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Training workshop 1 - Abstracts and short Bios 

 

1. Building Digital Humans by Capturing Real Ones (M. Black, Max Planck Institute for Intelligent 

Systems) 

Bio: Michael Black received his B.Sc. from the University of British Columbia (1985), his M.S. from 

Stanford (1989), and his Ph.D. from Yale University (1992). He has held positions at the University of 

Toronto, Xerox PARC, and Brown University. He is one of the founding directors at the Max Planck 

Institute for Intelligent Systems in Tübingen, Germany, where he leads the Perceiving Systems 

department. He is a Distinguished Amazon Scholar and an Honorarprofessor at the University of 

Tuebingen. His work has won several awards including the IEEE Computer Society Outstanding Paper 

Award (1991), Honorable Mention for the Marr Prize (1999 and 2005), the 2010 Koenderink Prize, the 

2013 Helmholtz Prize, and the 2020 Longuet-Higgins Prize. He is a member of the German National 

Academy of Sciences Leopoldina and a foreign member of the Royal Swedish Academy of Sciences. In 

2013 he co-founded Body Labs Inc., which was acquired by Amazon in 2017. 

Abstract: The human body is complex and deformable.  For many applications in computer vision, 

graphics, fashion, and medicine, having a realistic, low-dimensional, 3D model of the body is useful.  

Getting a good one, however, is difficult. This talk will review the history of our work on learning 3D 

models of the human body from 3D and 4D scans and how to estimate such models from images and 

video. It will also address how to learn human-scene interaction and now to generate synthetic scenes 

with virtual humans.  Finally the talk will summarize the path forward towards learning realistic 

clothed human avatars using new implicit surface representations. 

2. Design Techniques to Create Populated Scenes and Moving Crowds (J. Pettre, INRIA) 

Bio: Julien Pettré is a computer scientist. He is senior researcher at Inria, the French National Institute 

for Research in Computer Science and Control, in the Rainbow team. He received PhD from the 

University of Toulouse III in 2003, and Habilitation from the University of Rennes I in 2015. From 2004 

to 2006, he was postdoctoral fellow at EPFL in Switzerland. He joined Inria in 2006. 

Julien Pettré is currently coordinator of the European H2020 Crowdbot project (2018-21) dedicated 

to the design of robot navigation techniques for crowded environments. He is also the coordinator of 

the European H2020 Fet Open CrowdDNA project (2020-2024), dedicated to future emergent 

technologies for crowd management in public spaces. He previously coordinated the national ANR 

JCJC Percolation project (2013-17) dedicated to the design of new microscopic crowd simulation 

algorithms, as well as the national ANR CONTINT Chrome project, dedicated to efficient and designer-

friendly techniques for crowd animation. 

His research interests are crowd simulation, computer animation, virtual reality, robot navigation and 

motion planning. 

Abstract: In this talk, we will give an overview about techniques for populating virtual worlds with 

numerous characters and crowds. We will present the various related problems: path planning for 

crowds, crowd simulation, crowd animation, and also more intuitive design techniques. 
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3. Character Navigation (N. Pelechano, Universitat Politecnica de Catalunya) 

Βio: Nuria Pelechano is an Associate Professor at the Universitat Politecnica de Catalunya. She 

obtained her Engineering degree from the Universitat de Valencia, her Masters degree from the 

University College London, and her PhD from the University of Pennsylvania as a Fulbright Scholar in 

2006. During her post-doc she worked with the Architecture Department at UPenn in several 

technology transfer projects on crowd evacuation. At UPC she has collaborated with the Sagrada 

Familia Foundation to bring VR into the architects design process. Nuria is the co-author of the books 

“Virtual Crowds: Methods, Simulation, and Control. 2008.” and “Virtual Crowds: Steps toward 

Behavioral Realism, 2015", both with Morgan & Claypool Publishers.  Nuria has over 50 publications 

in journals and international conferences on Computer Graphics and Animation. She has participated 

in projects funded by the EU, the Spanish Government, and USA institutions. Her research interests 

include simulation, animation and rendering of crowds, human-avatar interaction in Virtual Reality 

and collaborative Virtual Reality. 

