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* Ramy El Garawany, 2016, Deferred Lighting in Uncharted 4, ACM SIGGRAPH 2016
*  Emil Persson, 2007, Depth In-depth
*  Cyril Soler & Olivier Hoel & Frank Rochet, 2010, A Deferred Shading Algorithm for Real-Time Indirect lllumination, ACM SIGGRAPH 2010

* Tobias Ritschel & Thorsten Grosch & Hans-Peter Seidel, 2009, Approximating dynamic global illumination in image space, Symposium on
Interactive 3D Graphics and Games 2009

*  Peter Sikachev & Nicolas Longchamps, 2014, Reflection System in Thief, ACM SIGGRAPH 2014

*  Michele Giacalone, 2016, Screen Space Reflections in The Surge

*  Yasin Uludag, 2013, GPU Pro 4: Hi-Z Screen-Space Cone-Traced Reflections

* Nathan Vos, 2014, GPU Pro 5: Volumetric Light Effects in Killzone: Shadow Fall

*  Barttomiej Wronski, 2015, GPU Pro 6: Volumetric fog and lighting

*  Benjamin Glatzel, 2014, Volumetric Lighting for Many Lights in Lords of the Fallen, Digital Dragons 2014

* Andrew Schneider, 2015, The real-time volumetric cloudscapes of horizon: Zero dawn, ACM SIGGRAPH 2015
* Andrew Schneider, 2016, GPU Pro 7: Real Time Volumetric Cloudscapes

* Andrew Schneider & Nathan Vos, 2017, NUBIS: Authoring Real-Time Volumetric Cloudscapes with the Decima Engine, ACM SIGGRAPH 2017
* Sebastien Hillaire, 2016, Physically based Sky, Atmosphere and Cloud Rendering, ACM SIGGRAPH 2016

*  Stephen McAule, 2018, The Challenges of Rendering an Open World in Far Cry 5, ACM SIGGRAPH 2018

* Jeremy Shop, 2009, Mixed Resolution Rendering, GDC 2009

*  Padraic Hennessy, 2016, Mixed Resolution Rendering in Skylanders: SuperChargers, GDC 2016
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