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No. B URL

S1 Edwin Catmull, A Subdivision Algorithm for https://www-old.cs.utah.edu/docs/techreports/Catmull.74.pdf
Computer Display of Curved Surfaces (1974), Utah

S2 Sutherland et al., A Characterization of Ten Hidden- https://doi.org/10.1145/356625.356626
Surface Algorithms (1974)

S3 Kurt Akeley, The OpenGL Graphics System: A https://www.microsoft.com/en-us/research/publication/the-opengl-
Specification (1992) graphics-system-a-specification/

S4 Khronos, OpenGL 2.0 Specification (2004) https://registry.khronos.org/OpenGL/specs/gl/glspec20.pdf

S5 Khronos, WebGL 1.0 Release (2011) https://www.khronos.org/news/press/khronos-releases-final-

webgl-1.0-specification

S6 Khronos, WebGL 2.0 Specification (2017) https://registry.khronos.org/webgl/specs/2.0/
S7 Three.js Manual, Fundamentals https://threejs.org/manual/pages/fundamentals.html
S8 Three.js Manual, Transparency https://threejs.org/manual/pages/transparency.html
S9 Three.js Docs, Material / depthTest / depthWrite https://threejs.org/docs/pages/Material.html
S10 Three.js Docs, WebGLRenderer https://threejs.org/docs/pages/WebGLRenderer.html
S11 Three.js Manual, WebGPURenderer & TSL https://threejs.org/manual/pages/webgpurenderer
S12 W3C, WebGPU Candidate Recommendation Draft https://www.w3.org/TR/webgpu/
(2026)
S13 NVIDIA, Visualizing Depth Precision (2021) https://developer.nvidia.com/blog/visualizing-depth-precision/
S14 Three.js Docs, MeshStandardMaterial (PBR) https://threejs.org/docs/pages/MeshStandardMaterial.html
S15 Three.js Manual, Creating a Scene https://threejs.org/manual/pages/creating-a-scene.html
S16 Three.js Docs, StandardDrawingPipeline https://threejs.org/docs/pages/StandardDrawingPipeline.html

S17 Three.js History, first release 2010 (course overview) https://2019-spring-web-dev.readthedocs.io/en/latest/final/roen/
index.html
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