Abstract: Creating lively populated scenes with many characters wandering around in real time has 

many layers of complexity. Navigation requires agents moving between two positions, while avoiding 

collisions and planning believable paths.  In order to plan trajectories, agents need to understand the 

environment, which requires generating navigation meshes with information about the objects within 

it (what is walkable space, what is an obstacle, where is the building door, etc.). Once the environment 

has been created, agents need to compute paths between their current position and their destination. 

Typically this problem is solved with graph search algorithm such as A*, which tend to result in the 

exact same solution every time (since they simply minimize a cost function), and do not consider 

human behavior and decision making. This can be very noticeable when simulating crowds moving 

through a large environment, as nearby agents follow the exact same trajectories moving through the 

same waypoints. In this talk I will talk about how VR experiments can be used to learn about human 

decision making, and how neuroscience and psychology research can be incorporated into path 

finding algorithms in order to obtain more plausible paths for the virtual humanoids. Having different 

paths based on human aspects, results in heterogeneous behaviour when simulating crowds in virtual 

reality which increases the realism of the immersive experience. 

4. Modelling Groups of Conversational Agents (C. Peters & K. Chhatre, KTH Royal Institute of 

Technology)  

Bios: Kiran Chhatre is a Ph.D. student in the Department of Computer Science at KTH Royal Institute 

of Technology, Sweden. He is part of the Embodied Social Agents lab at KTH, where his research 

addresses the core challenges of designing new techniques to create and control interactive virtual 

characters. He focuses on developing character simulation techniques beyond the current frontiers, 

such as machine learning to provide characters with new abilities based on examples, procedural 

animation techniques to design a large-scale virtual population of characters, and perceptual studies 

to evaluate character simulation quality and communication abilities. He has previously worked with 

Lawrence Berkeley National Lab (USA), IBM Research (Germany), Dassault Systemes (Germany), APS - 

European Centre for Mechatronics GmbH (Germany), Qatar University, Tata Steel (India), Autocop 

India, and Alfa Laval (India) on various projects. 

Christopher Peters is an Associate Professor in Human-Computer Intercation and Computer Graphics 

at KTH Royal Institute of Technology, where he also directs the Embodied Social Agents Lab (ESAL) at 

the Division of Computational Science and Technology (CST). His research interests include the 
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investigation of interrelationships between computational visual attention, affect, memory, theory of 

mind and gaze control models for real-time control, perception, and multimodal interaction tasks with 

social humanoid agents, groups and crowds. His research is applied to virtual characters and robots in 

both virtual and real world urban contexts. 

Abstract: Creating virtual characters that exhibit appropriate reactive behaviours (such as listening ) 

and are capable of adapting to the style and manner of humans in social interactions is challenging, 

especially in small group scenarios, which must integrate models of multiparty conversation and 

territorial behaviour. In this presentation, we present important principles in modelling conversational 

groups. In approaching group behaviors, the F-formation system plays a vital role in considering the 

spatial relationships that occur as people arrange themselves during face-to-face interaction for 

optimal task-dependent communication and clarity of perception. During the interactions, visual 

stimulus such as eye gaze, mixed initiative, back channelling, turn taking management and others have 

a striking impact on human analysis of the scene and their interpretation. Studies have presented 

generation of non-verbal behaviors such as intonation, gesture, head and lip movements, and their 

inter synchronization for interactions between virtual characters. Such gesture generation system 

exhibits actions and the timings of the motion which thereby cognitively justifies the conversation and 

the participants’ interactions by a human animator. Lastly, the evaluation of visual perception of the 

generated behaviors using such models can measure people's attitudes towards a varied range of 

characters. These components together represent essential aspects of generating adaptive non-verbal 

behaviors of the virtual characters in small conversational groups. 

5. Spoken and non-verbal interaction with social robots and adaptive agents (J. Beskow, KTH) 

Bio: Jonas is a professor in speech communication with specialisation in multimodal embodied 

systems at KTH in Stockholm, and co-founder and senior R&D engineer at Furhat Robotics. He is also 

His interests cover modelling, synthesis and understanding of human communicative signals and 

behaviours, from speech, facial expression and gaze to the dynamics of face-to-face interaction. In 

particular, he is passionate about making all of these ingredients available to machines so they can 

finally start acting a little more human. 

