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POPOV, S.; GÜNTHER, J.; SEIDEL, H.-P. ; SLUSALLEK, P. Stackless

kd-tree traversal for high performance gpu ray tracing. Computer

Graphics Forum, 26(3):415–424, September 2007.

PURCELL, T. J.; BUCK, I.; MARK, W. R. ; HANRAHAN, P. Ray tracing

on programmable graphics hardware. ACM Transactions on Graphics,

21(3):703–712, July 2002. ISSN 0730-0301 (Proceedings of ACM SIGGRAPH

2002).

RESHETOV, A.; SOUPIKOV, A. ; HURLEY, J. Multi-level ray tracing

algorithm. In: SIGGRAPH ’05: ACM SIGGRAPH 2005 PAPERS, p. 1176–

1185, New York, NY, USA, 2005. ACM.

RANDI J. ROST, J. M. K. OpenGL shading language. Pearson

Education, Inc., 2nd edition, 2006.

SENGUPTA, S.; HARRIS, M.; ZHANG, Y. ; OWENS, J. D. Scan

primitives for gpu computing. In: GRAPHICS HARDWARE 2007, p.

97–106. ACM, Aug. 2007.

http://developer.nvidia.com/object/cube_map_ogl_tutorial.html
http://developer.nvidia.com/object/cube_map_ogl_tutorial.html
http://www.nvidia.com/page/geforce_8800.html
http://www.nvidia.com/page/geforce_8800.html
DBD
PUC-Rio - Certificação Digital Nº 0711317/CA



Ray Tracing Dynamic Scenes on the GPU 61

SHEVTSOV, M.; SOUPIKOV, A. ; KAPUSTIN, A. Highly parallel fast

kd-tree construction for interactive ray tracing of dynamic scenes.

Comput. Graph. Forum, 26(3):395–404, 2007.
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