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C IR: curricular and instructional resources+

by Frank Hanisch, Peter Weishar
Contact: hanisch@uni-tuebingen.de, pweishar@scad.edu
http://education.siggraph.org/resources

Many members of the computer graphics community feel they have created 
a new way of teaching, an outstanding course, or an innovative teaching gem 
for a particular problem. Others desperately seek such curricula and materials.

The ACM SIGGRAPH Education Committee has formed a new subcommittee,
Curricular and Instructional Resources (C+IR), to improve the dissemination of
educational resources and curricular frameworks. Activities aim at defining the
computer graphics discipline, collecting classroom materials, and integrating 
the committee’s community building efforts into the broader curricular efforts. 
In 2006, the group revised a knowledge base, which will now be incorporated in
other resource peer-reviewed CGEMS repository, the newly founded cgSource, a
community-based material collection, and the Education Index. The peer-reviewed
CGEMS has collected new quality materials and will present a “best of” in the
Education Forum in the Educators Program at the SIGGRAPH 2007 conference.

WHAT’S IN IT FOR YOU
Materials in the cgSource and CGEMS collections are free, and ready to use in your
classroom. Both provide useful tools for planning your course or curriculum, and
allow you to evaluate what you cover in your course. The Education Committee
further supports a dialog between educators and prospective employers in the field
to determine the essential background training needed to support specific career
skills.

Furthermore, if you have developed educational quality in the field, you can share it
here with the larger community, gaining peer recognition in the process. Submitting
to cgSource is simple and barrier-free. CGEMS, on the other hand, is rigorously
peer-reviewed by respected educators and experts in the field.

Download donated materials at http://cgems.inesc.pt or
http://education.siggraph.org/resources/cgsource.

At the conference

Education Forum

Thu, Aug 9, 3-5 PM

C+IR Report

2007 CGEMS Awards
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director’s statement

Most people who are familiar with SIGGRAPH are well aware of the world-renowned
annual conference. But few of them are aware of the organization behind it. In the
same way, some people may be familiar with the Educators Program at the annual
SIGGRAPH conference, but few are familiar with the ACM SIGGRAPH Education
Committee and its year-round activities.

This ACM SIGGRAPH Education Committee Annual Report seeks to help the
SIGGRAPH community become more familiar with the Committee, what it does, and
how others can participate.

As predicted in this space last year, 2006-2007 has been a year of both continuity
and change for the ACM SIGGRAPH Education Committee. The continuity is
evidenced by our ongoing programs and resources, as well as the continuing
commitment of Education Committee members.* The change is abundantly clear by
our significant reorganization, enhancement of existing services, and a host of new
undertakings detailed here.

There is no need for me to summarize the Committee’s extensive activities in this
introduction. Instead, I’m pleased to let the members of the ACM SIGGRAPH
Education Committee speak for themselves.

Rick Barry
Director for Education
ACM SIGGRAPH

*ACM SIGGRAPH is a professional organization run by volunteers. The volunteer
members of the Education Committee are dedicated, selfless professionals and
students who are a privilege to know and to work with. Their only reward is to serve
our membership and our community. I am deeply grateful to each of them.
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Fundamentals: Computer graphics, as with any
discipline, has a language and culture of its own.
Before students can begin an in-depth study of 
the discipline, they must first be introduced to 
the fundamental vocabulary, tools, and concepts.

Professional Issues: Students must learn more
than just the art and science of graphics; they also
must learn about ethical and legal issues, the
business and marketing of one’s own work, and
cooperative work with others inside and outside their
own discipline, from other cultures and backgrounds.

Physical Sciences: Computer graphics practitioners
require a solid understanding of the physical world in
order to accurately represent such things as lighting
effects, the physical structure and movement of
characters, and physical processes such as gravity,
momentum, fluid, or fire.

Math: Images and animations are represented and
rendered by the computer using mathematical
structures and algorithms. Effective use of graphics
software is not possible without basic understanding
of these representations. 

Perception and Cognition: The ultimate consumer
of computer graphics is the human being. As such,
an understanding of the human perceptual system 
is essential for effective use of graphics. 

Human Computer Interaction: What a graphic
artist can create is greatly influenced by the nature
and quality of the computer interface, which includes
the standard mouse, tablet and monitor, as well as 
a range of newer devices being developed in areas
such as virtual reality and haptics.

Programming & Scripting: Computer graphics
software is created through programming which
translates mathematical algorithms and modeling
data into images on a screen. Programming skills
are, of course, essential for software developers 
but they are also valuable for software users.

Animation: As the use of graphics moves from
single images to multiple frame motion sequences,
the study of object motion becomes vital. Animated
films, special effects for cinema, computer games,
and real time visualization systems are all products 
of animation that have become ubiquitous.

Rendering: One of the more classic problems in
computer graphics is that of rendering. Simply
stated, rendering is process by which images 
are generated from 3D scene descriptions. 

Modeling: In order to render a scene or animated
sequence, one must first be able to mathematically
describe the scene. Modeling is the process 
of defining, using mathematical operations and
constructs as a basis, objects that appear in a
scene.

Graphics Hardware: This area involves the
underlying machinery that comprises graphics
systems. An understanding of the fundamental
devices, peripherals, and hardware components is
crucial in making the most effective use of existing
system and the design and creation of future
systems.

Digital Images: The essential output of any 
graphics system is the image. Engineering, science,
mathematics, and photography have developed a
basic theory of images along with tools, algorithms,
and models that employ this theory. 

Communications: Computer graphics is about
visually conveying a story to an audience, regardless
of whether the story refers to a scientific process, 
a fairy tale or a television commercial. 

Cultural Perspectives: Computer graphics does 
not exist in a vacuum. Cultural norms, political and
economic environments, and individual beliefs all
affect choices with regard to form and content of the
work produced, as well as how the final work will be
perceived by the audience.

Art and Design Foundation: Art and design have
evolved with the inclusion of digital media. Traditional
study of art and design theory has remained relevant,
but this transformation has necessitated the inclusion
of computer oriented information in the study of
these basic elements and principles. 

