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[97] MÖLLER, T., AND HAINES, E. Real-Time Rendering. A. K. Peters, 1999.

[98] MOLNAR, S., EYLES, J., AND POULTON, J. PixelFlow: High-speed rendering using image composition. In Proc.
SIGGRAPH (July 1992), pp. 231–240.

[99] NAYAR, S. K. Catadioptric omnidirectional camera. In IEEE Conference on Computer Vision and Pattern Recognition
(June 1997), pp. 482–488.

[100] NEUMANN, L., AND NEUMANN, A. Photosimulation: interreflection with arbitrary reflectance models and illumina-
tions. Computer Graphics Forum 8, 1 (Mar. 1989), 21–34.

[101] OFEK, E., AND RAPPOPORT, A. Interactive reflections on curved objects. In Proc. SIGGRAPH (July 1998), pp. 333–
342.

[102] OLANO, M. A Programmable Pipeline for Graphics Hardware. PhD thesis, University of North Carolina at Chapel
Hill, 1999.

[103] OLANO, M., AND LASTRA, A. A shading language on graphics hardware: The pixelflow shading system. In Proc.
SIGGRAPH (July 1998), pp. 159–168.

[104] OWENS, J. D., DALLY, W. J., KAPASI, U. J., RIXNER, S., MATTSON, P., AND MOWERY, B. Polygon Rendering on
a Stream Architecture. In Proc. Eurographics/SIGGRAPH Workshop on Graphics Hardware (2000), pp. 23–32.

[105] PEACHEY, D. Solid texturing of complex surfaces. In Proc. ACM SIGGRAPH (July 1985), pp. 279–286.

[106] PEERCY, M. Linear Color Representations for Full Spectral Rendering. In Proc. ACM SIGGRAPH (Aug. 1993),
pp. 191–198.

[107] PEERCY, M., AIREY, J., AND CABRAL, B. Efficient bump mapping hardware. In Computer Graphics (SIGGRAPH ’97
Proceedings) (Aug. 1997), pp. 303–306.

[108] PEERCY, M. S., OLANO, M., AIREY, J., AND UNGAR, P. J. Interactive multi-pass programmable shading. Proceedings
of SIGGRAPH 2000 (July 2000), 425–432. ISBN 1-58113-208-5.

[109] PERLIN, K. An image synthesizer. Computer Graphics (Proceedings of SIGGRAPH 85) 19, 3 (July 1985), 287–296.

[110] PHONG, B.-T. Illumination for computer generated pictures. Comm. ACM 18, 6 (June 1975), 311–317.

[111] POULIN, P., AND FOURNIER, A. A model for anisotropic reflection. In Proc. SIGGRAPH (Aug. 1990), pp. 273–282.

[112] PRESS, W., TEUKOLSKY, S., VETTERLING, W., AND FLANNERY, B. Numerical Recipes in C: The Art of Scientific
Computing (2nd ed.). Cambridge University Press, 1992.

[113] PROUDFOOT, K., MARK, W. R., HANRAHAN, P., AND TZVETKOV, S. A Real-Time Procedural Shading System for
Programmable Graphics Hardware. In Proc. ACM SIGGRAPH (Aug. 2001), p. to appear.

[114] RASO, M., AND FOURNIER, A. A Piecewise Polynomial Approach to Shading Using Spectral Distributions. In Proc.
Graphics Interface (June 1991), pp. 40–46.

[115] REEVES, W., SALESIN, D., AND COOK, R. Rendering Antialiased Shadows with Depth Maps. In Proc. SIGGRAPH
(July 1987), vol. 21, pp. 283–291.

[116] ROSSIGNAC, J., AND REQUICHA, A. Depth-Buffering Display Techniques for Constructive Solid Geometry. IEEE
CG&A 6, 9 (1986), 29–39.

12–5



[117] RUSINKIEWICZ, S. A new change of variables for efficient BRDF representation. In Eurographics Workshop on
Rendering (June 1998), pp. 11–23.

[118] SALISBURY, M., WONG, M., HUGHES, J., AND SALESIN, D. Orientable textures for image-based pen-and-ink illus-
tration. In Proc. SIGGRAPH (Aug. 1997), pp. 401–406.

[119] SCHILLING, A., KNITTEL, G., AND STRASSER, W. Texram: A smart memory for texturing. IEEE Computer Graphics
and Applications 16, 3 (May 1996), 32–41.

[120] SCHLICK, C. A customizable reflectance model for everyday rendering. In Eurographics Workshop on Rendering (June
1993), pp. 73–84.

[121] SCHRAMM, M., GONDEK, J., AND MEYER, G. Light Scattering Simulations using Complex Subsurface Models. In
Proc. Graphics Interface (May 1997), pp. 56–67.
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