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https://developer.nvidia.com/gpugems/gpugems2/part-i-geometric-complexity/chapter-7-adaptive-tessellation-subdivision-surfaces
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2.1.3 ZEEBVERE (fEBEFg: 2.0)

(a} Sampling the BSDF (b) Sampling the light sources

(¢} The power heuristic with 7 = 2, (d) The weights used by the power heuristic.
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http://www.pbr-book.org/3ed-2018/Monte_Carlo_Integration/Importance_Sampling.html##MultipleImportanceSampling
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http://graphics.ucsd.edu/~henrik/papers/practical_microcylinder_appearance_model_for_cloth_rendering.pdf
http://graphics.ucsd.edu/~henrik/papers/practical_microcylinder_appearance_model_for_cloth_rendering.pdf
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https://www.cs.dartmouth.edu/~wjarosz/publications/dissertation/chapter4.pdf
http://luthuli.cs.uiuc.edu/~daf/courses/rendering/papers/lafortune96rendering.pdf
http://luthuli.cs.uiuc.edu/~daf/courses/rendering/papers/lafortune96rendering.pdf
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http://www.pbr-book.org/3ed-2018/Light_Transport_III_Bidirectional_Methods/Stochastic_Progressive_Photon_Mapping.html
https://www.ci.i.u-tokyo.ac.jp/~hachisuka/ppm.pdf
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https://graphics.stanford.edu/papers/bssrdf/bssrdf.pdf
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https://www.cs.cornell.edu/~srm/publications/SG03-hair-abstract.html
http://www.eugenedeon.com/project/an-energy-conserving-hair-reflectance-model/
https://sites.cs.ucsb.edu/~lingqi/publications/paper_fur2.pdf
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https://sites.cs.ucsb.edu/~lingqi/publications/paper_glints.pdf
https://sites.cs.ucsb.edu/~lingqi/publications/paper_glints2.pdf
https://research.cs.cornell.edu/stochastic-sg14/stochastic.pdf
https://graphics.stanford.edu/papers/trd/trd.pdf
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http://games-cn.org/wp-content/uploads/2020/04/Navier_Stokes_equations.pdf
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http://games-cn.org/wp-content/uploads/2020/04/pbf_sig_preprint.pdf
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http://games-cn.org/wp-content/uploads/2020/04/siggraph2013_snow.pdf
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http://games-cn.org/wp-content/uploads/2020/04/siggraph2014_melt.pdf
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http://games-cn.org/wp-content/uploads/2020/04/notesd1.pdf
https://developer.nvidia.com/gpugems/gpugems3/part-v-physics-simulation/chapter-29-real-time-rigid-body-simulation-gpus
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http://games-cn.org/wp-content/uploads/2020/04/rwwtt.pdf
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http://games-cn.org/wp-content/uploads/2020/04/The_Ball-Pivoting_Algorithm_for_Surface_Reconstruc.pdf
http://games-cn.org/wp-content/uploads/2020/04/poissonrecon.pdf
http://graphics.stanford.edu/data/3Dscanrep/
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