Real-Time Graphics: The use of graphics in real
time applications presents it own set of special
challenges. Addressing these challenges involve 
the optimal use of hardware and software, as well 
as the design and development new and efficient
algorithms.
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curriculum knowledge base

Coordinators: Tony Alley, Cary Laxer
Contact: tflaxman@flaxanimation.com
http://education.siggraph.org/resources/knowledge-base

by Tereza Flaxman

Computer Graphics is evolving as a discipline characterized by the fusion of artistic
and technical theories and skills. This project aims at defining this discipline by
creating a curriculum knowledge base (CKB). The knowledge base is presented 
as a palette of subject areas and skills that forms the necessary educational
framework for creating undergraduate curricula in computer graphics. It facilitates
the development of attributes that will create paths toward professional work,
graduate studies, and lifelong skills-development and learning in computer graphics.
The details provided here are principally oriented toward faculty members designing
new computer graphics programs or those evolving existing ones. They also benefit
students who wish to craft their own programs in computer graphics, as well as
administrators and accreditation officials seeking guidance for framing and
assessing these programs. An overview of CKB topic areas may be found below.

At last year’s SIGGRAPH 2006 Educators Program, the curriculum committee held a
forum on the CKB. At that forum the committee presented the CKB to the
attendees and solicited feedback and discussion. There were many positive
comments made at the forum. Several audience members commented that they
were following a similar knowledge base at their home institutions.

In September 2006, the knowledge base was presented at the Eurographics
Workshop on Computer Graphics Education 2006: “Defining an International
Curriculum in Computer Graphics,” Vienna, Austria. The workshop was attended 
by 23 participants representing 10 different countries. The feedback was positive
and portions of the knowledge base were used as a reference for defining an
international curriculum intended to meet the Bologna education requirements in
Europe.
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BEST MATERIAL
Title: A Lab Exercise for 2D Line Clipping
Author: Dr. David J Stahl, Jr.
Affiliation: US Naval Academy

Keywords: 2D/3D modeling, algorithm development, rendering
Audience: Undergraduate introductory computer graphics
Prerequisites: Algebra and trigonometry
Requirements: Unix or Windows, OpenGL, C++ compiler

Abstract: Line clipping is a fundamental topic in an introductory graphics course.
The simplicity and elegance of the classic Cohen-Sutherland 2D Line Clipping
Algorithm makes it suitable for implementation by the student in a lab exercise. 
An understanding of the algorithm is reinforced by having students write actual
code and see the results. A code framework is provided that allows an instructor 
to focus student effort on the algorithm while avoiding the details of the
visualization API used to render the results.

Editor’s Note: Dr. Stahl from US Naval Academy showcases a brilliantly prepared 
lab exercise on a central graphics problem, which immediately achieved maximum
grading in the first CGEMS review phase. The module provides all of the files 
for display and interaction in order to permit focusing student effort on the
implementation of the algorithm. Students will be able to apply theoretical
knowledge to create a real implementation. A clear winner that can serve as
template for future CGEMS problem sets!

2007 CGEMS awards
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: computer graphics materials source

Coordinators: Frank Hanisch, Joaquim Jorge
Contact: hanisch@uni-tuebingen.de
http://education.siggraph.org/resources/cgems

The Computer Graphics Materials Source (CGEMS) is a peer-reviewed online
repository providing computer graphics curricula, course modules and syllabi, 
lab notes, problem sets, teaching gems, and student work. CGEMS materials 
are documented with educational goals, methodology, assessment, and undergo
critique by experts in the field (long-term educators, professionals, and artists).
Materials can be downloaded for free and directly used in the classroom. 
The documentation helps educators to execute and customize materials in their 
specific setting. As a Eurographics/ACM SIGGRAPH joint project, CGEMS offers
peer recognition and educational excellence worldwide.

Experience has shown that CGEMS publications differ from traditional research
papers, and also from education papers published via the SIGGRAPH conference’s
Educators Program. Based on our experience with dissemination and submissions,
together with the feedback obtained from a community survey at SIGGRAPH 2005,
the CGEMS group developed authoring guidelines for each submission category,
and reinforced peer recognition and visibility through partnerships with key CG
communities, conferences, and publications. As part of this effort, CGEMS now
collects computer graphics curricula, more specifically the body of knowledge of a
specific curriculum with knowledge areas, units, and exemplary topics. Submissions
from the latest call for materials show substantial progress in attracting educational
materials of high quality. Awards for Best Materials and Honorable Mentions will be
presented during the Education Forum at the SIGGRAPH 2007 Educators Program.

CALL FOR MATERIALS
We seek to collect educational material showcasing the best examples of teaching
in Computer Graphics and Digital Arts. If you have developed valuable content in
the field, publish it and shape your academic identity!

Outstanding contributions will be exhibited at SIGGRAPH 2008. The winner will
receive free conference access.

We will consider material in the following categories:

• Complete Module: A self-contained, single-topic teaching unit.
• Problem Set: Student assignments with underlying rational and structure.
• Teaching Gem: Innovative bits of teaching material that highlight an approach 

to teaching a particular problem.
• Curriculum: The body of knowledge of a specific curriculum with knowledge 

areas, units, and exemplary topics.

Authoring guidelines, templates, and examples are available at http://cgems.inesc.pt.

At the conference

Education Forum

Thu, Aug 9, 3-5 PM

C+IR Report

2007 CGEMS Awards
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Coordinators: Frederico Figueiredo, Bridget Gaynor, Josephine Leong
http://education.siggraph.org/resources/cgsource

The cgSource, a community-based online resource and a CGEMS complement,
aims at quickly spawning content through a simple and barrier-free online collection
of educational resources. Instead of requiring formal submission and peer review
(like CGEMS), materials submitted to cgSource are subject to basic acceptability
criteria followed by community commenting and rating.

This online repository considers any materials with educational use in Computer
Graphics (CG) and related fields. Materials are structured according to the current
CG taxonomy, as defined by the Education Committee’s Curriculum Knowledge
Base (CKB). Since some materials may be worthy of a CGEMS publication, both
teams are working out an arrangement for linking the two repositories. Both groups
will cooperate to further develop and implement this in the following months.
Materials published in cgSource will also be connected with the new Education
Index, through the CKB taxonomy, although the details are still under discussion. 

Regarding licensing, unless otherwise noted, cgSource materials will be licensed
under the Creative Commons License. As a result, users may copy, distribute,
display, and adapt the work as long as it is attributed to the author, not used for
commercial purposes, and shared under an identical license when altered, adapted,
or derived.

