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D9.6 Short Course for Game Developers 

Introduction 
 
WP 9.2 is a short course for game developers, devised and organised by KTH.  The course 
called “Using Verse for Content Creation in Games” was held in conjunction with the 
SIGRAD (the Swedish chapter of Eurographics and SIGGRAPH) annual conference 2006 at 
University of Skövde in Sweden. This year’s conference had a special emphasis on the game 
industry. About 30 persons from the game industry followed the course. 
 

Appendices 
Conference information 
Conference schedule 
Slides from the course 

 3



D9.6 Short Course for Game Developers 

 

 

Appendix 1 Conference Information 

 4



InGaMe Lab
Högskolan i Skövde

SIGRAD’06
Special Theme: Computer Games
November 22-23, 2006
Skövde Sweden
The SIGRAD conference provides a venue for interaction between academia and pro-
fessionals within the field of computer graphics in the nordic countries. The special 
theme for the conference in 2006 is computer games.

 The keynote speech for SIGRAD’06 is about rendering technology used in the current generation
 of game engines. Torbjörn Söderman (Lead Rendering Programmer) will talk about the history  
 of rendering technology in the game industry and Johan Andersson (Rendering Architect) will 
 give an overview of the architecture and  rendering systems of  DICE’s new Frostbite engine that
 powers the upcoming Battlefield: Bad Company for the Xbox 360 and PlayStation 3. 

 The papers presented in the Academic session will cover a wide range of topics ranging from
 computer graphics theory to more practical topics such as the use of graphics for serious 
 gaming applications and the simulation of physics.

 During the interactive sessions the University of Skövde will present research on human-computer
 game interaction and serious gaming, the Royal Institute of Technology will present  work on the
 VERSE project which aims to create a protocol for connecting 3D Application with low latency
 connections.

 Skövde is conveniently located between Gothenburg (1 hour by train) and Stockholm (2 hours by
 train) so it is possible to visit the conference as part of a normal work day.

For more information visit: www.his.se/sigrad06
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Appendix 2 Conference Schedule 

 



  

SIGRAD’06 Programme 
 
 

November 22 
12.00 Registration Opens Outside Room A303 

 
13.00 Conference Opening 

 
13.10 Keynote: Rendering technology used in the current generation of game engines 

Torbjörn Söderman, Johan Andersson (DICE) 
  

Paper Session A (Work in Progress / Research Papers) 
 

14.00 Efficient rendering of multiple refractions and reflections in natural objects 
Stefan Seipel, Anders Nivfors 

14.30 Distributed Ray Tracing In An Open Source Environment 
Gunnar Johansson, Ola Nilsson, Andreas Söderström, Ken Museth 

15.00 Break 
 

15.30 Temporal Face Normal Interpolation 
Jindřich Parus, Anders Hast, Ivana Kolingerová 

16.00 A multi-sampling approachfor smoke behaviour in real-time graphics 
Henrik Gustavsson, Henrik Engström, Mikael Gustavsson 

16.30 Interactive Simulation of Elastic Deformable Materials 
Martin Servin, Claude Lacoursiére, Niklas Melin 

  
Paper Session B (Short Papers) 
 

17.20 Computer visualization in accident prevention in industry 
Sławomir Bogacki 

17.40 Incremental Spherical Interpolation with Quadratically Varying Angle 
Anders Hast, Tony Barrera, Ewert Bengtsson 

18.00 Break 
 

18.30- University of Skövde Demo Session and Conference Dinner 
 

 
November 23 
  

Paper Session C (Application Papers) 
 

09.00 A Driving Simulator Based on Video Game Technology 
Mikael Lebram, Henrik Engström, Henrik Gustavsson 

09.30 The Verse Networked 3D Graphics Platform (Part1) 
Emil Brink, Eskil Steenberg, Gert Svensson 

10.30 Break 
 

10.50 Using Verse for Content Creation in Games (Part2) 
Emil Brink, Eskil Steenberg, Gert Svensson  

11.50 Conference Closing 
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SOFTWARE:
ENOUGH
PERSUADE
AMPLE

VERSE SAMPLE IMPLEMENTATION
VERSE SERVER SAMPLE IMPLEMENTATION

PURPLE
LOTS OF SAMPLE CODE

BLENDER
GIMP
CO ON
QUEL SOLAAR
BACK-UP TOOLS
SIMPLE RENDER
3DS MAX PLUGIN
PARTIAL MAYA PLUGIN
CRYSTAL SPACE
CHAT TOOL
RIB SAVER
LAYER PAINTER
UV TOOL
ACOUSTIC SIMULATION
MASTER SERVER....



LEGAL
OPEN SOURCE UNDER THE
ITS FREE!
FREE BSD LICENSE

*I will sign waivers if your legal department gives you trouble . . .



WE 
WANT 

TO 
HELP 
YOU!

We will do it for free but if you pay us we can help you better and on site.



THANK
YOUSPECIAL THANKS:

Remi Arnaud
Andrew Lorino
Mark Barnes
Emil Brink
Ton Rosendahl
Jiri Haidek
Mattias Claesson
KTH



www.quelsolaar.com / collada.zip

verse.blender.org
www.uni-verse.org
eskil@quelsolaar.com
+46-8-202801
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