
Referências Bibliográficas 

Referências Bibliográficas 

Advanced Micro Devices, AMD. September 05, 2008. RenderMonkey (1.81) 

[computer program]. AMD. 

 

Borshukov, G. and Lewis, J.P., 2003.Realistic Human Face Rendering for “The 

Matrix Reloaded”. Paper presented at Special Interest Group on Graphics and 

Interactive Techiniques, SIGGRAPH 2003, July 27-31, 2003. San Diego, USA. 

Available from: http://www.virtualcinematography.org/publications/acrobat/Face-

s2003.pdf [Accessed 15 May 2010] 

 

d’Eon, E. and Luebke, D., 2007. Advanced Techniques for Realistic Real Time 

Skin Rendering. In: Nguyen, H., GPU Gems 3. Kendallville. USA: Addison-

Wesley Professional. Available from: 

http://http.developer.nvidia.com/GPUGems3/gpugems3_ch14.html [Accessed 14 

May 2010] 

 

d’Eon, E., Luebke, D.  and Enderton, E., 2007. Efficient Rendering of Human 

Skin. In: Kautz, J. and Pattanaik, S., eds. Eurographics Symposium on Rendering 

2007, June 25-27, 2007, France. Available from: 

http://www.eugenedeon.com/papers/EGSR2007skin.pdf [Accessed 14 May 2010] 

 

d’Eon, E., 2007a. GDC 2007 Demo Team Secrets: Advanced Skin Rendering. 

Paper presented at Game Developers Conference, GDC 2007, March 05-09, 

2007. San Francisco, USA. Available from: 

http://developer.download.nvidia.com/presentations/2007/gdc/Advanced_Skin.pdf  

[Accessed 14 May 2010] 

 

d’Eon, E., 2007b. SIGGRAPH 2007 GPU GEMS 3: Advanced Skin Rendering. 

Paper presented at Special Interest Group on Graphics and Interactive 

Techiniques, SIGGRAPH 2007, August 05-09, 2007. San Diego, USA. Available 

from: 

http://developer.download.nvidia.com/presentations/2007/siggraph/advanced_skin

_2_sigg07.ppt  [Accessed 14 May 2010] 

 

Dachsbacher, C., and Stamminger, M., 2003. Translucent Shadow Maps. In: 

Christensen, P. and Cohen-Or, D., eds. Eurographics Symposium on Rendering 

2003, June 25-27, 2003, Leuven, Belgium. Available from: 

http://citeseerx.ist.psu.edu/viewdoc/download?doi=10.1.1.108.5236&rep=rep1&t

ype=pdf [Accessed 15 May 2010] 

DBD
PUC-Rio - Certificação Digital Nº 0812558/CA



Referências Bibliográficas 100 

 

Gosselin, D., 2004. Real Time Skin Rendering. Paper presented at Game 

Developers Conference, GDC 2004,March 24-26, 2004, San Jose, USA. Available 

from: 

http://developer.amd.com/media/gpu_assets/D3DTutorial_Skin_Rendering.pdf 

[Accessed 14 May 2010] 

 

Gosselin, D., Sander, P.V. and Mitchell, J.L., 2004a. Real Time Texture-Space 

Skin Rendering. In: Engel, W. ShaderX3: Advanced Rendering with DirectX and 

OpenGL. Rockland, USA: Charles River Media, 171-184.  

 

Gosselin, D.,  Sander, P.V. and Mitchell, J.L., 2004b. Real Time Skin Rendering 

on graphics Hardware. Paper presented at Game Developers Conference, GDC 

2004,March 24-26, 2004, San Jose, USA. Available from: 

http://ati.amd.com/developer/siggraph04/sander_skinsketch.pdf [Accessed 14 

May 2010] 

 

Green, S., 2004. Real-Time Approximations to Subsurface Scattering. In: 

Fernando, R., GPU Gems. USA: Addison-Wesley Professional. Available from: 

http://http.developer.nvidia.com/GPUGems/gpugems_ch16.html [Accessed 14 

May 2010] 

 

Hable, J., Borshukov, G. and Hejl, J., 2009. Fast Skin Shading. In: Engel, W. 

ShaderX7: Advanced Rendering Techniques. Rockland, USA: Charles River 

Media, 161-173.  

 

Jimenez, J. and Gutierrez, D., 2008. Faster Rendering of Human Skin. In: Matey, 

L. and Torres, J.C., eds. CEIG’08, September 3-5, 2008, Barcelona, Spain. 

Available from: 

http://giga.cps.unizar.es/~diegog/ficheros/pdf_papers/CEIG08_skin_low.pdf 

[Accessed 14 May 2010] 

 

Jimenez, J., Sundstedt, V. and Gutierrez, D., 2009. Screen-Space Perceptual 

Rendering of Human Skin. ACM Transactions on Applied Perception, 6 (4). 

Available from: 

http://giga.cps.unizar.es/~diegog/ficheros/pdf_papers/TAP_Jimenez_LR.pdf  

[Accessed 15 May 2010] 

 

Kelemen, C. and Szirmay-Kalos, L., 2001. A Microfacet Based Coupled 

Specular-Matte BRDF Model with Important Sampling. In: Gortler, S.J. and 

Myszkowski, K., eds. Eurographics Symposium on Rendering 2001, June 25-27, 

2001, London, UK. Available from: http://www.fsz.bme.hu/~szirmay/scook.pdf 

[Accessed 15 May 2010] 

DBD
PUC-Rio - Certificação Digital Nº 0812558/CA



Referências Bibliográficas 101 

 

Möller, T.A., Haines, E. and Hoffman, N., 2008. Real-Time Rendering. 3th ed. 

Wellesley: AK Peters. 

 

Oat, C., 2004. Advanced Character Rendering. In: Paper presented at Game 

Developers Conference, GDC 2004,March 24-26, 2004, San Jose, USA. Available 

from: http://www.agdc.com.au/04presentations/sat_chris_oat.ppt [Accessed 14 

May 2010] 

 

Phong, B., 1975. Illumination for Computer Generated Images. Comm. ACM, 18 

(6), 311-317. 

 

VisionLab, 2009. Mob3D. IGames Group Internal Report, VisionLab, Dept. of 

Informatics, PUC-Rio. 

 

 

 

 

 

 

 

 

 

 

 

 

DBD
PUC-Rio - Certificação Digital Nº 0812558/CA