To review these materials, volunteer moderation is required. The current proposed
acceptability criteria include subject scope, licensing, affiliation, completeness, 

education resource collection
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CGEMS HONORABLE MENTION
Title: ShaderSchool – A tutorial for shader programming
Authors: Kristopher J. Blom, Steffi Beckhaus, Ulf Reimers, Malte Thiesen
Affiliation: im/ve, University of Hamburg

Keywords: 3D pipeline, lighting, shader programming, OpenGL
Audience: Graduate computer graphics students
Prerequisites: Introductory computer graphics course
Requirements: Windows, GPU with OpenGL shader extensions

Abstract: We present a tool for in-class and self-study learning that provides a
convenient introduction into GLSL shader programming. The tool presents shaders
in an interactive manner, and can be presented in-class in a group interactive
manner or used as an individual tutorial. In ShaderSchool the materials are
presented in sections with interactive assignments integrated into the tool, which
help reinforce the students learning. It was created and applied successfully in an
university computer graphics class. Additionally, the ShaderSchool tool is extensible
to easily incorporate further lessons.

CGEMS HONORABLE MENTION
Title: A Knowledge Base for the Emerging Discipline of Computer Graphics
Authors: Curriculum Knowledge Base team (see above)

Keywords: Curriculum 
Audience: Faculty members, Computer graphics educators

Editor’s Note: The Education Committee's Curriculum Knowledge Base team
submitted their final outcome to CGEMS in order to have their work reviewed 
by highly respected experts in the field. Our independent CGEMS reviewers have
reconfirmed that this represents a major milestone for defining the computer
graphics discipline, and is a useful tool for every educator in the field. The authors
have identified a knowledge base for the new century, and what they are proposing
is somewhat radical – a new discipline that is neither art nor science, but both and
more. We are confident the decisions presented here will build the base for future
computer graphics curricula – refined over years with continuing feedback from the
community.

Editor’s Note: An interesting and
useful program to learn about
shaders. Four programming lessons
with increasing difficulty are included,
and the authors further describe how
to add custom lessons. Tutorial,
lessons, and compiler are integrated
in one program, which enables
students to concentrate on the
shading language. In the end, the
difference between pixel and vertex
shader becomes clear and the student
is able to write simple shaders.
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education committee website

community building & support

Coordinator: Wobbe F. Koning, Education SysAdmin
Contact: wobbe@siggraph.org

Our website has had a major overhaul over the last year. Technically this involved
porting all the content over to the open source content management system Plone
(plone.org). It also meant reviewing all the content and reorganizing it to increase
accessibility. The new site went on-line in September 2006. More features have
been added since, like the education spotlight, which will change regularly and
highlights content on the site.

The Plone system that now drives the dynamic site has built-in capabilities for
creating an on-line community. We hope to open up the site to public membership
soon. Members of the site will be able to leave comments on the resource in the
new cgSource area, and give each resource a ranking (vote). In time we hope to
expand on this. We are also looking into using the site to get on-line submissions
for new resources.

With our increased web presence we hope to become an important resource to
which computer graphics educators can turn for teaching materials, curriculum
development and information on institutions in the field of computer graphics and
digital arts education (with the upcoming Education Index).

education.siggraph.org
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usability with free/available software, and specified technical requirements. Other
considerations like grammar, proper citations, copyright permissions, or fake
submissions, are the responsibility of authors to fulfill and of the community to judge.

In addition to name/affiliation and license agreement, when submitting, authors are
asked to provide: title of the content; short description; long description (a more
detailed description of the content and the files included; plus the requirements for
viewing); and CG keywords (according to CKB taxonomy). From these, only the title
of the content is mandatory. All other fields are highly encouraged, but not required.
It is up to the authors to decide what information to provide (in addition to the basic
acceptability criteria). The CG online community will do the rest. In addition to
relevant metadata, authors must include all the files that are part of their material. 

The cgSource team is currently reviewing and refining the proposed accessibility
criteria. In a short term, these procedures will be implemented in a limit number of
materials, for testing purposes. At the same time, currently existing materials will be
integrated into the CKB taxonomy. We also plan to solicit materials during the
SIGGRAPH 2007.

visualization education

Coordinator: Gitta Domik
http://www.uni-paderborn.de/cs/vis

Education on Visualization has gained significance for non-technical majors in
recent years. While teaching material has become available for visualization
education in the computing curricula, there is little available for students in 
non-technical fields. Educators of such courses are in need of assistance.

The ACM SIGGRAPH Education subcommittee on Visualization Education has
recognized this need and contributed to the workshop “Visualization Education for
non-technical Majors” at the IEEE Visualization Conference 07 in Baltimore (October
29, 2006). The workshop had an (unexpectedly) high attendance. In accordance
with the workshop chair, Holly Rushmeier from Yale University, we interlinked her
post-workshop website with our Visualization Education website. Cooperation
between the IEEE Visualization community and SIGGRAPH`s Education Committee
is planned to continue.

digital arts curriculum framework
This new working group will design a Digital Arts Curriculum Framework to assist
educators and students in the creation of not only individual Digital Arts courses, 
but possibly the development of full a Digital Arts degree program. It could also
serve as a guide for students creating individualized courses of study at institutions
without Digital Arts majors. The project will strive to create a clear definition of what
Digital Arts means in an academic environment, and will also incorporate research
into some of the more well-established Digital Arts programs in both North America
(Cornell University, Texas A&M, The Ohio State University, etc.) and the world at large.
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games and interactive media

Coordinators: Susan Gold, Jacquelyn Ford Morie
Contact: goldfile@gmail.com

HIGHLIGHTS
The area of Game Education has been of increasing interest to the Education
Committee. In August 2006, Susan Gold and Jacki Morie accepted joint coordinator
responsibilities for Game Education (now called Games and Interactive Media), and
met for the first time to discuss the needs of this community.

In February 2007, Susan and Jacki discussed creating content for the annual
SIGGRAPH conference and decided they would like to create workshops for
professional development. Some issues that need to be addressed include costs,
overlap with Sandbox activities, and time limitations of the target audience.

In March 2007, Susan and Jacki developed an educators survey to assess the
needs of the Games and Interactive Media community. The survey went live in 
June 2007, and the following internet notice was published via the ACM SIGGRAPH
E-Quarterly:

The ACM SIGGRAPH Education Committee would like your help in
determining the needs of educators who have developed or in the process
of developing a video game component for their schools. Your input will
help us in determining future content and exploration of this exciting form 
of media. http://www.surveymonkey.com/s.asp?u=472603530799

FUTURE PLANS
We plan to conduct a “Games and Interactive Media” break-out session during the
Education Committee meeting at the SIGGRAPH 2007 conference in August. Based
on the preliminary results of that meeting, we will begin to plan for our first event
designed to meet the needs of our membership. This will likely take the form of a
workshop or a curriculum initiative.

