Abstract Specifications

2008 CSEE Research Review

1. Each award, poster, and talk submission must be accompanied with the following in plain ascii text: researcher name, laboratory name, project name, and an informative abstract of about 250 words.

2. The abstract should summarize a concrete research result accomplished during the academic year.  It should be understandable to CSEE faculty and “A” graduate students.  The abstract should be self-contained, with all abbreviations and acronyms defined.  The abstract should get to the point early, preferably in the first sentence.  It should clearly state the result and what is new and significant about it.


Abstracts should be concise summaries, not surveys or introductions.  They should be informative, not descriptive.  Give enough detail to explain the technical difficulty and how you overcame it.  Each abstract should state what you accomplished, not simply what you addressed, or what you plan to do in the future.  Avoid passive voice.  
3. Avoid the following common mistakes:

a. Abstract is difficult to understand because it uses undefined terms and abbreviations.

b. Abstract is not informative—it does not clearly state what result was accomplished, and what is new and significant about it.
c. Abstract is submitted past the deadline.  (This year, late submissions will not be accepted).

Example from 2007 (this example has 210 words):

Marc Olano, VANGOGH Lab
Programming Graphics Hardware

The concept of creating user-programmable graphics hardware was developed by Dr. Olano in the 1990's on the PixelFlow machine developed at the University of North Carolina. Now it is present in the graphics hardware built into every PC and game system sold, and is a required feature of the newest Windows operating system. As it has become more common to be able to program graphics hardware, the research question has moved from how to make it programmable to what to do with the powerful parallel processing capabilities. Dr. Olano will present results of two recent research projects. One uses graphics hardware programmability to provide interactive simulation of translucent materials by casting rays through a volume density field within the translucent object. The results run at 12-300 frames per second, depending on hardware and quality settings, allowing interactive rendering of materials not possible with previous techniques. The second application uses the same hardware as a general parallel processor for a non-graphics application, multidimensional scaling to find a lower-dimensional representation of a high-dimensional dataset. We can reach convergence on a dataset with 100,000 points in 20 seconds. Many classic algorithms cannot handle datasets of this size, and one of the fastest alternatives, Landmark MDS, takes 6 minutes in our CPU benchmark tests.

