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CURATED CONTENT
SIGGRAPH 2018 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.

INTEREST AREAS
SIGGRAPH brings together a wide variety of 
professionals who approach computer graphics and 
interactive techniques from different perspectives. 
Our programs and events align with five broad interest 
areas (listed below). Use these interest areas to help 
guide you through the content at SIGGRAPH 2018.

■ PRODUCTION & ANIMATION

• RESEARCH & EDUCATION

♦ ARTS & DESIGN

H GAMING & INTERACTIVE

6 NEW TECHNOLOGIES
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