Beginning September 1st, when the educators survey is completed, we will analyze
the survey data and develop an implementation plan.

Collaborative Efforts With Other SIGs
ACM SIGGRAPH and IGDA are exploring how they might work with one another to
provide each of their memberships an interesting joint event at future SIGGRAPH
conferences.
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Coordinator: Tereza Flaxman 
Contact: tflaxman@flaxanimation.com

The Education Index will be a comprehensive online interactive database of 
college programs teaching some form of computer graphics and/or digital arts. It 
will be a valuable resource for students looking for schools, for educators wanting
to connect with other educators, and for professionals wanting to broaden their
skills. The Index and supporting web site is currently in the design and database
construction stage. In our initial research phase, we identified over 450 college
programs that will form the foundation for the Index.

The Education Index will implement the Curriculum Knowledge Base structure, so
that it will be possible to search for programs based on topical areas, as well as by
degree type, geographic location and other attributes.

We expect to have a beta test version up and available for review and comment
during the 2007/2008 academic year.

e-quarterly editor

Coordinator: Barb Helfer
Contact: bhelfer@leapfrog.com

The Education Committee is participating in the new online version of Computer
Graphics Quarterly. We started with three articles in the November 2006 edition.
The ACM SIGGRAPH Computer Graphics Quarterly (or E-Quarterly) is the official
publication of the ACM SIGGRAPH organization. It is published in February, May,
August, and November of each year. Four articles or news items were submitted for
the February and May editions as well.

Education-related items thus far have been suggested by Director for Education
Rick Barry. In the coming year. I will take a new approach. We have two places 
for news events about education in computer graphics: the E-Quarterly and the
Latest News located on the Education Web site at http://education.siggraph.org.
I plan to be more aggressive in soliciting information for both of these items. One of
the articles for each E-Quarterly will be in the form of an interview with a colleague
either from the Education Committee or someone in computer graphics education.
This article will highlight their work with students and hopefully have student and
personal work accompanying the article. Two articles will feature activities from the
work the committee is doing. The final article will focus on techniques and research
being done within the education discipline, which might impact how and what we
teach.
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A separate exhibition may be an option to consider. We welcome suggestions 
and discussion during SIGGRAPH 2007 at the Saturday Education Committee 
meeting, and during the Education Forum at the Educators Program on Thursday. 

Joe Karlik has several industry contacts that we will cultivate for prizes/scholarships.
I will use my time at the next conference to identify companies that are willing to 
do the same.

SIGGRAPH 2008 teach/learn sphere

Dena Debry
2008 Teach/Learn Sphere Chair
Stanford University

The SIGGRAPH 2008 conference committee is committed to bringing educational
and professional development opportunities to conference attendees, including
educators. At the 2008 conference, you can expect to see classes, workshops, and
networking events organized by the SIGGRAPH 2008 Teach/Learn committee. The
ACM SIGGRAPH Education Committee will be collaborating with the committee on
sessions specifically focused on professionals in academia. The 2008 conference
committee is also calling for proposals for sessions related to mentoring, careers,
and professional development as part of the 2008 Call for Proposals.

undergraduate research initiative

Coordinator: William Joel
Contact: joelw@wcsu.edu

After four years of Birds-of-a-Feather working groups, various issues have been
identified regarding how best to create and support undergraduate research in
computer graphics and related disciplines. This past year, William Joel, director 
for the initiative, has presented preliminary findings as a member of two panels
(SIGCSE 2007, CCSCNE 2007). His presentations were well received in both cases.

This summer, Dr. Joel will be facilitating two sessions at SIGGRAPH 2007 in San
Diego. The first is a forum in the Educators track, where attendees can add their
voice to work of previous working groups. The second is another BOF concerning
the creation of inter-institutional undergraduate CG research projects. The intent 
of this BOF is to provide schools with small or non-existent research programs to
initiate such programs for their undergraduates. This will be accomplished through
resource sharing.

Future plans include an online resource to act as a clearing house for information on
existing undergraduate CG research programs and projects.
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P/SE: primary/secondary education

Coordinator: James Martinez
Contact: jamesmartinez@wyeriverupperschool.org

ACCOMPLISHMENTS FOR 2006-2007
In Support of our mission we are posting two web sites. Both are full of links, ideas,
and inspiration. If you would like to suggest a web site, publication, article, or other
item, please email me. 

Jim Moulton
http://jimmoulton.org
Jim spoke at the AIMS technology retreat in 2006. He has allowed us to post a link
to his web page. The following is a quote that sums up his philosophy.

“You see, rather than technology-based unit plans, I would advocate for
real-world efforts that make effective use of technology. Putting the ‘why’
before the ‘how.’”

David Warlick
http://www.landmark-project.com
In 2007, David spoke at the AIMS Technology Conference. His philosophy revolves
around information. The following quote is the first thing you read on his web site.

“This Web site is dedicated to the idea that the very nature of information is
changing, practically before our eyes. It is changing in what it looks like,
where we find it, what we look at to view it, what we can do with it, and
how we communicate it. Here you will find information and tools designed
to help us redefine literacy for the 21st Century.”

First Submission to CGEMS under Primary/Secondary Education
Attendance to SIGGRAPH conferences has inspired the first Primary/Secondary
submission to CGEMS. It has also created a commitment to identify people willing
to help with this process and develop curriculum in Math, Science, Civics, and Art.

Sub-Committee Identified
We have found three people willing to help with developing curriculum to be
submitted to CGEMS. They are Larry Schroth, Caroline Schroth and Joe Karlik. We
will continue to search for help, and hopefully grow the group nationally and
internationally. 

GOALS FOR 2007-2008
1.Submit abstracts for 3-5 lesson plans to be developed during the 2007-2008 

academic year in San Diego. The plans will be finalized and submitted to CGEMS 
by the end of the Academic year. All lesson plans will be tested and refined in 
Wye River Upper School classrooms. Hopefully by then we will have other 
educators to help with the testing process. Our goal is to develop lesson plans 
in Math, Science, Civics, and Art. 

2.Work with the Space-Time Student Competition to increase the quality and 
quantity of Primary and Secondary level student submissions. We are open to 
suggestions regarding the placement and deployment of P/S level work. 