Abstract: Spoken language- and multimodal interaction technologies are developing at a rapid pace. 

Currently we see a surge in voice-based technologies deployed on smart speakers, in cars and on our 

mobile phones. These disembodied agents work well for short query and command/control style 

interactions, but there are many applications in fields such as education, service, retail, health, elderly 

care, simulation, training and entertainment where these simple voice-only interactions fall short, 

since human interaction hinges on non-verbal communication that is largely missing from these 

systems.  

Animated agents and social robots can be used in situations that involve long-term or sustained 

interaction (e.g. a personal tutor or a companion robot). These agents can be made to leverage 

modalities such as gaze, gesture and facial expression in order to increase engagement, attention and 

robustness in the interaction. In this talk I will describe the development of a social robot designed 

specifically to be able to engage in these kinds of interactions. I will cover a series of experiments that 

highlight the value of non-verbal cues in interaction with machines, including social robots as well as 

deep learning based systems able to produce conversational style speech and gesture, and discuss the 

applications and implications in society. 
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6. Expressive animation of virtual characters (D. Rohmer, EPX) 

Bio: Damien Rohmer is a professor of Computer Sciences at Ecole Polytechnique, France and is a 

member of the Geometric and Visual Computing research group. His research in Computer Graphics 

lies in 3D Modeling, Deformation, and Animation of virtual content with a specific focus on efficiency, 

interactivity and user control. He obtained his PhD in 2011 from Grenoble University, then worked as 

an assistant professor for six years at CPE Lyon, before joining Ecole Polytechnique in 2017. 

website: https://imagecomputing.net/damien.rohmer/ 

Abstract: This presentation will focus on the concept of "Expressiveness" in the context of virtual 

character animation such as its pose and skin deformation. The talk will first present the original 

concept of expressive animation inspired from 2D cartoons, propose an overview of the research 

literature on this topic in 3D Animation, and describe some of the constraints related to production 

cases. In the second part, a recent research work of expressive deformation based on linear-blend-

skinning will be presented with more details. 

7. Existing tools and middleware for virtual crowds and characters (C. Peters & K.Chhatre, KTH Royal 

Institute of Technology) 

Bios: Kiran Chhatre is a Ph.D. student in the Department of Computer Science at KTH Royal Institute 

of Technology, Sweden. He is part of the Embodied Social Agents lab at KTH, where his research 

addresses the core challenges of designing new techniques to create and control interactive virtual 

characters. He focuses on developing character simulation techniques beyond the current frontiers, 

such as machine learning to provide characters with new abilities based on examples, procedural 

animation techniques to design a large-scale virtual population of characters, and perceptual studies 

to evaluate character simulation quality and communication abilities. He has previously worked with 

Lawrence Berkeley National Lab (USA), IBM Research (Germany), Dassault Systemes (Germany), APS - 

European Centre for Mechatronics GmbH (Germany), Qatar University, Tata Steel (India), Autocop 

India, and Alfa Laval (India) on various projects. 

Christopher Peters is an Associate Professor in Human-Computer Intercation and Computer Graphics 

at KTH Royal Institute of Technology, where he also directs the Embodied Social Agents Lab (ESAL) at 

the Division of Computational Science and Technology (CST). His research interests include the 

investigation of interrelationships between computational visual attention, affect, memory, theory of 

mind and gaze control models for real-time control, perception, and multimodal interaction tasks with 

social humanoid agents, groups and crowds. His research is applied to virtual characters and robots in 

both virtual and real world urban contexts. 

