
1 Introduction
All your text should be presented in paragraph format. Please revisit 
phrasing and spelling to make sure you are communicating as effec-
tively as possible! You dont need to oversell what you are doing, just 
keep it simple and frank, as in the abstract. The added space you have 

in the introduction and later sections allow you to get into greater details, 
such as specific results, different outcomes, discoveries, assumptions, 
etc etc.

2 Title
Always cite important information, in this case citing a quote or concept 
from Greg Lynn’s Animate Form book [Lynn 1999].

2.1 Subtitle

Paragraph Text.

Abstract

This is a single paragraph that describes the intentions of the paper. You 
want to be very honest about the goal of the research, the assumptions, 
and what was discovered. If you are creating a universal system for any 
geometry, this is a useful observation. If you are designing a specific 
event in a specific place, that is useful information as well. It should be 
concise, short and frank (for example, it is acceptable to simply state a 
failure!)

CR Categoies: I.3.5 [Computer Graphics]: Computational Geometry 

and Object Modeling - Curve, surface, solid and object representations.
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Figure 2: Label all figures. What are we looking at?



# Conclusion

Conclusion Text.
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Description outer radius overlap actual spheres volume total volume target 
volume

spheres 
needed

low 12 5.00 9.50 3,591 350,000 97

original 10 5.00 7.50 200 1,767 353,429 350,000 198

9 4.50 6.75 1,288 350,000 272

medium 8 4.00 6.00 905 350,000 387

7 3.50 5.25 606 350,000 577

high 6 3.00 4.50 600 382 229,022 350,000 917

5 2.50 3.75 221 350,000 1,584

xhigh 4 2.00 3.00 113 350,000 3,095

xxhigh 3 1.50 2.25 48 350,000 7,336


