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Barrett O’Neil, Elementary Differential Geometry, Academic Press, 1997. 
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David Travis, Effective Color Displays, Academic Press, 1991. 
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Edward Tufte, The Visual Display of Quantitative Information, Graphics Press, 1983. 
 
Edward Tufte, Envisioning Information, Graphics Press, 1990. 
 
Edward Tufte, Visual Explanations, Graphics Press, 1997. 
 
Edward Tufte, Beautiful Evidence, Graphics Press, 2006. 
 
Howard Resnikoff, The Illusion of Reality, Springer-Verlag, 1989. 
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1.10 Animation 
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1.11  Virtual Reality 

 
John Vince, Virtual Reality Systems, Addison-Wesley, 1995. 

 
1.12  Web 

 
Kouichi Matsuda and Rodger Lea, WebGL Programming Guide, Addison Wesley, 2015. 
 
Tony Parisi, Programming 3D Applications with HTML5 and WebGL: 3D Animation and Visualization 
for Web Pages, O’Reilly, 2014. 
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2006. 
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Andrea Ames, David Nadeau, John Moreland, The VRML 2.0 Sourcebook, John Wiley & Sons, 1997. 
 
Bruce Eckel, Thinking in Java, Prentice-Hall, 1998. 
 
David Flanagan, Java in a Nutshell, O’Reilly & Associates, 5th edition, 2005. 
 
David Flanagan, Java Examples in a Nutshell, O’Reilly & Associates, 3rd edition, 2004. 
 
Rasmus Lerdorf and Kevin Tatroe, Programming PHP, O’Reilly, 2002. 
 
Yukihiro Matsumoto, Ruby in a Nutshell, O’Reilly, 2003. 

 
1.13 Stereographics 

 
David McAllister, Stereo Computer Graphics and Other True 3D Technologies, Princeton University Press, 

1993. 
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Lenny Lipton, The CrystalEyes Handbook, StereoGraphics Corporation, 1991. 
 
Shab Levy, Stereoscopic Imaging: A Practical Guide, Gravitram Creations, 2008. 

 
1.14 Graphics Miscellaneous 

 
Ed Catmull, Creativity, Inc: Overcoming the Unseen Forces that Stand in the Way of True Inspiration, 

Random House, 2014. 
 
David Price, The Pixar Touch: The Making of a Company, Vintage Books, 2009. 
 
Andrew Glassner, Deep Learning: From Basics to Practice: Volumes I and II, The Imaginary Institute, 

2018. 
 
Richard S. Wright, Nicholas Haemel, Graham Sellers, and Benjamin Lipchak OpenGL SuperBible, 5th 

Edition, Pearson, 2011. 
 
Aaftab Munshi, Dan Ginsburg, and Dave Shreiner, OpenGL ES 2.0, Addison-Wesley, 2008. 
 
Tom McReynolds and David Blythe, Advanced Graphics Programming Using OpenGL, Morgan 

Kaufmann, 2005. 
 
Edward Angel, OpenGL: A Primer, Addison-Wesley, 2009. 
 
Andrew Glassner, Recreational Computer Graphics, Morgan Kaufmann, 1999. 
 
Anne Spalter, The Computer in the Visual Arts, Addison-Wesley, 1999. 
 
Jef Raskin, The Humane Interface, Addison-Wesley, 2000. 
 
Ben Shneiderman, Designing the User Interface, Addison-Wesley, 1997. 
 
Clark Dodsworth, Digital Illusion, Addison-Wesley, 1997. 
 
Isaac Victor Kerlow, The Art of 3-D: Computer Animation and Imaging, 2000. 
 
Isaac Victor Kerlow and Judson Rosebush, Computer Graphics for Designers and Artists, Van Nostrand 

Reinhold, 1986. 
 
Mehmed Kantardzic, Data Mining: Concepts, Models, Methods, and Algorithms, Wiley, 2003. 
 
William Press, Saul Teukolsky, William Vetterling, and Brian Flannery, Numerical Recipes in C, 

Cambridge University Press, 1997. 
 
James Skakoon and W. J. King, The Unwritten Laws of Engineering, ASME Press, 2001. 

 
1.15 Software Engineering 

 
Shari Lawrence Pfleeger and Joanne Atlee, Software Engineering Theory and Practice, Prentice Hall, 2006. 
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Tom Demarco and Timothy Lister, Waltzing with Bears, Dorset House Publishing, 2003. 
 
Erich Gamma, Richard Helm, Ralph Johnson, and John M. Vlissides, Design Patterns: Elements 

of Reusable Object-Oriented Software, Addison-Wesley, 1994. 
 
1.16 Parallel Programming 

 
Michael McCool, Arch Robinson, and James Reinders, Structured Parallel Programming, 

Morgan Kaufmann, 2012. 
 
Jim Jeffers and James Reinders, Intel Xeon Phi Coprocessor High-Performance Programming, 

Morgan-Kaufmann, 2013. 
 
Peter Pacheco, An Introduction to Parallel Programming, Morgan-Kaufmann, 2011. 
 
James Reinders and Jim Jeffers, High Performance Parallelism Pearls, Morgan Kaufmann, 2015. 
 
