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Importing slides from a PowerPoint document with 

many pages

It’s always good to use the largest images you have available for 

your poster. Avoid images taken from the web and avoid copying 

and pasting images. Instead try to INSERT>PICTURE>FROM 

FILE to bring images to your poster.

More text…. Blah, blah

This template uses the Arial family at several text sizes. 

You can use any typeface you wish but what is used here works 

well with this poster format.

This template uses Arial Black 86 for the title, Arial Narrow 38

and 26 for subtitles, Narrow 34 Bold for headers and Arial 

Narrow 28 for the text body. You can change the text body size 

up or down if you need to but we recommend that you don’t go 

too much bigger or too much smaller.

Suggestion: If you cut and paste text from Word, or another 

source onto this document your text will maintain its formatting 

and you will need to change it so it will match the rest of the text 

on this page. 

Refer to the text sizes indicated above.

If you have the room, changing the line 

spacing for a selected part of the text 

adds emphasis and also makes it easier 

to read.

Thank you for using this poster template.

This free template was designed to produce a 48x36 poster. 

You can use it and modify it as you please for your personal use 

only. All we ask is that you do not remove our logo from the 

bottom left and you consider our printing services at printing time. 

By using this template your poster will look professional, easy to 

read and save you time from trying to figure out proper placement 

of titles, subtitles and text body. 

The template uses four columns. Depending on the amount of 

content you need for your presentation you may want to change 

the number of columns. 

For your convenience, we have included four alternate master 

layouts. To select a different layout go to FORMAT>SLIDE 

DESIGN (Figure A).  The slide design pane will open (Figure B). 

From there you can select your alternate layout (Figures C).

For PowerPoint beginners we have included a few tips that will 

hopefully make your design experience a little easier. If you don’t 

need the help you can delete the content by clicking on this     

and pressing the delete button on your keyboard.

The yellow and blue headers are a nice way to separate the main 

topics of your presentation. Click on them to move the around and 

to change the text as needed.

The most commonly used headers in poster presentations are:

▪ Introduction, Summary or Abstract

▪ Materials and Methods

▪ Results

▪ Conclusion

▪ Literature Cited

▪ Acknowledgements

The colors we have chosen for this template work very well when 

printed. They help the content stand out without the stark white 

look so common with other presentation posters. 

If you need to change the colors and use your own color scheme 

got to VIEW>MASTER>SLIDE MASTER to access the elements 

of the background.
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Charts & Graphs: To bring in charts and graphs from Excel, 

Word or other applications, go to EDIT>COPY to copy your chart, 

come back to PowerPoint, and go to EDIT>PASTE to paste it on 

the poster. You can scale the charts or graphs as needed.

Suggestion: Press the SHIFT key as you scale your charts or 

graphs to scale them proportionally.

0

10

20

30

40

50

60

70

80

90

1st Qtr 2nd Qtr 3rd Qtr 4th Qtr

East

West

North

Original image at 100%, enlarged 200% and 400%.

Although PowerPoint is very forgiving when it comes to printing 

low resolution images, if you scale your images more than 

200% after you bring them in, the image quality will suffer. See 

the example below:

Suggestion: An easy way to see what 

an image is going to print like is to 

change your VIEW>ZOOM setting to 

100% and look at the images up close. 

What you’ll see at 100%  is very close 

to what your images will look like when 

printed.

Many times the information you want to 

use in your poster exists on multiple 

slides in one or more PowerPoint 

presentations. An easy way to extract the 

information and bring it in your poster is 

to go to FILE>SAVE AS>ENHANCED 

WINDOWS METAFILE (A).

You will be prompted 

to choose whether 

you want to save all 

or only the current 

slide as a Metafile (B).

You can then go back 

to your poster, import

(C) the Metafiles, and 

arrange them on the 

page as needed.
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Select the element of the 

background you want to change 

the color of and chose your 

custom fill color.
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Sailing+ application is an AR/VR app that aims to engage those interested 

in the sport of sailing by getting them to experience sailing regattas.

Visually compelling water simulation is a vital component of a sailing 

visualization application.

A shader is a computer program that modifies an image before it is 

rendered and drawn to the screen. They can be used to create many 

visual effects:

Figure 1 – A classic example of shaders

https://upload.wikimedia.org/wikipedia/commons/b/b7/Toon-shader.jpg

• What types of water effect implementations are efficient and effective 

for AR environments? 

• What water effects can be used to enhance the AR experience?

• How will the effects on fluids be implemented to work with AR 

environments? 

Sampling Refraction Texture with Screen Space UV’s:
When the water plane is projected onto a surface, the things that remain under the plane should be 

distorted as if caused by the refraction of light.

The screen space UV coordinates of the water plane is used while sampling the refraction texture 

which is the output of the user’s mobile camera. This way, only the parts under the water plane are 

rendered on the water plane.

Finally, this texture can be distorted by multiplying the normal vectors of the water plane with a 

refraction value and adding it to the sampled value
.

Caustics Approximation:

Texture Distortion:

Planar Reflections:
Environment is dynamically reflected by treating the water as a plane.

This texture can be sampled by using the normal of the water surface. If the

normal lands on the bright part of the texture, then the ground is lit, if it lands on 

the black part, then its not.

Finally, the black parts need to be made transparent by using the sum of the 

red, green and blue values of the current pixel clamped between 0 and 1 as the 

alpha value of the current pixel.

Caustics are bright parts which are lit by multiple rays. They can 

be approximated by assuming that the sun is shining from 

directly above. When this assumption is made, the following 
texture can be used to simulate sun:

Reflection: Refraction: Caustic:

Performance:

Texture distortion is used to modify the normal vectors of the water plane in order for the effects 

described above to appear jittery as if caused by the movement of the water surface.

This involves the use of a normal map and a flow map.

The camera is reflected to the other 

side of the plane and the render 

result is used as the reflection texture.

Oblique View Clipping is used to 

clip objects underwater and only 

render reflections for things that are 

above the water plane.

A plane is created in the scene that 

uses the user’s mobile camera 

output as its texture.

This way, the planar reflection code can also reflect the user’s 

environment. The newly created plane always faces the camera 

and moves tangent to a circle covering the ground plane.

No use of depth information. Incorporating depth information into the 

effects described here might require rewriting them as they are not 

extendible with depth information.

Reflections look worse as the camera looks down at the water plane.

Reflections, refractions and caustics are all physically inaccurate as 

an accurate implementation would require ray tracing.

Reflections use two cameras. This means two different renders each 

frame. This can be reduced by rendering the reflections in a lower 

resolution. This won’t be as noticeable as it would be on a smooth

plane because the texture will be distorted.

The distortion caused by refraction is the same for all objects without 

any regards to the angle they are observed from.

The new water shader looks visually compelling and interactive.

Every effect mentioned here is implemented without the use of depth 

information. This is because the water should look visually compelling 

even on mobile phones that do not support this feature. 

Future Work:

To improve the reflections, the user could be asked to take pictures of 

all 6 directions of their environment or to scan their room with 

photogrammetry. This could be mapped to a cube map texture and 

used in combination with reflection probes to calculate reflections which 

would look more accurate than the current implementation. However, 

this approach would not reflect anything dynamic such as the user’s 

hand.

Together:

Figure 2 –The background plane

Figure 4 – Sun Texture

Figure 3 – Caustics*

Figure 5 – Reflection in AR Figure 6 – Refraction in AR Figure 7 – Caustic texture

Figure 8 – All effects in AR

*. https://www.georgiaaquarium.org/wp-content/uploads/2018/09/yellowtail-snapper-2-1440x454.jpg