Larry Schroth

State University of Pennsylvania

lawrenc289@mac.com

Caroline W. Schroth

Washington College

cws55@mac.com

Joe Karlik 

jkarlik@baybroadband.net
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EUROPE
Werner Hansmann
European Representative, Hamburg, Germany
Contact: hansmann@informatik.uni-hamburg.de

The education stream at the Eurographics 2006 conference in Vienna was very
successful; there were over 50 attendees who came to the 4 sessions regularly. 
We had 20 good submissions, 11 of which made it into the conference after
reviewing, and 4 of these finally were selected for publication in distinguished
journals (2 in Computer Graphics Forum, and 2 in Computers & Graphics).

In conjunction with the Eurographics 2006 conference, we had our Workshop 
on Computer Graphics Education, co-sponsored by Eurographics and ACM
SIGGRAPH. It was a very creative, very successful workshop on computer graphics
education in the context of the European Bologna Process. The results were
published electronically both at the Eurographics and the ACM-SIGGRAPH
websites. They will also be presented at a panel during this year's Eurographics
conference.

ASIA
Zhigeng Pan
Asian Representative, State Key Lab of CAD&CG, Zhejiang University, China
Contact: Zhigengpan@cad.zju.edu.cn

During Edutainment 2006, there was a symposium on Graphics Education and
Visual Learning. The workshop co-chairs were Prof. Steve Cunningham, Prof. Lars
KJelldahl, and Prof. Zhigeng Pan. A report of the event may soon be published by
Computers & Graphics. 

ASIAGRAPH is an event organized in Asia, focusing on CG education, digital art,
and including a trade exhibition. ASIAGRAPH 2007 was held on May 23-25, 2006 in
Shanghai, China, in cooperation with the ACM SIGGRAPH Beijing Chapter. ACM
SIGGRAPH President Scott Owen was the keynote speaker. Among other things,
Prof. Owen discussed the possibility of cooperation between ASIAGRAPH and
SIGGRAPH. 

ACM SIGGRAPH has begun work on developing
a SIGGRAPH conference in Asia, to be held in
the winter season. The first winter conference
may be held in Singapore in either 2008 or 2009.
This will enable Asians to more easily attend a
SIGGRAPH conference. It is likely that countries
like China, Japan, Singapore, Korea, and others
will play a key in the success of this Asian
conference.

www.asiagraph.com
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international activities
SOUTH AMERICA
Rejane Spitz
South American Representative, Rio de Janeiro, Brazil
Contact: rejane@dad.puc-rio.br

One of the objectives of the ACM SIGGRAPH Education Committee is to help
establish a world-wide network of computer graphics educators. The Education
Committee began its activities in South America in 1991, with the goal of
encouraging and promoting exchanges among academics involved in Computer
Graphics in South America.

We have established a partnership with SIGRADI, the Ibero-American Association
for Computer Graphics, which organizes an International Symposium on an annual
basis, always hosted by educational institutions located in different Ibero-American
countries. The ACM SIGGRAPH Education Committee South American representative
has been actively involved in this Organization, as a member of the Executive
Committee of SIGRADI 2000 (which took place in Rio de Janeiro, Brazil) as well as
a member of the Scientific Committee of several symposiums, and has attended
and presented her works in most of them. SIGRADI symposiums are indeed
excellent venues for promoting ACM SIGGRAPH educational activities and events,
and for encouraging educators from different countries to participate and join ACM
SIGGRAPH. In 2007 the Symposium will be held from October 23-25 in Mexico City,
hosted by Universidad La Salle, and we will be there!

We have also established an important partnership with the international association
LEONARDO/ISAST (International Society for the Arts, Science and Technology),
whose projects, publications and activities congregate CG professionals from all
over the world. Being an ACM SIGGRAPH Education Committee’s International
Representative, and, at the same time, a member of the International Board of
LEONARDO/ISAST, we have been involved in several collaborations between
LEONARDO/ISAST and SIGGRAPH.

As a former ACM SIGGRAPH International Chair, we have also been actively
involved with international activities related to SIGGRAPH conferences, especially
over the past 5 years as a volunteer member of the ACM SIGGRAPH International
Committee.

The SIGGRAPH South America library – where
SIGGRAPH publications and audio-visual
materials are available to the community for 
free – is hosted by the Department of Art &
Design at PUC-Rio University (Rio de Janeiro,
Brazil) and has been visited by students and
professionals from a variety of fields (Art and
Design, Information Technology, Engineering,
Communication and others) looking for 
resources to use in classroom presentations,
data for research and studies or current
information on events and conferences in the
fields of Computer Graphics and Electronic Art.

sigradi.uchilefau.cl
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Coordinator: Marla Schweppe (2004-2007)
Contact: Marla.Schweppe@siggraph.org

The traveling component of the 2006 Space-Time Student Exhibition was comprised
of 19 posters, interactive works, and animation. During the SIGGRAPH 2006
conference, 12 different schools or ACM SIGGRAPH chapters requested that the
traveling show be sent to them for local exhibition. As it happens, the contact
information was no longer valid for two summer venues; therefore we were unable
to ship the work to those locations. Fortunately, two other schools requested those
open slots.

The show has traveled from Boston to New York, Colorado, Georgia, Texas,
Arizona, and many other locations. I’d like to urge members of the Education
Committee, schools, chapters, and others to host the 2007 traveling show during
2007-2008. It's a great way to let your students know about SIGGRAPH, and to
encourage them to submit their own work to the competition. Having work in the
Space-Time Student Exhibition is a great resume booster for students, since the
work is so widely traveled.

traveling student exhibition
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conference activities

Coordinator: Barb Helfer
Contact: bhelfer@leapfrog.com

Education Committee conference activities include the Education Booth within 
the SIGGRAPH Village, the Education Committee activities within the Educators
Program, and the Space-Time Student Exhibition. Until this year, the Space-Time
exhibit was part of the Education Booth within the SIGGRAPH Village. At last year's
Education Committee meeting, we discussed the need for a more appropriate
venue. The level of quality and the number of submissions have drastically
increased over the past few years, raising the bar for accepted work. We all felt 
that it was time to give the students’ work the quality space they deserve.

Dena Eber, Rick Barry, Dawn Fox, Kathryn Saunders, and I worked throughout the
spring to get a separate space for the Exhibit and to raise awareness of the high
quality work our students are doing. The Conference Committee, and especially the
Educators Program Chair, Janese Swanson, Development Donations Coordinator,
Pete Braccio, and SIGGRAPH 2007 Conference Chair, Joe Marks were instrumental
in helping this venue materialize. We will be working with future conference
committees to make this venue a lasting entity and a part of the planning that goes
into future conferences.