Aaftah Munshi, Benedict Gaster, Timothy Mattson, James Fung, and Dan Ginsburg, OpenCL 

Programming Guide Addison-Wesley, 2012. 
 
Benedict Gaster, Lee Howes, David Kaeli, Perhaad Mistry, and Dana Schaa, Heterogeneous Computing 

with OpenCL, Morgan-Kaufmann, 2012. 
 
Wen-mei Hwu, GPU Computing Gems I, Morgan-Kaufmann, 2011. 
 
Wen-mei Hwu, GPU Computing Gems II, Morgan-Kaufmann, 2011. 
 
David Kirk, Wen-mei Hwu, Programming Massively Parallel Processors: A Hands-on Approach, 

Morgan-Kaufmann, 2010. 
 
Maurice Herlihy and Nir Shavit, The Art of Multiprocessor Programming, Morgan Kaufmann, 2008. 
 
James Reinders, Intel Threading Building Blocks, O’Reilly, 2007. 
 
Rohit Chandra, Leonardo Dagun, Dave Kohr, Dror Maydan, Jeff McDonald, Ramesh Menon, Parallel 

Programming in OpenMP, Morgan Kaufmann, 2001. 
 
Bradford Nichols, Dick Buttlar, and Jacqueline Proudx Farrell, Pthreads Programming, O’Reilly, 1998. 
 
Ian Foster, Designing and Building Parallel Programs, Addison-Wesley, 1995. 
 

 
2. Periodicals 

 
Computer Graphics and Applications: published by IEEE 

(http://www.computer.org, 714-821-8380) 
 
Computer Graphics World: published by Pennwell 

(http://www.cgw.com, 603-891-0123) 
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Journal of Graphics, GPU, and Game Tools: published by Taylor Francis 
(http://www akpeters.com, 617-235-2210) 

 
Journal of Computer Graphics Techniques 
 (http://jcgt.org) 

 
Computer Graphics Quarterly: published by ACM SIGGRAPH 
 (http://www.siggraph.org, 212-869-7440) 
 
Computer Graphics Forum: published by Eurographics 
 (http://www.eg.org/EG/Publications/CGF) 
 
Computers & Graphics, published by Elsevier 
 (http://www.elsevier.com/locate/cag) 
 
Transactions on Visualization and Computer Graphics: published by IEEE 

(http://www.computer.org, 714-821-8380) 
 
Transactions on Graphics: published by ACM 

(http://www.acm.org, 212-869-7440) 
 
Cinefex 

(http://www.cinefex.com, 951-781-1917) 
 
3. Professional organizations 
 

ACM ................ Association for Computing Machinery 
 http://www.acm.org 
 212-869-7440 
 
SIGGRAPH ..... ACM Special Interest Group on Computer Graphics 
 http://www.siggraph.org 
 212-869-7440 
 
SIGCHI ............ ACM Special Interest Group on Computer-Human Interfaces 
 http://www.acm.org/sigchi 
 212-869-7440 
 
SIGHPC ........... ACM Special Interest Group on High-Performance Computing 
 http://sighpc.org 
 212-869-7440 
 
EuroGraphics ... European Association for Computer Graphics 
 http://www.eg.org 
 Fax: +41-22-757-0318 
 
IEEE ................. Institute of Electrical and Electronic Engineers 
 http://www.computer.org 
 202-371-0101 
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IGDA ............... International Game Developers Association 
 http://www.igda.org 
 856-423-2990 
 
NAB ................. National Association of Broadcasters 
 http://www.nab.org 
 800-521-8624 
 
ASME .............. American Society of Mechanical Engineers 
 http://www.asme.org 
 800-THE-ASME 

 
4. Upcoming Conferences 
 

ACM SIGGRAPH: 
2019: Los Angeles, CA – July 28-August 2 
http://s2019.siggraph.org 
2020: Washington, DC – July 19-23 
2021: Los Angeles, CA 

 
ACM SIGGRAPH Asia: 
 2019: Brisbane, Australia – November 17-20 
 http://sa2019.siggraph.org/ 

 
ACM SIGCHI: 

2020: Honolulu, HI – April 25-30 
http://www.sigchi.org 

 
SC: International Conference for High Performance Computing, Networking, Storage, and Analysis: 

2019:  Denver, CO -- November 17-22 
http://sc19.supercomputing.org 

 
OpenMPCon: 

2019  Auckland, New Zealand – September 9-11 
http://openmpcon.org 

 
IEEE Visualization: 

2019: Vancouver, BC– October 20-25 
 http://ieeevis.org 
 
Eurographics 
 2020: Norrköping, Sweden – May 25-29 
  http://www.eg.org 
 
Game Developers Conference: 

2020:  San Francisco, CA – March 16-20 
http://www.gdconf.com 

 
E3Expo 

2019: Los Angeles, CA – June 11-13 
 http://www.e3expo.com 
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PAX (Penny Arcade Expo) 

2019:   Seattle, WA – August 30-September 2 
 http://www.paxsite.com 
 
ASME International Design Engineering Technical Conferences (includes the Computers and Information 

in Engineering conference): 
2019: Anaheim, CA – August 18-21 
https://www.asme.org/events/idetccie 

 
National Association of Broadcasters (NAB): 

2020: Las Vegas, NV – April 18-22 
http://www.nabshow.org 


