computer Graphics
Research (The BOF!): One Year Later

Theodore Kim and Holly Rushmeier, Yale University
Ragi Syed, Victoria University of Wellington
Wojciech Jarosz, Dartmouth College
Derek Nowrouzezahrai, McGill University

James Malazita, Rensselaer Polytechnic Institute

SIGGRAPH Birds of a Feather, August 8, 2022

All right everyone, that’s it for the scripted portion for tonight.

What’s on your mind?
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