Abstract: To simulate virtual characters that can adaptively generate a socially acceptable behavior, 

generative algorithms and complex systems are necessary. Such middleware is used for simulating 

reactive behaviours within small dynamic groups, including animated multimodal expressions (i.e. face 

and full-body, etc) and formation based on the analysis of inter-personal attitudes in human social 

situations (via positioning, posture, gaze and other modalities), enabling them to dynamically react in 

an appropriate and fluent manner and to facilitate ‘social bonding’ with humans. In this presentation, 

we enlist various reactive knowledge based systems that can model territoriality, proxemics and social 

navigation to a social scenario. Many comprehensive modular frameworks exist for various application 

such as virtual human research, medical research etc. On the other hand, the automated models that 

generate the virtual character animation are trained on motion capture databases recorded from real 

https://imagecomputing.net/damien.rohmer/
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humans that wear a motion capture suit equipped with markers placed at respective anatomical 

locations of the body. These packages are coupled with visualization engines such as Unity game 

engine that enables us to create and visualize 2D and 3D entities, games and experiences. This pipeline 

that begins with a motion capture experiment to collect real life data to modeling and visualising 

socially complaint virtual character simulation utilizes numerous such middleware tools to achieve 

that. 

8. Motion Capture Data and Style (A. Aristidou, UCY) 

Bio: Andreas Aristidou is an Assistant Professor at the Department of Computer Science, University of 

Cyprus and Research Fellow at CYENS Centre of Excellence. He had been a Cambridge European Trust 

fellow at the University of Cambridge, where he obtained his PhD. Andreas has a BSc in Informatics 

and Telecommunications from the National and Kapodistrian University of Athens and he is an honor 

graduate of King's College London. He is on the editorial board of The Visual Computer (TVC) journal, 

and serves as an Associate Editor. His main interests are focused on character animation, motion 

analysis, synthesis, and classification, and involve motion capture, inverse kinematics, deep and 

reinforcement learning, intangible cultural heritage, and applications of Conformal Geometric Algebra 

in graphics. 

Abstract: In this talk, we present a brief introduction to the most popular motion capture systems and 

motion file formats. Then, we discuss different pose representations that are suitable for training deep 

neural networks and thus ensure that the output motion is smooth and continuous; we then talk about 

what representations have been used in popular deep learning networks, outlining their advantages 

and limitations. Finally, we make a deliberate discussion on recent style transfer algorithms for 

unpaired motions, and a deep analysis framework that is suitable for contextually analyzing and 

indexing motions. 

9. Applications of Virtual Reality in Psychology and Neuroscience (M. Avraamides, S3D) 

Bio: Marios Avraamides is a Professor of Cognitive Psychology at the University of Cyprus, the Director 

of the Experimental Psychology Lab (EPL), and a Pillar Leader of Human Factors & Design at the RISE-

UP Centre. He is also a co-founder of Silversky3D and MentisVR. He holds a BA in Psychology from the 

University of Texas at Austin and an MSc and a PhD degree in Cognitive/Experimental Psychology from 

the Pennsylvania State University. Prior to joining the University of Cyprus, he had worked as a 

researcher at the University of California Santa Barbara (USA) and at the Max-Planck Institute for 

Biological Cybernetics (Germany) where he carried out research using VR. During his employment at 

the University of Cyprus he has carried out sabbaticals at the Department of Experimental Psychology 

of the University of Oxford (UK) and the MRC Cognition and Brain Sciences Unit (University of 

Cambridge, UK). He has been the PI on a number of international and local funded projects, including 

an ERC starting grant, 2 ERC Proof of Concept grants, and 3 Marie Curie-Sklodowska IF grants. At the 

University of Cyprus, Marios conducts research on the cognitive mechanisms that support memory, 

attention, and perception using Virtual Reality. 

Abstract: This talk will discuss the ways Virtual Reality can be used as a research tool in the fields of 

Psychology and Neuroscience. Specifically, I will briefly present findings from a number of empirical 

studies carried out by Silversky3D and its partners to investigate topics relating to human cognition, 

including attention, perception, and memory. Through these studies, I will highlight the value and 

potential of this technology for the study of cognitive processes and discuss its potential limitations.  
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10. Running Perceptual Experiments (C. O’Sullivan, TCD)  

Bio: Carol O’Sullivan is the Professor of Visual Computing in Trinity College Dublin. From 2013-2016 

she was a Senior Research Scientist at Disney Research in Los Angeles, and spent a sabbatical year as 

Visiting Professor in Seoul National University from 2012-2013. Her research interests include 

Graphics and Perception, Computer Animation, Crowd and Human simulation. She served as Editor in 

Chief for the ACM Transactions on Applied Perception from 2006-2012 and she organized 

Eurographics’2005 in Dublin, among others. She is the Technical Papers Chair for ACM SIGGRAPH Asia 

2021. She was elected a fellow of Trinity College in 2003 and of Eurographics in 2007.  

Abstract: In this talk, I will present some methods for running perception studies, with examples from 

Character Animation, Rendering and VR. 

