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Clusters. Em: PROCEEDINGS OF THE ANNUAL CONFERENCE ON

COMPUTER GRAPHICS AND INTERACTIVE TECHNIQUES, p. 129–140,

2001.

[30] HUMPHREYS, G.; HOUSTON, M.; NG, R.; FRANK, R.; AHERN, S.;

KIRCHNER, P. D. ; KLOSOWSKI, J. T. Chromium: A Stream-

Processing Framework for Interactive Rendering on Clusters.

Em: PROCEEDINGS OF THE ANNUAL CONFERENCE ON COMPUTER

GRAPHICS AND INTERACTIVE TECHNIQUES, p. 693–702, 2002.
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