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We use edge decompositions as a central * discover subgraph patterns structurally similar or

graph theoretical mechanism for 3D dissimilar to regular subgraphs

navigation, exploration, and large data » quantify the variety of "roles" a vertex can play in the
sensemaking of network graphs. overall network topology (vertex cloning)

We call these Graph Playgrounds. » jterative and scalable (/inear in number of edges per layer)
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Ongoing Work System @enGL.

Scale Graph Playground visualizations to millions of nodes. Graph Playgrounds are rendered in the

Investigate how 3D views could enhance and complement ~ Web browser using WebGL for real-time
existing 2D graph analytic an visualization systems. Interactivity.
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