11. Multiuser Virtual Reality (A. Steed, UCL) 

Bio: Anthony Steed is Head of the Virtual Environments and Computer Graphics group in the 

Department of Computer Science at University College London. He has over 25 years’ experience in 

developing effective immersive experiences. While his early work focussed on the engineering of 

displays and software, more recently it has focussed on user engagement in collaborative and 

telepresent scenarios. He received the IEEE VGTC’s 2016 Virtual Reality Technical Achievement Award.  

Recently he was a Visiting Researcher at Microsoft Research, Redmond and an Erskine Fellow at the 

Human Interface Technology Laboratory in Christchurch, New Zealand. He is UCL’s PI for the CLIPE 

project. 

Abstract: I will talk about multi-user virtual reality from both a technical and evaluative point of view. 

I will give a brief overview of the types of MUVR and some of the recent avatar technologies used in 

them. I will give an outline of some framings of how to evaluate these systems. I will also briefly 

introduce our new Ubiq toolkit which allows rapid development on MUVR systems. We have made 

this toolkit open source to facilitate exploration of new technologies and their impact on users. 

13. Virtual characters in the game and film industry (S. Donikian, Golaem) 

Bio: Stéphane Donikian defended his PhD thesis in computer sciences from University of Rennes 1 in 

1992. He was successively a researcher at CNRS and Inria with a focus on virtual humans. He obtained 

an accreditation to direct researches (HDR) in 2004.  He founded the Bunraku research team in 2006, 

whose research topics were focused on virtual humans and virtual reality, with extensive academic 

and industrial worldwide collaborations. He published over 100 publications in international journals, 

conferences and books. He has coordinated or participated to various national, EU and international 

collaborative projects. He has various teaching experience in Computer Science (Animation, Virtual 

Reality, Interactive Storytelling, Spatial Reasoning, HMI).  

He left the responsibility for the team in 2009 to found and lead the Golaem company. Golaem makes 

it easy and affordable to populate worlds with smart & directable digital characters, from a few to 

thousands. Hundreds of Visual Effects and Animation studios from all over the globe use Golaem to 

bring life to commercials, episodic productions, feature films and games. Golaem’s portfolio includes 

TV series such as Game of Thrones, the Japanese manga One Piece and a slew of blockbusters such as 

Marvel’s Black Panther, Thor, Spiderman and Pirates of the Caribbean, to name but a few. He is CEO 

of Golaem. 
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He was awarded the French  Inria / Dassault Systèmes innovation prize in 2011. Golaem won in 2019 

a Technology and Engineering Emmy Award and in 2020 the Innovation Prize from the French 

Academy of Cinema Arts and Techniques. He provides expertise to various EU and National Research 

and Innovation Funding Agencies in the field of creative industries. 

Abstract: A background actor or extra, is a performer in featured and animated movies, TV shows, 

Commercials or Game cinematics who appears in the background. Since the introduction of 3D digital 

extras in the movie Titanic directed by James Cameron in 1997, their use and capabilities have been 

considerably extended and is no more restricted to the far background. I will briefly introduce and 

illustrate the historical development and diversity of software used to model and animate 3D digital 

extras from a few to hundreds of thousands. 

14. Personalised, interactive and immersive broadcasting (F. Schweiger, BBC) 

Bio: Florian Schweiger is a Senior R&D Engineer in the Research & Development department at the 

British Broadcasting Corporation (BBC). He joined the BBC in 2014 and has since contributed to several 

projects in the areas of computer vision and computer graphics, working on interactive 

representations of actors and performers with volumetric video (European Framework 7 funded 

project RE@CT, 2011–14), object-based interactive storytelling (InnovateUK funded project EIST, 

2018–'20), and more recently on flexible production tools for creating six-degrees-of-freedom content 

for XR and virtual production (InnovateUK funded project Polymersive, 2019–'21). Florian graduated 

from ENST Bretagne and holds a PhD in Electrical Engineering and Information Technology from TU 

Munich. His current research focus is on light field representations and their appplications in 

broadcasting. 

