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Preface

This text is a brief introduction to the Proceedings of the XXVIII Congreso Espaiiol de Informdtica Grdfica
(the 28th Spanish Conference in Computer Graphics), held in Universidad Rey Juan Carlos (Madrid),
from June 27 to 29, 2018. As Programme Co-chairs, we are glad to help and enjoy collaborating in the
dissemination of the research results of Computer Graphics research groups in Spanish universities and
companies. It is an honour for us to be able to continue the (now long) tradition of this conference, which
has allowed researchers, professionals and students to gather and exchange information about our activity
in this field.

We would like to thank the team at Rey Juan Carlos University, under the direction of Dan Casas, for their
excellent job in the organization of this event, and also to José San Martin as posters session chair and to
Luis Matey as conference chair. Programme Committee members have devoted their time to help authors
to improve these texts you can now read. We want to give them thanks for this invaluable help, we are
sure authors will appreciate this excellent aid to their research tasks.

For this edition of the conference, we have accepted 9 regular papers and 14 short papers to be presented
during the event. You can access the corresponding texts in these proceedings. Several high-quality, al-
ready published invited papers will also be presented. Finally, a posters session will allow attendees and
authors further discussion. We believe these contributions yield an excellent image of the current research
lines of Spanish CG groups. They cover a variety of topics in Computer Graphics and Visual Computing,
such as scientific visualization, visual data analysis, volumetric models visualization and manipulation,
geometrical and aspect models acquisition and analysis, simulation of biological and artificial materials,
augmented and virtual reality, physically based rendering and optical simulation.

This year the programme will include five keynote speakers, with an excellent experience in Computer
Graphics as shown by their academic publications in books, journals and conferences, and who will
present recent interesting developments in visualization, simulation and rendering techniques for science,
video-games and film production. Barbora Kolizkova is an Associate Professor at Masaryk University
(Brno) and has a wide background in methodologies for visualization and visual analysis of biomolecules
and their complexes. Marco Romeo worked in MPC (London), and now he is responsible for research
at El Ranchito (Madrid). He has leaded and collaborated in the development of technologies and tools
for simulation and animations for many world acclaimed productions, such as Games of Thrones, Lost
in Space, The Jungle Book, or Ghost in the Shell. Jorge Jiménez is a real-time graphics researcher at
Activision Publishing, and has designed algorithms for efficient high-quality rendering in video-games,
used in well known products such as Call Of Duty. Alan King was a designer and developer at Solid
Angle, and 1s now principal software engineer at Autodesk. He has been working for nearly 20 years in
the development of Arnold, one of the leading rendering software products oriented to films production,
and was awarded with a Scientific and Engineering Award during the 89th annual Oscars. Jorge Lopez is
director of Desilico Labs (Madrid) an innovative company for mechanical and optical simulation software
for the fashion industry. He has been intern researcher at Adobe Systems, where he contributed to four
patents related to image editing techniques for products such as Photoshop and Flash.

Ignacio Garcia-Ferndndez (UVEG) and Carlos Ureiia (UGR)
CEIG2018 Programme Co-Chairs
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Keynote

Barbora Kozlikova

Short Biography

Barbora is an Associate Professor at the Department of Computer Graphics and Design at the Faculty of
Informatics at MU. She got her PhD degree in the field of Visualization of Protein Molecules and their
Tunnels in 2011. Her research interests include namely visualization and visual analysis of biomolecules
and their complexes and analysis of protein structure using computational geometry and path planning.
Barbora has supervised more than 60 Master and Bachelor theses and co-supervised two successfully
defended PhD theses. Barbora currently acts as the general chair of the EuroVis conference in Brno,

Czech Republic, in 2018.



Keynote

Marco Romeo

Short Biography

Marco Romeo es el jefe del departamento de Investigacion y Desarrollo de El Ranchito, empresa espafiola puntera
en la industria de los efectos visuales. En el Ranchito ha participado en varias producciones internacionales como
Game of Thrones y Lost in Space. Antes de sumarse al equipo de El Ranchito trabajé en MPC London, liderando
el equipo de investigacion y desarrollo de personajes para peliculas como The Jungle Book y Ghost in the Shell.
Con un PhD en Tecnologia de la Informacién y los Medios Audiovisuales, su interés para la investigacion ha sido
reconocido por medio de publicaciones en SIGGRAPH y otras conferencias internacionales.



Keynote

Jorge Jiménez

Short Biography

Jorge Jiménez is a real-time graphics researcher at Activision Publishing, Inc. He received his PhD de-
gree in real-time graphics from Universidad de Zaragoza (Spain) in 2012. His interests include real-time
photorealistic rendering, special effects, and squeezing rendering algorithms to be practical in game envi-
ronments. He has contributions in books, journals, and conferences, including the GPU Pro series, Game
Developer Magazine, and the Transaction on Graphics journal. Some of his key achievements include
SMAA, GTAO, the separable subsurface scattering technique, and contributing on the technology of all
Call of Duty titles shipped in the current generation.



Keynote

Alan King

LY HOD

Short Biography

Alan King is a principal software engineer at Autodesk who for nearly 20 years has participated on
“Arnold”; a 3D rendering software that is widely used in animation and visual effects for television and
film. Alan’s primary role is the research and development of state-of-the-art rendering technologies, sev-
eral of which have seen publication at computer graphics conferences such as EGSR and SIGGRAPH.
Recently, Alan along with four of his colleagues were awarded with a Scientific and Engineering Award
during the 89th anual Oscars, in recognition of the impact “Arnold” has had on the motion pictures indus-
try and the importance of their personal involvement in the project.



Keynote

Jorge Lopez Moreno

Short Biography

Jorge Lopez Moreno es socio fundador y Director de Desilico Labs, creadores de tecnologia de simulacion
mecdnica y optica de moda. Obtuvo su doctorado en Ingenieria informaética bajo la supervision de Diego
Gutierrez y Erik Reinhard (U. Bristol, UK), recibiendo el Premio Extraordinario de Tesis de la Universidad
de Zaragoza. Durante sus estudios, financiados por Adobe Systems, realizé6 mds de 8 meses de estancias
en la sede de Adobe Advanced Technology Labs (San Jose, California) y obtuvo tres patentes en técnicas
de procesamiento de imagen y edicién 3D. Tras dos afos de estancia postdoctoral en INRIA (Francia),
recibe en dos ocasiones la beca nacional Juan de La Cierva como investigador en la Universidad Rey Juan
Carlos.



