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[6] EISEMANN, E.; DÉCORET, X. Single-pass GPU solid voxelization

for real-time applications. Em: GRAPHICS INTERFACE 2008, GI ’08,

MAY, 2008, p. 73–80, Windsor, Canada, Mai 2008. Canadian Information

Processing Society.

[7] EVERITT, C. Interactive order-independent transparency, Engineering,

v.2, n.6, p. 7, 2001.

[8] MAX, N. Optical models for direct volume rendering, IEEE Transactions

on Visualization and Computer Graphics, v.1, p. 99–108, June 1995.

[9] MITTRING, M. Finding next gen: Cryengine 2. Em: SIGGRAPH ’07:

ACM SIGGRAPH 2007 COURSES, p. 97–121, New York, NY, USA, 2007.

ACM.

[10] NOORUDDIN, F. S.; TURK, G. Simplification and repair of polygonal mo-

dels using volumetric techniques, IEEE Transactions on Visualization

and Computer Graphics, v.9, p. 191–205, 2003.

DBD
PUC-Rio - Certificação Digital Nº 1012631/CA
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