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

• Intro. and Summary - Prof. Kim  (5 min)
•DEI in VFX Pedagogy - Prof. Syed  (10 min)
•STS and Rendering – Prof. Malazita  (10 min)
•Next Steps – Prof. Kim    (5 min)
•Open Discussion      (60 min)



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.
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Here was the goal slide from last year.
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Goal for SIGGRAPH 2022: 

Have a discussion of technical bias 
within the technical 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.
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Goal for SIGGRAPH 2023: 

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



Not just one of the small two-pagers
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one of the big honking 15-pagers full of equations that actually counts as a scientific 
journal article.
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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.
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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.”

9



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

The same tech will just trickle down. Is that really true? 
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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?
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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.
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Now I said this is the narrow goal. I realize only professors or a high-powered industry 
researchers are in a position to spearhead a technical paper. What about everybody 
else?
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A second goal. Again let’s start from that slide from last year, and apply a minor 
transformation.
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Okay, minor wording change from the goal from last year, but on the front part, not 
the back part.

I 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”
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Goal for SIGGRAPH 2023: 

Expand the problem space of
the technical program.



Last year, I sent out a sign-up form, and organized everybody who signed up. This is a 
community effort though, it’s not about me.
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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. I know that SIGGRAPH already 
has their own Discord server, but I 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

https://discord.gg/RCsX3xJx


So, I 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.
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the technical program.



Which leads directly into Open Discussion.

Like last year, I’d 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 I can 
call on people.
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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.
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“Raise Hand” to raise new topic

Write “Remark” 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. I 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.
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“Raise Hand” to raise new topic

Write “Comment” in chat to comment on 
current topic



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

The one caveat here is that Raqi 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

We’re not recording

“Raise Hand” to raise new topic

Write “Comment” in chat to comment on 
current topic



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

What’s on your mind?
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