Abstract: This talk will give an overview of the British Broadcasting Corporation (BBC), its Research & 

Development department, and some of the challenges that the world's first and biggest public service 

broadcaster faces in the 21st century. 

We will look at examples of recent work in BBC R&D that aims at making the offering of the BBC more 

personalised, more immersive and more interactive, such as object-based media, spatial audio, light 

field representations and synthetic content. 

15. Generating and Editing Ultra Realistic Faces (D. Cohen-Or, TAU and D. Lishinski, HUJI)  

Bios: Daniel Cohen-Or is a professor in the School of Computer Science. He received his B.Sc. cum 

laude in both mathematics and computer science (1985), andM.Sc. cum laude in computer science 

(1986) from Ben-Gurion University, and Ph.D. from the Department of Computer Science (1991) at 

State University of New York at Stony Brook. He was sitting on the editorial board of a number of 

international journals, and a member of many the program committees of several international 

conferences. He was the recipient of the Eurographics Outstanding Technical Contributions Award in 

2005. In 2013 he received The People’s Republic of China Friendship Award. In 2015 he has been 

named a Thomson Reuters Highly Cited Researcherץ He received the ACM SIGGRAPH Computer 

Graphics Achievement Award in 2018. In 2019 he won The Kadar Family Award for Outstanding 

Research. In 2020 he received The Eurographics Distinguished Career Award. His research interests 

are in computer graphics, in particular, synthesis, processing and modeling techniques. 

Dani Lischinski is a Professor at the School of Computer Science and Engineering at the Hebrew 

University of Jerusalem, Israel. He received his PhD from Cornell University in 1994, and was a post-

doctoral research associate at the University of Washington until 1996. In 2002/3, he spent a 

https://www.bbc.co.uk/rd/projects/re-ct
https://www.foundry.com/insights/vr-ar-mr/project-eist
https://gtr.ukri.org/projects?ref=105168
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sabbatical year at Pixar Animation Studios. In 2012 he received the Eurographics Outstanding 

Technical Contributions Award. In 2017, he served as the Technical Papers Chair for SIGGRAPH Asia 

2017. His areas of interest span a wide variety of topics in the fields of computer graphics, image and 

video processing, and computer vision. Most of his recent work involves deep neural networks and 

their applications in graphics and vision. 

Abstract (first talk): StyleGAN has recently been established as the state-of-the-art unconditional 

generator, synthesizing images of phenomenal realism and fidelity, particularly for human faces. With 

its rich semantic space, many works have attempted to understand and control StyleGAN’s latent 

representations with the goal of performing image manipulations. To perform manipulations on real 

images, however, one must learn to “invert” the GAN and encode the image into StyleGAN’s latent 

space, which remains a challenge. In this talk, I will discuss recent techniques and advancements in 

GAN Inversion and explore their importance for real image editing applications. In addition, going 

beyond the inversion task, I will demonstrate how StyleGAN can be used for performing a wide range 

of image editing tasks. 

Abstract (Second Talk): In this talk, our goal is to understand to what degree disentanglement is 

inherent in style-based generator architectures, and perhaps more importantly, understand how to 

find these disentangled controls. To this end, we explore and analyze the latent style space of 

StyleGAN, a state-of-the-art architecture for image generation. We first show that StyleSpace, the 

space of channel-wise style parameters, is significantly more disentangled than the other intermediate 

latent spaces explored by previous works. Next, we describe a method for discovering a large 

collection of style channels, each of which is shown to control a distinct visual attribute in a highly 

localized and disentangled manner. Third, we propose a simple method for identifying style channels 

that control a specific attribute, using a pretrained classifier or a small number of example images. 

Finally, we demonstrate how to identify semantically meaningful manipulation directions in 

StyleSpace using natural language. 

