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Preface

The Third AniNex workshop was held during June 22-23, 2017, at Bournemouth
University, UK. The main theme is on the development and exploitation of
next-generation computer animation and computer graphics techniques. The workshop
is supported by the People Programme (Marie Curie Actions) of the European Union’s
Seventh Framework Programme FP7/2007-2013/ under REA grant agreement number
612627. The workshop was held jointly with the 11th International Conference on
E-Learning and Games (Edutainment 2017).

The workshop has been devoted to “user-centered computer animation techniques
for next-generation digital creation and modeling.” It has reflected the current chal-
lenges in digital creation and modeling, with emphasis on two main cores: “dynamics
and interaction of virtual objects” and “virtual character modeling and animation,”
where many novel methods and techniques have been developed, and other elements
such as rendering and geometric modeling, virtual reality, and augmented reality
applications are also incorporated. The focus on user-centered experience has distin-
guished this book from pure theoretical text books, providing case studies and practical
reports on developing easy-to-use tools/algorithms in computer graphics. The use of
image-based synthesis of geometry and graphical content, novel meshless simulation,
machine-learning algorithms, and data-driven approaches is inevitable and has become
an embedded part of the computer animation production pipelines.

The topics are structured according to four main themes:

— Simulation and Rendering for Computer Animation

— Character Modeling and Dynamics

— User-Centered Design and Modeling

— Computer Animation Systems and Virtual Reality Based Applications

We recognize the contribution and continuous support of the consortium of AniNex,
the EU FP7-funded International Research Staff Exchange Scheme under REA grant
agreement number 612627. The consortium includes Bournemouth University,
University of Geneva, Tsinghua University, Zhejiang University, and the Institute of
Software, Chinese Academy of Sciences. We deeply thank the International Program
Committee for their tremendous support and all reviewers for their diligent work. We
are grateful for Shujie Deng and other colleagues and students for their kind assistance
and support during the workshop.

August 2017 Jian Chang
Jian Jun Zhang

Nadia Magnenat Thalmann

Shi-Min Hu

Ruofeng Tong

Wencheng Wang
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