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[4] ASSARSSON, U.; MÖLLER, T.. Optimized view frustum culling

algorithms for bounding boxes. Journal of Graphics Tools: JGT,

5(1):9–22, 2000.

[5] BAO, X.; PAJAROLA, R.. Lod-based clustering techniques for op-

timizing large-scale terrain storage and visualization. Technical

Report UCI-ICS-02-16, Department of Information & Computer Science,

University of California Irvine, July 11 2002.

[6] BAO, X.; PAJAROLA, R. ; SHAFAE, M.. SMART: An efficient te-

chnique for massive terrain visualization from out-of-core. In:

PROCEEDINGS OF THE VISION, MODELING, AND VISUALIZATION

CONFERENCE 2004 (VMV 2004), p. 413–420, Stanford, USA, Nov. 16–

18 2004.

[7] BITTNER, J.; WIMMER, M.; PIRINGER, H. ; PURGATHOFER, W..

Coherent hierarchical culling: Hardware occlusion queries

made useful. Computer Graphics Forum, 23(3):615–624, Sept. 2004.

[8] DE BOER, W. H.. Fast terrain rendering using geometri-

cal mipmapping, Oct. 31 2000. Não publicado e dispońıvel em
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