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David Thomas received his M.Eng. and Ph.D. in computer science from Imperial College
in 2001 and 2006, respectively. He likes Imperial so much that he stayed on, and is now a
postdoctoral researcher in the Custom Computing group. Research interests include
FPGA-based Monte Carlo simulations, algorithms and architectures for uniform and
nonuniform random number generation, and financial computing. 

Ken Turkowski, Adobe Systems
Ken Turkowski started his career by designing programmable hardware for graphics
acceleration, and then developing algorithms that utilized the hardware well. An applied
mathematician at heart, he then concentrated his efforts on developing efficient software
for a variety of graphical applications: texture mapping, antialiasing, shading, panoramas,
image processing, video transformations, camera/lens modeling, collisions, surface model-

ing, and outline fonts—at companies such as Ampex, Compression Labs, CADLINC, Apple, Media Machines,
Fakespace Labs, Adobe, and Google. He specializes in algorithms that are faster, are more robust, and use less
memory than traditional algorithms. He is active in SIGGRAPH as an Electronic Theater contributor, paper
author, and Silicon Valley Chapter chair. 

Tamás Umenhoffer, Budapest University of Technology and Economics
Tamás Umenhoffer is a Ph.D. student at the Faculty of Electrical Engineering and 
Information Technology at the Budapest University of Technology and Economics. His
research topic is the computation of global illumination effects on the GPU. His submis-
sion was a finalist at the Graphics Meets Games Competition of EG 2006. He is an
active member of the GameTools EU-FP6 project. 

Gino van den Bergen, Playlogic Game Factory 
Gino van den Bergen is lead programmer at Playlogic Game Factory. He holds a Ph.D.
in computer graphics from Eindhoven University of Technology. He is the author of the
book Collision Detection in Interactive 3D Environments (Morgan Kaufmann). Gino is
the creator of SOLID, a software library for collision detection, which has been applied
successfully in top-selling game console titles and CAM applications. 

Carsten Wächter, mental images 
Carsten Wächter studied computer science at Ulm University from 1998 to 2004. He
then pursued his Ph.D. studies under the supervision of Alexander Keller; he started to
work at mental images in 2007. His research interests include real-time ray tracing,
global illumination, and quasi-Monte Carlo methods. He has been an active member of
the European demo scene since 1999. 
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Takeshi Yamanouchi, SEGA Corporation 
Takeshi Yamanouchi graduated from Kyushu Institute of Technology with a master’s degree
in computer science in 1995. That same year he joined SEGA Corporation and has since
been engaged in the development of arcade games at AM R&D Dept. #2. His most recent
work was on graphics, shaders, and network programming for Virtua Fighter 5. His latest
interest is in the face of his daughter, who is now one year old. He wonders if he can imple-

ment this beautiful subsurface scattering in a 60 fps real-time game. While writing his chapter, he was helped
with his English by Robert Gould, who belongs to AMplus R&D Dept. 

Cyril Zeller, NVIDIA Corporation
Cyril Zeller works in the Developer Technology group at NVIDIA, where he explores
and promotes all the new ways of leveraging modern GPUs in real-time graphics and
simulation, as well as in all the new application fields opened up by CUDA. Before
joining NVIDIA, Cyril was developing games at Electronic Arts. He received a Ph.D. in
computer vision from École Polytechnique, France. 

Fan Zhang, The Chinese University of Hong Kong 
Fan Zhang received his B.S. and M.S. in computational mathematics from Jilin University,
China, in 2000 and 2002, respectively. He is currently a Ph.D. candidate in the Department
of Computer Science and Engineering, The Chinese University of Hong Kong. His main
research interests include real-time shadow rendering and GPU-based rendering techniques. 

Renaldas Zioma, Electronic Arts/Digital Illusions CE 
Renaldas Zioma is working on rendering technologies for the upcoming Battlefield: Bad
Company at EA/Digital Illusions CE. In the past he developed real-time strategy games,
some previous-gen console games, and sensorless motion recognition software; he even
coded a couple of small games using ZX Spectrum assembly when he was a kid. Cur-
rently he is wasting his spare time by rendering things on homebrew PSP devkit and

Amiga 1200, mostly with guys from The Black Lotus demogroup. Otherwise he would go hiking! He has
previously published articles in ShaderX2, ShaderX4, and AI Game Programming Wisdom 3.
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