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[19] TELLER, S. J.; SÉQUIN, C. H.. Visibility Preprocessing for Inte-

ractive Walkthroughs. Computer Graphics, 25(4):61–68, 1991.

[20] TELLER, S. J.. Visibility Computations in Densely Occluded

Polyhedral Environments. PhD thesis, Dept. of Computer Science,

University of California at Berkeley, 1992.
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