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This Presentation
� What am I going to cover?

– Introduction

– H R Giger

– Project Motivation

– Bump-maps

– Tilings

– Lessons Learned and Future Work

– Conclusions
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Intr oduction
� H R Giger

� Generate Giger styled:

– Bump-maps

– Colors

– Tiles

– Shapes
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H R Giger
� Born 1940 in Switzerland

� Art Career from 1964 to Now

� Style

– Biomechanical

– Sexual

– Horror

– Satanic

– Fetishistic

� Inspiration from night terrors.

� Worked on movies such as Alien
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H R Giger's Work
� Airbrush, Oils, Sculpture (various materials)

� Objects often merge into the background and foreground and other objects.

� Airbrush allows for weird transitions between the mechanical and the

� Artwork doesn't always adhere to any sane sort of projections.

� Smooth lines and soft curves juxtaposed against hard lines and curves.

� Penises, vaginas and butts are common themes.

� Mixture of mechanical and organic shapes
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Figure 1: Giger: Landscape I (Circuit Pattern)
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Figure 2: Giger: Landscape II (Circuit Pattern)
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Figure 3: Giger: XVI
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Figure 4: Giger: NYC XXIII
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What is the project about?
� Generating mechanical Giger style art

� Generating textures and bump-maps appropriate for Giger Style Art

� Circuit Board bump-map

� Organic bump-map

� Industrial Tilings

� Applications

– Procedural bump-maps

– Animation
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Figure 5: Giger: Dune IV
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Organic Bump-map
� Cabling across a smooth surface

� Much like one of Giger's Dune pictures

� Ellipses on a torus

– Simulated by drawing an ellipse 9 times (think tic-tac-toe)

� Left to do:

– Make interesting intersection

– Add a gradient

– Fill some spaces

– Show it could be generated procedurally

Abram Hindle 12



Giger Styled Decoration CS798

Figure 6: Ellipse Pattern
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Figure 7: Application of Ellipse Pattern
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Figure 8: Giger: Unknown
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Metal Tiles
� Like Wang Tiles

� Tiled on a torus

� Constraint based Tiler

– Random place and �ll

– Find complete tiling (NP)

– Choose random tile when tile placement fails

� POVRAY shapes

� Set of tiles with constraints for neighbors
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Figure 9: Example Tiles
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Figure 10: Example Semi-Random Tiling
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Metal Tiles
� Left To Do:

– Better tiles

– More joining tiles

– Spine Based Tiles

Abram Hindle 19



Giger Styled Decoration CS798

Circuit Bump-map
� Hex Grid of Tiles

� Points connected by lines

� Based on Wang tiles

� Lines can only bend by 1 rotation

� Used to bump-map various mechanical objects

� Tiled on a torus

� Left To Do:

– Finish the code

– Investigate other planar cover algorithms

– Show it could be generated procedurally

– Emphasize a more Giger-esque style
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Figure 11: Example of Circuit tiles
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Overall Left To Do
� Focus on textures, colors and style

� Get some skulls in there

� Work on spines and pipes

� Finish the circuit program

� Make it look good
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Lessons Learned So Far
� Tiling are not always easily computable

� Giger's work is more about repeated mechanical objects in a smooth organic

setting.

� Organic looking structures are harder make than mechanical
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Future Work
� Mutate Humanoid Characters.

� Model or expand pieces by Giger and animate their environment.

� Animation
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Conc lusion
� Much is left to do

� Worked on:

– organic bump-map

– a circuit bump-map

– metal tiles.

� Plan to work more on pipes and spines.

� Plan to focus more on aesthetic
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