Once the yearly reports are in, I will be working with the leads of the Committee
Structure to prepare for this year’s Ramp In and Ramp Out meetings. The Ramp In
Meeting will focus on the Space-Time Student Competition, and the winners will be
awarded at that time. The Ramp Out presentation will review the Education
Committee work done throughout the year, and will include a call for participation.

EDUCATION COMMITTEE CONFERENCE SCHEDULE (SDCC = San Diego Convention Center)

Education Committee Meeting Sat, Aug 4 8:30 AM – 5:30 PM San Diego Marriott Hotel & Marina

Education Booth Sun - Thu, Aug 5 - 9 9:00 AM – 5:00 PM ACM/SIGGRAPH Village, SDCC

Space-Time Student Gallery
Sun - Thu, Aug 5 - 9
Opens Sun 10 AM

9:00 AM – 5:00 PM
Closes Thu 12 PM

To the right of the Job Fair, SDCC

Educators Program Ramp In &
Space-Time Student Awards

Wed, Aug 6 8:30 AM - 9:30 AM
Educators Program
Room 8, SDCC

Education Committee Forum Thu, Aug 7 3:30 PM - 5:00 PM
Educators Program
Room 9, SDCC

Educators Program Ramp Out Thu, Aug 7 5:00 PM - 5:15 PM
Educators Program
Room 9, SDCC
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Second Place Winner
Exile
Wayne Silasi
Bonnie Mitchell
Bowling Green State University
Bowling Green, OH

Digital Print Competition
Title:

Student:
Instructor:

School:

Third Place Winner
7 Little Tads
Barbra Leigh
Brett Coderre
Animation Mentor, Berkeley, CA

Digital Print Competition
Title:

Student:
Instructor:

School:

Coordinator: LiQin Tan
Associate Professor, Rutgers University, Camden, NJ
Associate Coordinator: David Thomlison
Digital Art Student, Rutgers University, Camden, NJ

This year, the print competition includes both poster design and digital print. 
The poster design competition’s theme is SIGGRAPH 2007 “Face Tomorrow” and
the digital print category is open to artistic interpretation. There were a total of 297
applicants, with 247 completed submissions for the print competition, including 25
entrants for Primary/Secondary Education, 41 entrants for college prints and
181entrants for college posters.

Some students used Photoshop while others used 3D modeling software to create
their images and used Photoshop for final touch ups. A few remaining students
used different materials for their prints.

Jurors
Gary Day
Professor

University of Nebraska
Omaha, NE

Max Kazemzadeh
Assistant Professor

University of North Texas
Denton, TX

Ann Szeto
Professor

Sheridan College
Ontario, Canada

Allan Espiritu
Assistant Professor
Rutgers University

Camden, NJ

Jana Whittington
Associate Professor

Purdue University
Calumet, IN

student print competition

22 education.siggraph.org

First Place Winner
The Rediscovery
Piero Macgowan
Whitney Sherman
Maryland Institute College of Art
Baltimore, MD

Digital Print Competition
Title:

Student:
Instructor:

School:

Coordinator: Dena Elisabeth Eber
Associate Professor and Chair, Digital Arts, Bowling Green State University

The Space-Time competition is an international juried exhibition for currently
enrolled students working in computer graphics and digital arts. The exhibition
captures the state of creative computer-based student work, and acts as an annual
slice of the computer graphics continuum. Over time the print, interactive, and
animation projects displayed in the Space-Time exhibition will continually redefine
the aesthetics associated with the discipline as the technology affords new
opportunities. Over that same time, older technology and aesthetics will mature
and, in this way, be forever embedded in current works. As such, the past provides
disciplinary standards for the present, or the building blocks for work created with
newer technology. One does not replace the other; rather they represent a
multidimensional continuum that moves in many directions through space and time.
Thus, this exhibition embodies the multidimensionality of time and space as defined
by excellent student works in computer graphics and digital arts.

The Space-Time exhibition encompasses print, animation, and interactive works.
This year, not only did the print division include our traditional poster exhibition, but
we added a new digital print category in which the artist determines the theme and
the method of output or representation. The animation division includes excellent
and creative examples of animation ranging from the hyper-real to the traditional
abstract works. The interactive division showcases computer based interactive
works that engage the participant in novel ways and includes web based, desktop,
and interactive installation works. 

Together, the three divisions within the Space-Time exhibition capture a moment in
time that embodies the richness of creative expression within the space of
computer graphics technology from the past and present.



First Place Winner
Face Tomorrow
Mark Lev
Miyoung Min
Bergen County Academies
Hackensack, NJ

High School Poster Design Competition 
Title:

Student:
Instructor:

School:
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First Place Winner
Face Tomorrow
Dane Royer
John O. Smith
University of Wisconsin
Stevens Point, WI

Poster Design Competition
Title:

Student:
Instructor:

School:

Second Place Winner
Growth and Decay
Jakob Parris
John O. Smith
University of Wisconsin
Stevens Point, WI

Poster Design Competition
Title:

Student:
Instructor:

School:

Third Place Winner
The Blossom
Hsiao-Pei Chang
Wei-Chung Chang
National Taiwan University of Arts
Taipei, Taiwan

Poster Design Competition
Title:

Student:
Instructor:

School:

Second Place Winner
Still Time
Abigail Cunanan
Miyoung Min
Bergen County Academies
Hackensack, NJ

High School
Poster Design Competition 

Title:
Student:

Instructor:
School:

PRINT COMPETITION HONORABLE MENTION

Digital Print Competition
King and the Clown
Sung Pil Kim
Michael O'Rourke
Pratt Institute, Brooklyn, NY

Poster Design Competition
Technology Lifeline
Kaitlyn Cooper
John O. Smith
University of Wisconsin, Stevens Point, WI

Looking Into The Future
Katarzyna Siudzinska
Leslie Farber
William Paterson University, Wayne, NJ

High School Poster Design Competition
Face of Tomorrow
Cathy Huang
Miyoung Min
Bergen County Academies, Hackensack, NJ

Welcome to the Revolution
Alex Martinez
Denise Harman
Dale Jackson Career Center, Lewisville, TX

(Print Competition continued on page 30)
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Instructor:
School:
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Instructor:
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Instructor:
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Student:

Instructor:
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Second Place Winner
The C.M. Adsit Shooting Gallery
Carla Galler
Marco Tandefelt
Parsons The New School for Design,
New York, NY

Interactive Competition
Title:

Student:
Instructor:

School:

Third Place Winner
Animalia Chordata
Gabriel Barcia-Colombo
Luke Dubois & Morgan Barnard
New York University, New York, NY

Interactive Competition
Title:

Student:
Instructor:

School:
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Coordinator: Scott Paul Dunham
Visual Effects Supervisor
Founder of the SEMAFX Network and the Creative Energy Alliance

The response by our Interactivity students this year was staggering! We received 
a record number of entries from all over the world, each with it's own interpretation
of how “interactivity” can be used to enhance the viewer experience. Many of them
encompassed seemingly opposing themes including entertaining and thought
provoking, whimsical and serious, high concept and meat and potatoes! We noticed
that the clever use of interactive techniques seemed to be much more relaxed and
less forced, which shows a maturation of the art form as the tools become more
accessible and ubiquitous. We look forward to seeing how young people will further
interpret our world and how we all interact with it and each other.

