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O curated content

SIGGRAPH 2017 offers several events and sessions that are 
individually chosen by program chairs to address specific 
topics in computer graphics and interactive techniques.

Curated content is not selected through the regular channels 
of a comprehensive jury.

Focus Areas

Many SIGGRAPH 2017 programs and events are assigned 
to focused areas of interest in computer graphics and 
interactive techniques, and some are especially appropriate 
for first-time attendees.
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