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Path-space manipulation of physically-based light transport. ACM Transactions on Graphics, 2013, 32, 79 19
1-11. :
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Red€Weighting Firefly Samples for Improved Finited€6ample Monte Carlo Estimates. Computer Graphics
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Line Integration for Rendering Heterogeneous Emissive Volumes. Computer Graphics Forum, 2017, 36,

42 101-110.

3.0 8

The GAqdel Engine 4€+An interactive approach to visualization in general relativity. Computer Graphics
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