Jurors
Mark DeRidder

CGI Animation Director
Armstrong White

Scott Conard
Assistant Professor of New Media

University of Montevallo

Mikki Rose
Rhythm & Hues

First Place Winner
Verve
Kyle Yugawa
Alex Pineda, Scott Looney, Mitch Hudson, & Claudia Dallendorfer
Academy of Art University, San Francisco, CA

Interactive Competition
Title:

Student:
Instructor:

School:

student interactive competition

New Media Showcase
Elaine Hackley
Adam Smith
Rochester Institute of Technology
Rochester, NY

Spamtrap
Bill Shackelford
Ken Rinaldo
Ohio State University
Columbus, OH

(Interactive Competition continued on page 32)

INTERACTIVE COMPETITION HONORABLE MENTION

Hidden Symbols in Chinese Life and Thought
Molly Quan
Lourdes Livingston, Lee Brimelow
Alex Pineda, & Mitch Hudson
Academy of Art University
San Francisco, CA

ce.real, cereals as real-pixel-statistics
Marion Rüth
Michael Zöllner
University of Applied Sciences
Würzburg, Germany

Title:
Student:

Instructor:
School:

Title:
Student:

Instructor:
School:

Title:
Student:

Instructor:

School:

Title:
Student:

Instructor:
School:
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First Place Winner
Door
Nobuhiro Yamazaki
Takashi Kitada
Digital Hollywood
Tokyo, Japan

Visual Effects Animation Competition
Title:

Student:
Instructor:

School:

First Place Winner
TONG
Sophie Fages
Gerard Raucoules
ESMA, Montpellier, France

Character Animation Competition
Title:

Student:
Instructor:

School:

First Place Winner
Gnaritas Monstrum
Seth Kendall
Theo Artz 
Drexel University: Antoinette Westfall
College of Media Arts and Design
Philadelphia, PA

2D Animation Competition
Title:

Student:
Instructor:

School:

First Place Winner
MacGuffin's Night Out
Ryan Page
Patricia Hannaway
Cogswell Polytechnical College
Sunnyvale, CA

Storytelling / Narrative Animation Competition
Title:

Student:
Instructor:

School:
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Coordinator: Jacob S. Pollak
President, The Detroit Creative Group

Over the last year, students from schools around the world have worked toward
getting their submissions prepared for this competition. This year's Space-Time
Student Animation Competition includes a total of 103 entries, from 34 schools, 
in 8 countries. Some of the submissions were simple, while others were complex.
Some tended toward photo-realism, while some were whimsical, and still others
were experimental or abstract in nature. Some focused on technique and others
tapped into the emotions of the audience.

The first round of judging narrowed the entries down to 29, which represents 
28% of the total entries received. Of these 29 entries, the top 15 were selected as
Honorable Mention or Category Winners. The top ranking entry in each category
was distinguished as the Category Winner.

Jurors
Ryan Price

Cervo Systems

Clarence Rice
Armstrong White

Brooke Merva
Speedshape Inc.

Jeannie Eng
Autodesk

Jay Semerad
Red Leader Audio

Eric Maslowski
University of Michigan, EGo Farms

Steffen Heise
University of Michigan 3D Lab

Lars Schumann
University of Michigan 3D Lab

First Place Winner
The Five Classic Typefaces
Kyeung sub Yeom
Jun Sassa & John Koltai
Parsons The New School for Design
New York, NY

Fine Art / Experimental Animation Competition
Title:

Student:
Instructor:

School:

student animation competition
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ANIMATION COMPETITION HONORABLE MENTION

Fine Art / Experimental Animation Competition
Beautiful Aberrations
Rodrigo Redondo
David Halbstein 
School of Continuing and Professional Studies
New York, NY

Deus ex machina
Edward Watkinson
Jun Sassa & John Koltai
Parsons The New School for Design
New York, NY

Storytelling / Narrative Animation Competition
Unbearable
Nick Maw-Naing
Ed Gavin
Ringling School of Art and Design
Sarasota, FL

Scourge of the Vampire
Jesse Hartford
Jeff Paul & Valerie Mih
The Art Institute of California
San Francisco, CA

Character Animation Competition
EXIT
Sophie Fages
Gerard Raucoules
ESMA, Montpellier, France

Seed
Shannon Farney
Jeremy Mooreshead
Savannah College of Art and Design
Savannah, GA

Visual Effects Animation Competition
A Faery's Tale
Sylvia Apostol
Jeff Lerer
School of Visual Arts, New York, NY

IN MEMORIAM
Sophie Fages
Gerard Raucoules
ESMA, Montpellier, France

2D Animation Competition
City and Herons
Fei Yang
Anazka Sebek
Parsons The New School for Design
New York, NY

CMT
I-Han Cheng
Woon Kee Yong
Savannah College of Art and Design
Savannah, GA

PRINT EXHIBITION WORKS
(continued from page 25)

Inside the Cathedral
Piero Macgowan
Maryland Institute College of Art, Baltimore, MD

Face Tomorrow
Logan Kelly
University of Houston, Houston, TX

General Silus' Advance
Piero Macgowan
Maryland Institute College of Art, Baltimore, MD

7 Little Tads
Barbra Leigh
AnimationMentor, Berkeley, CA

Hummers in Love
Barbra Leigh
AnimationMentor, Berkeley, CA

Future Face - Gravestone
Jakub Huttner
Kingston University, Surbiton, United Kingdom