16. Machine Learning techniques for computer animation (D. Holden, Ubisoft) 

Bio: Daniel Holden is a Machine Learning researcher working at Ubisoft Montréal's Research and 

Development Lab "Ubisoft La Forge". He completed his PhD in 2017 at The University of Edinburgh 

with research focusing on how Neural Networks and Machine Learning techniques can be used to 

produce state-of-the-art character animation systems. At "Ubisoft La Forge" he has helped develop 

and guide several important Machine Learning research projects, and has previously presented his 

research at GDC, SIGGRAPH, and SIGGRAPH Asia. 

Abstract: In recent years academia and industry have both seen a revolution in the way character 

animation systems are built – with Machine Learning based techniques coming out of academic 

research, and Motion Matching based techniques being developed by many companies in the 

industry. Although different in many ways, both of these approaches have one thing in common – a 

renewed focus on data and how to use it. In this talk I will cover how this new focus require us to 

fundamentally change the way we think about building animation systems, and how at Ubisoft La 

Forge, we have tried to bring together these new developments coming from the world of academia 

and industry in our latest research. 
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17. Human body scanning in fashion retail (S. Sturges - Treedy's) 

Bio: Stephan is the CTO and co-founder of human-body scanning company Treedy's, and has been 

making technology to enable high quality scans of people for the last 8 years. 

Abstract: Stephan will present the current status of human-body scanning in fashion retail, what 

Treedy's does, and where / why this market has been accelerating over the last few years. 

18. Research Ethics for scientists, industry and partnership (M.Black, T. Alexiadis, MPG, and A. 

Steed, UCL, and C. O’Sullivan, TCD). 

Tsvetelina Alexiadis - CLIPE ethical advisor (Capture Facilities Manager and Trial Coordinator at the 

Perceiving Systems Department, Max-Planck Institute for Intelligent Systems in Tübingen, Germany) 

Bio: Tsvetelina Alexiadis manages the Data Team and the capture facilities at the Perceiving Systems 

Department at the Max-Planck Institute for Intelligent Systems in Tübingen, Germany. She is 

responsible for ethics and data safety. She has vast experience in designing trials, recruiting 

participants, capturing human subjects using multiple scanning systems and processing and managing 

data. She and her team have contributed greatly to most of the department’s successful publications. 

She is an ethical advisor within the CLIPE project. 

Abstract: When designing a human subject study many aspects need to be considered. The approval 

of an ethics committee might be needed. Study proposals, consent forms and recruitment texts need 

to be carefully prepared. From the first tests, through processing and working with the data, to 

publishing it or making it available to the community, you have to be very careful about data privacy 

at every step of your workflow. This talk offers some practical guidance on ethics, data collection and 

data handling and good practices from the Perceiving Systems Department at the Max-Planck Institute 

for Intelligent Systems. 

20. Open, fair, and unbiased data: Lessons from computer vision and beyond (J. Otterbacher, OUC) 

Bio: Jahna Otterbacher received her doctorate from the University of Michigan (Ann Arbor, USA). She 

is currently Associate Professor at the Open University of Cyprus (OUC), School of Pure and Applied 

Sciences. Jahna coordinates the Cyprus Center for Algorithmic Transparency (CyCAT) at the OUC, 

funded by the H2020 Widespread Twinning program. The CyCAT seeks to promote transparency and 

accountability in algorithmic systems that people routinely use, but that are rather opaque to them, 

through three types of interventions – data-, developer- and user-focused. In addition to her post at 

the OUC, Jahna holds a concurrent appointment as team leader of the Transparency in Algorithms 

Group at CYENS, a center of excellence and innovation in Nicosia, Cyprus, in collaboration with two 

international Advanced Partners, UCL and MPI. 

Abstract: Data-driven systems and processes are recently under intense scrutiny when it comes to 

their social and ethical consequences, and the EU’s Artificial Intelligence Act is just around the corner. 

In this session, we’ll take a critical look at the data practices behind the creation of algorithms, and 

the need to anticipate what kinds of ethical issues may arise when we use – and reuse – datasets for 

training and evaluation. I will present examples of my team’s ongoing work on the “social behaviors” 

of computer vision algorithms, which includes the auditing of algorithms and datasets for social biases. 

We’ll also discuss the responsibilities we have as researchers to make our datasets FAIR (findable, 

accessible, interoperational and reusable) and some best practices surrounding FAIR data. 