Unification of Shape and Color
University of Northern Colorado, Greeley, CO

Next Page 
Ming Ni
National Taiwan University of Arts, Taipei, Taiwan

Facing the Future
Jessica Tomaszewski
Bergen County Academies, Hackensack, NJ

Face Tomorrow
Mark Lev
Bergen County Academies, Hackensack, NJ

Face of Tomorrow
Cathy Huang
Bergen County Academies, Hackensack, NJ

Rapa Nui Dawn
Matthew Tobin
Bergen County Academies, Hackensack, NJ

Daydreamin' in the Mirror
Travis Johnson
Bergen County Academies, Hackensack, NJ

Face the Future
Anna Snyder
Bergen County Academies, Hackensack, NJ

Tomorrow Today
Meaghan Farrell
Bergen County Academies, Hackensack, NJ

Still Time
Abigail Cunanan
Bergen County Academies, Hackensack, NJ

Exile
Wayne Silasi
Bowling Green State University
Bowling Green, OH

These Suspended Impurities
Wayne Silasi
Bowling Green State University
Bowling Green, OH

Untitled
Megan Mueller
University of Wisconsin, Stevens Point, WI

Facing the Future
Victoria Harris
Bergen County Academies, Hackensack, NJ

The Rediscovery
Piero Macgowan
Maryland Institute College of Art, Baltimore, MD

Face Tomorrow 
Kate Hankins
University of Wisconsin, Stevens Point, WI

Colored Maya Final 2.psd
Teresa Waters
University of Texas of the Permian Basin
Odessa, TX

Welcome to the Revolution
Alex Martinez
Dale Jackson Career Center, Lewisville, TX

PRINT EXHIBITION WORKS

Growth and Decay
Jakob Parris
University of Wisconsin, Stevens Point, WI

Siggraph 2007
Sarah Salinas
University of Houston, Houston, TX

FluX
Lars Nilsen
Rutgers University, Camden, NJ

Face Tommorow
Wen-I Lu
National Taiwan University of Arts, Taipei, Taiwan

Untitled
Maurice Dunning
University of Montevallo, Montevallo, AL

Face Tomorrow
Dane Royer
University of Wisconsin, Stevens Point, WI

Face Tomorrow
Fang Zih Yun
National Taiwan University of Arts, Taipei, Taiwan

The Blossom
Hsiao-Pei Chang
National Taiwan University of Arts, Taipei, Taiwan

Face Tomorrow
Tony Rochester
University of Wisconsin, Stevens Point, WI

Shinplaster 
Dave Beck
University of Wisconsin, Madison, WI

Technology Lifeline
Kaitlyn Cooper
University of Wisconsin, Stevens Point, WI

Face Tomorrow
Liz Breneman
University of Wisconsin, Stevens Point, WI

SIGGRAPH 2007
Andrea Mutsch
University of Wisconsin, Stevens Point, WI

Routes 
Kathleen Kamphausen
William Paterson University, Wayne, NJ

King and the Clown
Sung Pil Kim
Pratt Institute, Brooklyn, NY

Looking Into The Future
Katarzyna Siudzinska
William Paterson University, Wayne, NJ
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The Ad Generator
Alexis Lloyd
Parsons The New School for Design
New York, NY

Jive: Smart Entertainment
Ivan Kandi
Academy of Art University, San Francisco, CA

Transformations V.01
Kristin Skibinski
School of Visual Arts, New York, NY

Explore Subway: Seoul Subway Sightseeing
Sungmook Kang
Academy of Art University, San Francisco, CA

Meridian: Visible Line of Time, 
Distance and Separation
Eleonora Barbareschi
Parsons The New School for Design
New York, NY

Simasticus
Charles Yust
Parsons The New School for Design
New York, NY

Table for Two
Catherine Garnier
Parsons The New School for Design
New York, NY

INTERACTIVE EXHIBITION WORKS
(continued from page 27)

Verve
Kyle Yugawa
Academy of Art University, San Francisco, CA

The C.M. Adsit Shooting Gallery
Carla Galler
Parsons The New School for Design
New York, NY

Animalia Chordata
Gabriel Barcia-Colombo
New York University, New York, NY

Hidden Symbols in Chinese Life and Thought
Molly Quan
Academy of Art University, San Francisco, CA

ce.real, cereals as real-pixel-statistics
Marion Rüth
University of Applied Sciences
Würzburg, Germany

New Media Showcase
Elaine Hackley
Rochester Institute of Technology
Rochester, NY

Civilization?
Umyot Boonmarlart
Savannah Collage of Art and Design
Savannah, GA

Spamtrap
Bill Shackelford
Ohio State University, Columbus, OH

The Book Reads You
Lisa Lee & Geon Dong Kim
Rhode Island School of Design, Providence, RI

Paradise Lost
Umyot Boonmarlart
Savannah Collage of Art and Design
Savannah, GA

Info Wraps
Jonah Model
Parsons The New School for Design
New York, NY

History of Sundials
Geon Dong Kim
Rhode Island School of Design, Providence, RI

Combining Text and Images to Create 
Digital Postcards Academy
Jin Yeong Kim
Academy of Art University, San Francisco, CA

Boris and Bianca, An Interactive Fairytale 
Brad Watkins
Academy of Art University, San Francisco, CA
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Submission Deadline: May 15th, 2008

The Space-Time competition is an international juried exhibition for students
currently enrolled in school who are working in computer graphics and digital
arts. The exhibition captures the state of creative computer-based student work
and acts as an annual slice of the computer graphics continuum. Primary,
secondary, and college or university students are encouraged to apply and the
submissions will be handled separately.

Accepted art and projects will be on exhibit at the annual SIGGRAPH
conference, and will also tour nationally and internationally for approximately one
year with the Space-Time Traveling Student Exhibition conducted by the ACM
SIGGRAPH Education Committee.

The exhibition will encompass three general areas:

• Print
• Linear animation
• Interactive works

Print
In the print area, there are two categories, digital print and poster design. In the
digital print category there is no assigned theme; selections will be based solely
upon artistic merit. Artists may incorporate a variety of media and materials.
Experimental prints on various materials are encouraged. Examples include rice-
paper, wallpaper, silk, rawhide, wood, stone, metal etc. In the poster design
category, we are looking for posters that depict the SIGGRAPH 2008 conference
theme, “Evolve.” Works may include text as long as it suits the theme. A minimal
use of text is suggested.

Linear Animation
Linear Animation entries may be character, visual effects, or fine art animations
or may be narrative in nature and created individually or by a group. They should
not exceed five minutes in length.

Interactivity
The submission must be interactive. People must be able to experience the
project directly, individually or in small groups. Entries may be desktop or web
based, or be physical interactive installations.

Further details will be published at http://education.siggraph.org.

Or contact Dena Elisabeth Eber at deber@bgsu.edu.

call for submissions 2008


